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Oz

Bu calisma, gelecegin teminati olan ¢ocuklarimizin Kudiis’e dair tarihi, kiilttirel ve dini
miras 6grenmesini kolaylastirmak i¢in kullamlan egitici oyun ve materyalleri incelemeyi
amaglamaktadir. Bu arastirma kapsaminda, 6zellikle gocuklarin kolayca erisebilecegi,
eglenirken G6grenmelerini saglayacak oyunlar, hikdye kitaplari, dijital uygulamalar ve
gorsel materyaller gibi araglara odaklanilmistir. Ayni zamanda, bu araglarin Filistin’e ve
Kudiis’e dair biling olusturma tizerindeki etkileri ele alinmis ve daha kapsamli projeler i¢in
yol haritalar1 énerilmistir. Calisma, bu konuda farkindalik olusturmay1 ve yeni projelere
ilham vermeyi hedeflemektedir. Bu ¢alismada, Kudiis ile ilgili cocuklar icin gelistirilmis
egitici oyun ve materyallerin incelenmesi amaciyla nitel arastirma yontemi tercih
edilmistir. Arastirma, asagidaki adimlari iceren bir siirecten olusacaktir:

1. Materyal Toplama: Gocuklar icin hazirlanmis egitici oyunlar, kitaplar, dijital
uygulamalar, posterler ve diger gérsel materyaller toplanacaktir. Bu materyaller,
cesitli egitim kurumlari, kiiltiirel dernekler ve dijital platformlardan elde
edilecektir. Ayrica, cocuklara yonelik egitimde kullarulabilecek materyallere dair
literatiir taramasi yapilacaktir.

2. Igerik Analizi: Toplanan materyallerin igerikleri, Kudiis’e dair sunduklari bilgiler,
egitsel degerleri, kiiltiirel anlam tasima diizeyleri ve gocuklarin gelisim diizeyine
uygunluklar agisindan analiz edilecektir. Bu analiz, materyallerin ¢ocuklara tarihi,
kiiltiirel ve dini bilgileri nasil sundugunu degerlendiren bir c¢erceveye
dayanacaktir.

3. Eksikliklerin Tespiti: Mevcut materyallerin icerigi, etkinligi ve kullanim kolaylig:
g6z 6niinde bulundurularak, hangi alanlarda eksiklikler oldugu tespit edilecektir.

4, Yeni Projelerin Gelistirilmesi: Eksikliklerin giderilmesine yonelik projeler
dnerilecek ve ¢ocuklarin Kudiis hakkinda daha fazla bilgi edinmelerini saglamak
amaciyla oyun tabanli 8grenme, interaktif materyaller ve gorsel icerikler gibi
araclarla desteklenecek yeni projeler tasarlanacaktir.

5. Veri Analizi: Arastirma siirecinde elde edilen veriler tematik analiz yontemi ile
degerlendirilecektir. Bu, materyallerin ve oyunlarin cocuklar tizerindeki etkilerini
belirlemeyi amaglayan bir analiz siireci olacaktur.

Bu ¢aligma, Kudiis'tin kiiltiirel ve dini 6nemini ¢ocuklara tanitmanin yollarini aragtirmig
ve bu dogrultuda egitici oyunlar ve materyallerin etkisini incelemistir. Mevcut
materyallerin analizi sonucunda, 6zellikle cocuklarin egitim seviyesine uygun igeriklerin
eksik oldugu, daha fazla etkilesimli ve egitici materyale ihtiya¢ duyuldugu tespit edilmistir.
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Egitim materyalleri, cocuklarin sadece bilgi edinmelerine degil, ayni zamanda bu bilgileri
oyun ve etkilesim yoluyla i¢sellestirmelerine olanak saglamaktadir. Bu baglamda, 6nerilen
projelerle cocuklar icin daha zengin, etkilesimli ve &gretici iceriklerin gelistirilmesi
gerektigi vurgulanmaktadir. Sonug olarak, Kudiis'tin tarihi, kiiltiirel ve dini zenginliklerinin
cocuklar tarafindan daha iyi anlasilmasi, gelecekteki nesillerin bu topraklara dair duyarh ve
bilingli bireyler olarak yetismesine katki saglayacaktir. Bu ¢alisma, bu alandaki eksiklikleri
gidermek ve yeni projeler gelistirmek icin bir temel olusturmayi amaglamaktadir.

Anahtar Kelimeler: Kudiis, Egitici Oyunlar, Materyaller, Kiiltiirel Biling, Oyun Tabanl
Ogrenme.
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Abstract

This study aims to examine educational games and materials used to facilitate the learn-
ing of the historical, cultural and religious heritage of Jerusalem by our children, who are
the guarantee of the future. The study focuses on tools such as games, storybooks, digital
applications and visual materials that children can easily access and that will enable them
to learn while having fun. At the same time, the effects of these tools on creating awareness
about Palestine and Jerusalem are discussed and roadmaps are suggested for more compre-
hensive projects. The study aims to raise awareness on this issue and inspire new projects.
In this study, the qualitative research method was preferred to examine educational games
and materials developed for children about Jerusalem. The research will consist of a process
that includes the following steps:

1. Material Collection: Educational games, books, digital applications, posters and
other visual materials prepared for children will be collected. These materials will
be obtained from various educational institutions, cultural associations and digital
platforms. In addition, a literature review will be conducted on materials that can
be used in education for children.

2. Content Analysis: The content of the collected materials will be analyzed in terms
of the information they provide about Jerusalem, their educational value, their level
of cultural meaning and their suitability for the developmental level of children.
This analysis will be based on a framework that evaluates how the materials present
historical, cultural and religious information to children.

3. Identification of Deficiencies: The content, effectiveness and ease of use of the ex-
isting materials will be taken into consideration and the areas where deficiencies
exist will be determined.

4, Development of New Projects: Projects will be proposed to address deficiencies and
new projects will be designed to support children with tools such as game-based
learning, interactive materials and visual content to help them learn more about
Jerusalem.

5. Data Analysis: The data obtained during the research process will be evaluated using
thematic analysis method. This will be an analysis process that aims to determine
the effects of materials and games on children.

This study investigated ways to introduce the cultural and religious importance of Jeru-

salem to children and examined the effects of educational games and materials in this re-
gard. As a result of the analysis of existing materials, it was determined that there was a lack
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of content that was especially suitable for the educational level of children and that more
interactive and educational materials were needed. Educational materials allow children
not only to acquire information, but also to internalize this information through play and
interaction. In this context, it is emphasized that richer, more interactive and educational
content should be developed for children with the proposed projects. As a result, a better
understanding of the historical, cultural and religious riches of Jerusalem by children will
contribute to the future generations being raised as sensitive and conscious individuals re-
garding this land. This study aims to provide a basis for eliminating deficiencies in this area
and developing new projects.

Keywords: Jerusalem, Educational Games, Materials, Cultural Awareness, Game-Based
Learning.



