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Abstract
Video games are among the most popular games among many young people of the current
generation and are characterized by the diversity of attractive visual designs, as well as the
different ideas and levels of these games. Game developers compete to open new horizons to
provide players with immersive experiences that are almost indistinguishable from reality to
create total merging and use of different visual styles for characters and virtual environments.
With artificial intelligence entering the field of design, one of the fields in which it is
distinguished, it can be used in designing the visual elements of games of any kind, whether
strategy games or intelligence and memory games, and whether they are group or individual
games over the Internet or on the personal computer.
Ancient Egyptian mythology is considered one of the most important sources of inspiration and
creativity in the fields of visual arts. These ancient myths came to clarify the issues that
preoccupied people, express their needs, and simplify phenomena for which they were unable
to find an explanation. Myth is the intellectual vessel that contained the ancient Egyptians’ ideas
about explaining the forces of nature and their perception for the world of eternity. The myth
was not limited to the novel only. The Egyptian artist embodied the details of these various
myths on the walls of temples and tombs, where the artworks were of prominent sculpture and
painting to embody the legendary epic as a reflection of the imaginative thought of the ancient
Egyptian.
Hence the importance of research the design of visual elements inspired by ancient Egyptian
mythology to enhance the design of the game itself from stages and levels, and also discovering
how to benefit from artificial intelligence and employ it in designing video games, as it is
considered a powerful tool that enables creators and designers to achieve diversity in design
solutions based on descriptive information.
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Prompt: A detailed exterior view of the
ancient Egyptian city of On, with
massive mudbrick walls and limestone
temples. The city gates are adorned with
carvings of Ra, the sun god, surrounded
by warm, golden lighting, with a
contrast between earthy tones and dark
blue, bathed in the golden light of the
setting sun. Tall obelisks pierce the sky,
reflecting the divine rays of Ra, creating
a sacred and awe-inspiring atmosphere,
Deep shadows add a touch of mystery
and depth. The overall theme is inspired
by mythological fantasy, with visual
effects that evoke elegance and regality.
--v 6.0 --ar 16:9
Ol A Jate ala Hhie i aill Cha )l
Oy Ao siadll dedall Ll jaay ddgasll 4y, cadll
ol aall e de siadll laalaa s Gall) o ghall
Ablae (uaill al) ¢ 5 858 43y je Al Sl 5
A s G ol e A0 Al nel il
CAl il e sl (33 ) gee S GV
oSt g ce o) AL ghall Ol (3 545 | pea E))
e s LZuaie 13a (3l Laa cp )1 dgelY) da Y
U saill (e Al Adraall PN Cay iy ccilae DU
doadl e (A sin alall @ o sall (Banlly
ALY mat iy yaay <yl re gy sy
. --v6.0 --ar 16:9 skl

Prompt: using minimalist fantasy styles,

radiating an ethereal light, the mystical
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aura of ancient Egypt, bathed in a golden
glow with shimmering sands and a deep
blue night sky, dotted with stars. Created
using high-detail linework, subtle shading,
and a soft color palette, hd quality, natural
look.a detailed exterior view of the ancient
city of On, with massive mudbrick walls
and limestone temples. The city gates are
adorned with carvings of Ra, the sun god,
bathed in the golden light of the setting sun.
Tall obelisk piercing the sky, reflecting the
divine rays of Ra centered the scene,
creating a sacred and awe-inspiring
atmosphere, backround design for game
concept art radiating an ethereal light,the
mystical aura of ancient Egypt, bathed in a
golden glow with shimmering sands and a
deep blue night sky, dotted with stars.
Created using high-detail linework, subtle
shading, and asoft color palette, hd quality,

natural look
ey Al Juall Lol alasiuly il Cia gl
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Jalall (ra dmal)
Prompt: interior temple prompt (using
minimalist) fantasy styles, radiating an
ethereal light, the mystical aura of ancient
Egypt, bathed in a golden glow with
shimmering sands, with blue shadows
Created using high-detail linework, subtle
shading and a soft color palette, hd quality,
natural look, with massive mudbrick walls
and limestone temples, creating a sacred
and aweinspiring atmosphere, background
design for an interior view in a temple of
the ancient city of onfor game concept art.
--v 6.0 --ar16:9
Llal aladiuly) anse Al dma palll Chagll
Ladall Al glaws e sun qin o(ilans Al
du) go (23 @5 (B b)seie Aol jad
Lsha alasial Wglis) &5 o6 0 ae diDlie
sasa s daeli O An gy (3o Jallai g Jpealil) lle
Chll e dadun () ae b edae s A8d) Alle
Ladie 13 30 Lae gnall saall (e alaay ol
Al dme 8 Al lid Gl el Sladaeg
-- Aaalll 4 seda ol Ailly 6.0 --ar 169

A1 (e Euaall caniall
Prompt: The museum has a modern, simple
design with clear lines. The walls and
floors are made of white marble with large
glass details extending from floor to

ceilingg and it features transparent,
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bulletproof display cases containing a
diverse collection of valuable ancient
Egyptian artifacts The lighting in the
museum is soft and balanced, using LED
lights integrated into the ceilings, creating
a calm atmosphere that focuses attention
on the artifacts, thereby highlighting their
importance. surrounded by warm, golden
lighting, with a contrast between earthy
tones and dark blue. Deep shadows add a
touch of mystery and depth. The overall
theme is inspired by mythological fantasy,
with visual effects that evoke elegance and
regality --v 6.0 --ar 16:9
bay 5 rac anal Caaidl Gudly eall) ciagl)
(e Ae gias Gl W ool dsialy Laglady
Ga g oS Al Jealdl ga gl Gl
Bl me gulims adiry il S (Yl
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Prompt: Contemporary Egyptian streets in
Cairo, with a building that has a modern
design but is inspired by the spirit of

ancient Egyptian temples, large columns,
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medium pyramids in front of the main gate,

ordinary person view, a day light, with
some old Egyptian statues, medium angle,
featuring widespread glass facades to allow
maximum light. It is located on the corner
of a large square, surrounded by some
green spaces along the intersecting roads of
the square, with a dedicated parking area
for visitors onthe side of the museum. The
lighting is direct, with high contrast from
the Egyptian sun and the clear blue sky...

surrounded by warm, golden lighting, with
a contrast between earthy tones and dark
blue. Deep shadows add atouch of mystery
and depth. The overall theme is inspired by
mythological fantasy, with visual effects
that evoke elegance and regality --v 6.0 --

ar 16:9
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Prompt: the gate has a basic stone arch
shape adorned with modern metallic
touches integrated into it. The ancient
stones, showing signs of age, are
reinforced with a modern metal frame that
preserves their original form. Hieroglyphic
symbols glow faintly in blue on the surface
of the gate, appearing as if carved into the
ancient stones. A radiant Dblue light
emerges from the heart of the gate, slowly
flowing along its edges, gving it a
mysterious  effect.  Transparent  glass
barriers surround the gate for protection,
allowing visitors to approach and observe
it closely.
bl soaa s IS8 A ) i s ualll Cua gl
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DL 3 Jae Gl (8 pafll)l ke Lale edai Al
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Prompt: In the ancient time, the gate
appears sacred and spiritual, with the stone
arch covered in detailed hieroglyphics,
featuring vibrant golden and turquoise
colors. The symbols emit a natural light,
giving the impression of magic. Some
symbols seem to move slowly across the
gate's surface. A magical light from the sky
filtters through the gate, creating a path-like
effect. A faint halo of golden dust hovers
around the gate. The background reveals
massive temples, towering columns, and
large statues of gods, enhancing the gate’s
sacred and majestic appearance

s Ay gall COlS Al ) gaanll b ) Ciagl)
goaall Gl bkl ae dlag); dwdi
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Al sall Cugall s Gaiall edaall 3 3a Las cigiSU

o ) Al
Prompt: A detailed illustration of the
Egyptian goddess Isis, depicted as a wise
and compassionate figure. She is adorned
in intricate, flowing robes of gold and
white, holding an ankh in one hand and a
magical staff in the other. Her expression is

serene yet determined, embodying her role
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as a protector and healer. Surrounding her
are glowing hieroglyphs and ancient
scrolls, floating in the air, with delicate
lotus flowers blooming at her feet. Her
wide, majestic wings are spread open,
radiating an ethereal light. The background
evokes the mystical aura of ancient Egypt,
bathed in a golden glow with shimmering
sands and a deep blue night sky, dotted
with stars. Created using high-detail
linework, subtle shading, and a soft color
palette, hd quality, natural look —ar 2:3 —v
6.0
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Prompt: Set god character design for

game concept art radiating an ethereal
light,the mystical aura of ancient Egypt,
bathed in a golden glow with shimmering
sands and a deep blue night sky, dotted
with stars. Created using high-detail
linework, subtle shading, and a soft color
palette, hd quality, natural look

pogde (Al gl dpadd aaaly A palll Ciuagll
aal Ladal) Al 5 (Gl 12 gia w3 Al
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Prompt.contemporary  Egyptian  young
man wearing modern clothes, such as a
light blue shirt and dark jeans, with a
modern shawl adorned with hieroglyphic
inscriptions, and light glasses. He carries a
backpack containing modern research
tools, a water bottle, and some papers for
sketching and note-taking. He has Middle
Eastern features, short hair, and sharp eyes
that reflect intelligence and courage. His
skin tone is light but not pale, with a lean

build and slignt muscle definition. He

stands just under 6 feet tall, and his
appearance highlights his balance between

the ancient and modern worlds....

surrounded by warm, golden lighting, with
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a contrast between earthy tones and dark
blue. Deep shadows add atouch of mystery
and depth. The overall theme is inspired by
mythological fantasy, with visual effects
that evoke elegance and regality --v 6.0 --
ar 16:9
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dday A
Prompt: An old, faded map made of
papyrus, torn at the edges, filled with
symbols and hieroglyphic letters, some of
which are smudged, along with locations
that need interpretation. The paper clearly
shows signs of age, with dark spots and
unclear text, surrounded by warm, golden
lighting, with a contrast between earthy
tones and dark blue. Deep shadows add a
touch of mystery and depth. The overall
theme is inspired by mythological fantasy,
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with visual effects that evoke elegance and
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regality --v 6.0 --ar 3:2
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Prompt: a small amulet made of dark blue
lapis lazuli, about the size of a palm. The
amulet is intricately carved, featuring
delicate hieroglyphic symbols that faintly
glow with golden light. At the center of the
amulet, there is araised, three-dimensional
Eye of Horus, reflecting a mysterious light
emanating from the depths of the stone.
The edges of the amulet are beveled with
fine, feather-like patterns, giving it a
majestic and enchanting appearance. The
piece is suspended by a delicate chain of
pure gold, adding a touch of elegance to it.
surrounded by warm, golden lighting, with
a contrast between earthy tones and dark
blue. Deep shadows add a touch of mystery
and depth. The overall theme is inspired by
mythological fantasy, with visual effects
that evoke elegance and regality --v 6.0 --
ar 3:2
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