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 تحت رعاية

 مـحـمـد أيـمـن عـاشـىرأ.د/ 
 وزير التعليم العالي والبحث العلمي

 

 ى ــــد ذكـمـىد  أحـمـأ.د/ مح
 رئيس شرف الـمؤتمـر -رئيس الجامعة  

 

 أ.د/ حاتم السًد أمًــن

 نائب رئيس الجامعة للدراسات العليا والبحوث

 

 امــــــمده الإــعب اــأ.د/ رانً
 رئيــس الـمؤتمــروعمـيـد الكـلية 

 

  السًد محمد مزروعأ.د/ 

 مقرر المؤتمرلأسبق ووعميد الكلية ا حوثوكيل الكلية للدراسات العليا والب
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 اتبيئة تعلم تكيفية قائمة على المحاكاة التفاعلية لتنمية بعض مهار

 ليللآقواعد البيانات لدى طالب إعداد معلم الحاسب ا العليا فيالتفكير

 صفاء محمود مصطفي العطوي د/

ِلهً ثمَُ ئػلاك ِؼٍُ اٌؾبٍت ا٢ٌٟ
 و١ٍخ اٌزوث١خ إٌٛػ١خ عبِؼخ ك١ِبط

الكتبي الفتاح علي رجب عبد د/ محمد

ِلهً ثمَُ ئػلاك ِؼٍُ اٌؾبٍت ا٢ٌٟ
 و١ٍخ اٌزوث١خ إٌٛػ١خ عبِؼخ ك١ِبط

 

اٌزؼٍُ اٌزى١ف١خ اٌمبئّخ ػٍٝ اٌّؾبوبح اٌزفبػ١ٍخ فٟ ر١ّٕخ ِٙبهاد ٘لف اٌجؾش اٌؾبٌٟ ئٌٝ ل١بً أصو ث١ئخ 

( 43ة فٟ لٛاػل اٌج١بٔبد ٚاٌزؼوف ػٍٝ ِلٜ فبػ١ٍزٙب، ٚلل رىٛٔذ ػ١ٕخ اٌلهاٍخ ِٓ )لااٌزفى١و اٌؼ١ٍب ٌلٜ اٌغ

ً  ٚعبٌجخ ِٓ علاة اٌَّزٜٛ الأٚي ثمَُ ئػلاك ِؼٍُ اٌؾبٍت ا٢ٌٟ ثى١ٍخ اٌزوث١خ إٌٛػ١خ عبِؼ خ ك١ِبط عبٌجب

ٚاٌَّغ١ٍٓ فٟ ِموه لٛاػل اٌج١بٔبد، ٚرٛصٍذ اٌلهاٍخ ئٌٝ لبئّخ ِٙبهاد اٌزفى١و اٌؼ١ٍب فٟ لٛاػل اٌج١بٔبد، 

ٚاػزّلد اٌلهاٍخ  ػٍٟ أفزجبهِٙبهاد اٌزفى١و اٌؼ١ٍب ثؼل رٛؽ١ل٘ب، ٚلل رُ اٌزؾمك ِٓ صجبد الأفزجبه ثبٍزقلاَ 

ٍؼ١ٕبد اٌّورجغخ ٌزؾ١ًٍ كهعبد الأفزجبه اٌمجٍٟ ٚاٌجؼلٞ، (، ٚرُ اٍزقلاَ افزجبه )د( 218.0ٌأٌفب ووٚٔجبؿ )

( ث١ٓ ِزٍٛظ كهعبد .212ؽ١ش أشبهد إٌزبئظ ئٌٝ ٚعٛك فوٚق ماد كلاٌخ ئؽصبئ١خ ػٕل َِزٜٛ اٌللاٌخ )

ػ١ٕخ اٌجؾش فٟ اٌم١بً اٌمجٍٟ ٚاٌجؼلٞ لافزجبه ِٙبهاد اٌزفى١و اٌؼ١ٍب ٌصبٌؼ اٌزغج١ك اٌجؼلٞ ونٌه ٚعٛك أصو 

 1 %(6.19ٌٝ  )وج١و ٠صً ئ

ِّب ٠لي ػٍٟ أْ ث١ئخ اٌزؼٍُ اٌزى١ف١خ اٌّج١ٕخ ػٍٝ اٌّؾبوبح اٌزفبػ١ٍخ ٌٙب أصو ئ٠غبثٟ ػٍٝ ر١ّٕخ ِٙبه اد 

 اٌزفى١و اٌؼ١ٍب ٌلٜ اٌغلاة فٟ لٛاػل اٌج١بٔبد1

 1ث١ئخ اٌزؼٍُ اٌزى١فٟ – اٌّؾبوبح اٌزفبػ١ٍخ – اٌزم١١ُ الإوزوٟٚٔ الكلمات المفتاحية:
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Adaptive Learning Environment Based on Interactive 

Simulation to Develop Some Higher-Order Thinking Skills In the databases of 

computer teacher preparation students 

The current research aims to measure the effect of an adaptive learning 

environment based on interactive simulation to develop higher-order thinking skills 

among university students in databases and to identify its effectiveness. 

The study sample consisted of (34) male and female first-level students in the 

Computer Teacher Preparation Department, College of Specific Education, Damietta 

university who were registered in the databases course. 

The study came up with a list of higher-order thinking skills in databases, and 

the study relied on testing higher-order thinking skills after standardizingthem. The 

Stability of the test was reached using Cronbach's alpha (0.812). The paired samples 

t-test was used to analyze the pre- and post-test scores. The results indicated that 

there were statistically significant differences at the level of significance (0.01) 

between the average scores of the research sample in the pre- and post-measurement 

of the higher-order thinking skills test in favor of the post-application had a large 

effect amounting to (97.6%).  

These results indicate that the adaptive learning environment based on 

interactivesimulation has a positive impact on developing students’ higher-or 

thinking skills in databases. 

Key Words: 

E assessment- Interactive Simulation -Adaptive Learning Environment 
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اثرهما على تنمية مهارات نمطا ممارسة الانشطة )موزعة/مركزة( بيئة تعلم إفتراضية و

 تصميم البرمجيات التعليمية لدي طلاب تكنولوجيا التعليم

 أ.د/ حمدى إسماعيل شعبان

أٍزبم رىٌٕٛٛع١ب اٌزؼ١ٍُ اٌّزفوؽ 
ٚٔبئت هئ١ٌ عبِؼخ عٕغب ٌشإْٚ 
فلِخ اٌّغزّغ ٚر١ّٕخ اٌج١ئخ  ٚػ١ّل 

 اٌى١ٍخ ٍبثمب

 العاطى  الطباخأ.د/حسناء عبد

مَُ أٍزبم رىٌٕٛٛع١ب اٌزؼ١ٍُ ٚهئ١ٌ اٌ
 عبِؼخ عٕغب - ثى١ٍخ اٌزوث١خ إٌٛػ١خ

 أ.م.د/ مجدى عبد البديع محمد

أٍزبم رىٌٕٛٛع١ب اٌزؼ١ٍُ اٌَّبػل  
  ثى١ٍخ اٌزوث١خ إٌٛػ١خ

 عبِؼخ عٕغب 

 د/ غادة إبراهيم أبو شادى

ِلهً رىٌٕٛٛع١ب اٌزؼ١ٍُ ثى١ٍخ 
 عبِؼخ عٕغب - اٌزوث١خ إٌٛػ١خ 

 مي محمد السيد الشرقاويم.م/ 

 ِلهً َِبػل 
ثمَُ رىٌٕٛٛع١ب اٌزؼ١ٍُ

 عٕغب   عبِؼخ - و١ٍخ اٌزوث١خ إٌٛػ١خ

 

 

ٌمل أكٜ اٌلفٛي اٌّزَبهع ٌٍزىٌٕٛٛع١ب فٟ ِغبي اٌزؼ١ٍُ ئٌٝ ظٙٛه صؼٛثبد ٚضؼذ اٌزوث١٠ٛٓ أِبَ 

رؾل٠بد ػل٠لح، ئم رقزٍف رٍه اٌزؾل٠بد ِٓ ِىبْ ٢فو ِٚٓ ثلاك ٢فوٜ ثبفزلاف ِصبكه٘ب، فّٕٙب اٌزؾل٠بد 

الإكاه٠خ ٚاٌزٟ رورجظ ثغٛأت ئكاهح رٍه اٌج١ئبد اٌزؼ١ّ١ٍخ ٚرَق١و٘ب ٌقلِخ اٌزؼ١ٍُ ٚاٌزله٠ت ِٕٚٙب اٌزؾل٠بد 

الالزصبك٠خ اٌزٟ رورجظ ثز٠ًّٛ اٌجواِظ ٚرٛف١و الأعٙيح ٚوً ِب ٠زؼٍك ثبٌّٛاك ٚاٌؼزبك، ٕٚ٘بن اٌزؾل٠بد اٌزم١ٕخ 

١خ اٌزؼ١ٍُ، وّب ٠صبؽت رٍه اٌزؾل٠بد وفب٠بد رؼ١ّ١ٍخ اٌزٟ رورجظ ثبٌشجىخ ٚرٛف١و الارصبلاد اٌلاىِخ ٌؼٍّ

٠َزٛعت ػٍٝ وً ِٓ اٌّؼٍُ ٚاٌّزؼٍُ رؾم١مٙب ٌزّىٕٗ ِٓ الاٍزفبكح ِٓ اٌَّزغلاد اٌؾل٠ضخ فٟ ِغبي ث١ئبد 

ِٚبرملِٗ ِٓ فلِبد رفبػ١ٍخ ٚرشبهو١خ ٚالأشغخ اٌزٝ  اٌج١ئبد الإفزواض١خ ِٚٓ فلاي ، اٌزؼ١ٍُ الافزواض١خ

ّٔغب ِّبهٍخ اٌّقزٍفخ ِضً  أّٔبط ِّبهٍخ الأٔشغخ اٌزؼ١ّ١ٍخ اٌزؼٍُ ٌلٜ اٌغلاة ِٓ فلاي رؾَٓ ِٙبهاد 

فبصخ فٟ ٘نا اٌٛلذ اٌنٜ رغٛهد ف١ٗ اٌزىٌٕٛٛع١ب ٌٍٚٙٛخ اٍزقلاِٙب ٍٚوػخ  )ِٛىػخ / ِوويح ( الأٔشغخ  

رص١ُّ اٌجوِغ١بد  رلفمٙب ِّب أكٜ ئٌٝ رله٠ت اٌغلاة ػٍٝ و١ف١خ ئٍزقلاَ ٚرٛظ١ف اٌزىٌٕٛٛع١ب فٟ ِٙبهاد

ِٓ فلاي ث١ئخ رؼٍُ ئفزواض١خ   ٌنا فمل هأد اٌجبؽضخ ضوٚهح  ِّبهٍخ الأٔشغخ  )ِٛىػخ / ِوويح (اٌزؼ١ّ١ٍخ1

 ِٚٓ ٕ٘ب ظٙود اٌزَبؤلاد ٚ٘ٝ :

 )ِٛىػخ / ِوويح( ثج١ئخ ئفزواض١خ ؟ ّٔغب ِّبهٍخ الأٔشغخ  فبػ١ٍخ ِب ٟ٘ -.

 ؟اٌزؼ١ّ١ٍخِٙبهاد رص١ُّ اٌجوِغ١بد  ر١ّٕخ ٠ّىٓ و١ف -0

 اٌزغو٠جٟ شجٗ إٌّٙظ ٚ اٌزؾ١ٍٍٝ اٌٛصفٟ صُ ؽلكد اٌجبؽضخ أ٘لاف اٌلهاٍخ ٚأ١ّ٘زٙب، ٚارجؼذ إٌّٙظ :

ٌٍٛلٛف ػٍٝ اٌصؼٛثبد اٌزٝ رٛاعٗ اٌغلاة ِٚؾبٌٚخ  ِٙبهاد رص١ُّ اٌجوِغ١بد اٌزؼ١ّ١ٍخٚؽٍٍذ اٌجبؽضخ 

غ اٌؼوث١خ ٚالأعٕج١خ 1ري١ٌٍٙب ، صُ فزّذ اٌجبؽضخ ثٕزبئظ اٌلهاٍخ ٚاٌزٛص١بد ٚاٌّواع
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Two types of activity practice (distributed/focused) in a virtual learning 

environment and their impact on developing educational software design skills 

among educational technology students 

The rapid entry of technology into the field of education has led to the 

emergence of difficulties that have placed educators facing many challenges, as these 

challenges vary from one place to another and from one country to another depending 

on their sources. Among them are the administrative challenges that are related to the 

aspects of managing those educational environments and harnessing them to serve 

education and training, and among them are the economic challenges that are related 

to financing Programs and providing devices and everything related to materials and 

equipment, and there are technical challenges related to the network and providing 

the necessary communications for the education process. 

These challenges are also accompanied by educational competencies that both the 

teacher and the learner must achieve in order to be able to benefit from recent 

developments in the field of virtual learning environments, and through virtual 

environments and the interactive and participatory services they provide and 

activities that improve students’ learning skills through patterns of practicing 

different educational activities such as a pattern. Practicing activities 

(distributed/focused), especially at this time in which technology has developed, ease 

of use, and speed of its flow, which has led to training students on how to use and 

employ technology in educational software design skills. Therefore, the researcher 

saw the necessity of practicing activities (distributed/focused) through a virtual 

learning environment, and from here the questions emerged, which are: 

1. What is the effectiveness of the two types of activities (distributed/focused) in 

a virtual environment? 

2. How can educational software design skills be developed? 

Then the researcher defined the objectives and importance of the study, and 

followed the analytical descriptive approach and the quasi-experimental approach. 

The researcher analyzed the educational software design skills to identify the 

difficulties facing the students and try to remove them. Then the researcher concluded 

with the results of the study, recommendations, and Arabic and foreign references. 
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أثر الإنفوجرافيك ثلاثي الأبعاد فى الكتب المعززة على تنمية مهارات إنتاج الرسومات 

 التعليمية لدى طلاب تكنولوجيا التعليم

 العاطى  الطباخأ.د/حسناء عبد

مَُ أٍزبم رىٌٕٛٛع١ب اٌزؼ١ٍُ ٚهئ١ٌ اٌ
 عبِؼخ عٕغب - ثى١ٍخ اٌزوث١خ إٌٛػ١خ

 أ.م.د/ تامر سمير عبد الجواد

رىٌٕٛٛع١ب اٌزؼ١ٍُ اٌَّبػلأٍزبم   
 ثمَُ رىٌٕٛٛع١ب اٌزؼ١ٍُ 

 عبِؼخ عٕغب - و١ٍخ اٌزوث١خ إٌٛػ١خ
 أ.م.د/ مروة أمين ذكي الملواني

أٍزبم رىٌٕٛٛع١ب اٌزؼ١ٍُ اٌَّبػل
 ثمَُ رىٌٕٛٛع١ب اٌزؼ١ٍُ

 عبِؼخ عٕغب  - و١ٍخ اٌزوث١خ إٌٛػ١خ 

 هبة هاشم السيد السقا /أ

 ِؼ١لح ثمَُ رىٌٕٛٛع١ب اٌزؼ١ٍُ
 عٕغب   عبِؼخ - و١ٍخ اٌزوث١خ إٌٛػ١خ

 

٘لف اٌجؾش ئٌٝ كهاٍخ أصو الإٔفٛعواف١ه صلاصٝ الأثؼبك فٝ اٌىزت اٌّؼيىح ػٍٝ ر١ّٕخ ِٙبهاد ئٔزبط 

ٚارجؼذ اٌجبؽضخ اٌزص١ُّ اٌزغو٠جٟ مٚ اٌّغّٛػخ اٌٛاؽلح اٌوٍِٛبد اٌزؼ١ّ١ٍخ ٌلٜ علاة رىٌٕٛٛع١ب اٌزؼ١ٍُ، 

( عبٌت ٚعبٌجخ ِٓ علاة اٌفولخ الأٌٚٝ ثمَُ رىٌٕٛٛع١ب اٌزؼ١ٍُ ثى١ٍخ اٌزوث١خ إٌٛػ١خ 42ػلكُ٘ اٌىٍٝ )ٌؼ١ٕخ 

افزجبه اٌزؾص١ً اٌّؼوفٝ اٌّورجظ َ، ٚرّضٍذ أكٚاد اٌم١بً فٟ: 0204/0203عبِؼخ عٕغب ٌٍؼبَ اٌغبِؼٝ 

ظ ثزٍه اٌّٙبهاد ِٓ فلاي اٌىزبة ثّٙبهاد ئٔزبط اٌوٍِٛبد اٌزؼ١ّ١ٍخ ٚثغبلخ ِلاؽظٗ الأكاء اٌّٙبهٜ اٌّورج

كلاٌخ ئؽصبئ١خ ث١ٓ اٌزغج١م١ٓ اٌمجٍٟ ٚاٌجؼلٜ ٌلإفزجبه اٌزؾص١ٍٟ  ٚٚعٛك فوق مػٓ ٚلل أٍفود إٌزبئظ اٌّؼيى، 

لاٍزقلاَ الإٔفٛعواف١ه صلاصٟ الأثؼبك فٝ اٌىزت ٌصبٌؼ اٌزغج١ك اٌجؼلٜ  ٚثغبلخ ِلاؽظخ الأكاء اٌّٙبهٞ

َ ثؼوض اٌىزبة اٌّؼيى مٚ رص١ُّ ئٔفٛعواف١ه صلاصٟ الأثؼبك؛ ؽ١ش أصجذ اٌّؼيىح، ٠ٚٛصٟ اٌجؾش الأ٘زّب

فبػ١ٍزٗ فٝ ر١ّٕخ اٌزؾص١ً اٌّؼوفٝ ٚالأكاء اٌّٙبهٜ ٌٍغلاة، ٚالأ٘زّبَ ثبٌزٕٛع ٚاٌزغ٠ٛو فٝ أٍب١ٌت ػوض 

اٌّؾزٜٛ اٌزؼ١ٍّٝ ِٓ فلاي اٌزىٌٕٛٛع١ب اٌّؼزّلح ػٍٝ اٌّإصواد اٌجصو٠خ1

 اٌىزت اٌّؼيىح، ِٙبهاد ئٔزبط اٌوٍِٛبد اٌزؼ١ّ١ٍخ ، صلاصٟ الأثؼبك، عواف١هالإٔفٛ: الكلمات المفتاحية
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The effect of Three-Dimensional Infografic in Augm - ented Books on The 

Development of Educational Graphics Production's Skills among Educational 

Technology learners 

 

The research aimed to study the effect of Three-Dimensional Infografic in 

Augmented Books on The Development of Educational Graphics Production's Skills 

among Educational Technology learners. The researcher followed a one-group 

experimental design for a total sample of (30) male and female first year students 

from the Educational Technology Department at the Faculty of Specific Education, 

Tanta University at 2023/2024, and the measurement tools were: the cognitive 

achievement test related to The Development of Educational Graphics Production's 

Skills and the skill performance observation card related to those skills through the 

augmented book. The results show a statistically significant difference between the 

pre- and post-application of the achievement test and the performance observation 

card and they were in favor of the post-application of using three-dimensional 

Infographics in augmented books, and the research recommends displaying the 

augmented book with a three-dimensional Infographic design, as It has proven its 

effect in developing the cognitive achievement and skill performance of students, and 

paying attention to diversity and developing the methods of presenting educational 

content through technology based on visual effects  
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وأثرها على تنمية مهارات التفكير الناقد لدى طالبات المرحلة  بيئات الواقع الممتد

 المتوسطة في ضوء اختلاف كثافة الدعم الإلكتروني

 علياء عبد الله الجندي أ.د/

أٍزبم رىٌٕٛٛع١ب اٌزؼ١ٍُ ٚالارصبي اٌزوثٛٞ
و١ٍخ اٌزوث١خ –لَُ رم١ٕبد اٌزؼ١ٍُ  

 عبِؼخ اٌٍّه ػجل اٌؼي٠ي 

 أ.م.د/ جميلة محمد عائض العمري

رم١ٕبد اٌزؼ١ٍُ -أٍزبم َِبػل
و١ٍخ اٌزوث١خ -لَُ رم١ٕبد اٌزؼ١ٍُ  

 عبِؼخ اٌٍّه ػجل اٌؼي٠ي 

 عائشة محمد بهرانأ/ 

 اٌجبؽضخ

 

 

٘لف اٌجؾش اٌؾبٌٟ اٌىشف ػٓ أصو افزلاف وضبفخ اٌلػُ الإٌىزوٟٚٔ ػجو ث١ئبد اٌٛالغ اٌّّزل فٟ ر١ّٕخ 

ِٙبهاد اٌزّفى١و إٌبلل ٌلٜ عبٌجبد اٌّوؽٍخ اٌّزٍٛغخ1 ؽ١ش اٍزقلَ إٌّٙظ شجٗ اٌزغو٠جٟ ٌّمبهٔخ اٌّغّٛػز١ٓ 

ٟ ٌم١بً اٌغٛأت اٌّؼوف١خ ٌّٙبهاد افزجبه رؾص١ٍاٌزغو٠ج١ز1ٓ١  ٚرُ ئػلاك أكٚاد اٌجؾش ٟٚ٘ ػجبهح ػٓ 

عبٌجخ 02اٌزّفى١و إٌبلل، ٚثغبلخ ِلاؽظخ ٌم١بً اٌغٛأت الأكائ١خ ٌّٙبهاد اٌزّفى١و، ٚلل رىٛٔذ ػ١ٕخ اٌجؾش ِٓ 

ِٓ عبٌجبد اٌصف اٌضبٌش ِزٍٛظ ثبٌّزٍٛغخ الأٌٚٝ ثبٌظٙواْ، ؽ١ش لَّذ اٌؼ١ٕخ ئٌٝ ِغّٛػز١ٓ رغو٠ج١ز١ٓ 

ٛػخ الأٌٚٝ اٌّؼبٌغخ اٌزغو٠ج١خ ثبٍزقلاَ وضبفخ اٌلػُ الإٌىزوٟٚٔ اٌّورفغ، ٚرٍمذ ِزىبفئز١ٓ، ؽ١ش رٍمذ اٌّغّ

اٌّغّٛػخ اٌضب١ٔخ اٌّؼبٌغخ اٌزغو٠ج١خ ثبٍزقلاَ وضبفخ اٌلػُ الإٌىزوٟٚٔ اٌّزٍٛظ1 ٚرٛصٍذ ٔزبئظ اٌجؾش ئٌٝ 

αفوق كاي ئؽصبئ١ب ػٕل َِزٜٛ ) ٚعٛك  ز١ٓ ( ث١ٓ ِزٍٛغٟ هرت كهعبد عبٌجبد اٌّغّٛػ ≥

اٌزغو٠ج١خ الأٌٚٝ اٌزٟ رلهً ػجو ث١ئخ اٌٛالغ اٌّّزل ثىضبفخ اٌلػُ الإٌىزوٟٚٔ اٌّورفغ ٚ اٌزغو٠ج١خ اٌضب١ٔخ اٌزٟ 

رلهً ػجو ث١ئخ اٌٛالغ اٌّّزل ثىضبفخ اٌلػُ الإٌىزوٟٚٔ اٌّزٍٛظ فٟ اٌزغج١ك اٌجؼلٞ لافزجبه ِٙبهاد اٌزّفى١و 

اٌّغّٛػخ اٌزغو٠ج١خ الأٌٚٝ اٌزٟ رلهً ػجو ث١ئخ اٌٛالغ  إٌبلل )وىً( ٚػٕل وً ِىْٛ ِٓ ِىٛٔبرٗ  ٌصبٌؼ

αاٌّّزل ثىضبفخ اٌلػُ الإٌىزوٟٚٔ اٌّورفغ1 ٚأٍفود إٌزبئظ ػٓ ٚعٛك فوق كاي ئؽصبئ١ب ػٕل َِزٜٛ )  ≤

( ث١ٓ ِزٍٛغٟ هرت كهعبد عبٌجبد اٌّغّٛػز١ٓ اٌزغو٠ج١خ الأٌٚٝ اٌزٟ رلهً ػجو ث١ئخ اٌٛالغ اٌّّزل  

الإٌىزوٟٚٔ اٌّورفغ ٚ اٌزغو٠ج١خ اٌضب١ٔخ اٌزٟ رلهً ػجو ث١ئخ اٌٛالغ اٌّّزل ثىضبفخ اٌلػُ الإٌىزوٟٚٔ  ثىضبفخ اٌلػُ

اٌّزٍٛظ فٟ اٌزغج١ك اٌجؼلٞ ٌجغبلخ ِلاؽظخ الأكاء اٌّورجظ ثّٙبهاد اٌزّفى١و إٌبلل )وىً( ٚػٕل وً ِىْٛ ِٓ 

خ اٌٛالغ اٌّّزل ثىضبفخ اٌلػُ الإٌىزوٟٚٔ ِىٛٔبرٙب ٌصبٌؼ اٌّغّٛػخ اٌزغو٠ج١خ الأٌٚٝ اٌزٟ رلهً ػجو ث١ئ

 اٌّورفغ1 

 اٌزفى١و إٌبلل -وضبفخ اٌلػُ الإٌىزوٟٚٔ -ث١ئبد اٌٛالغ اٌّّزل الكلمات المفتاحية:
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Extended reality environments and their impact on developing critical thinking 

skills among middle school students in light of the difference in the intensity of 

electronic support 

The goal of the current research is to uncover the effect of varying the intensity 

of electronic support across extended reality environments in developing critical 

thinking skills among middle school female students. The quasi-experimental method 

was used to compare the two experimental groups. The research tools were prepared, 

which are an achievement test to measure the cognitive aspects of critical thinking 

skills, and a note card to measure the performance aspects of thinking skills. The 

research sample consisted of 20 third-year female students in the first middle school 

in Dhahran, where the sample was divided into two equal experimental groups، 

The first group received the experimental treatment using high electronic support 

intensity, and the second group received the experimental treatment using medium 

electronic support intensity. The results of the research found that there was a 

statistically significant difference at the level (α ≤ 0.05) between the average grades 

of female students in the first experimental group, which was taught through the 

extended reality environment with a high intensity of electronic support, and the 

second experimental group, which was taught through the extended reality 

environment, with an intensity of medium electronic support in the application. Post-

testing critical thinking skills (as a whole) and each of its components for the benefit 

of the first experimental group taught through an extended reality environment with a 

high intensity of electronic support1 

The results resulted in a statistically significant difference at the level (α ≤ 

0.05) between the average grades of female students in the first experimental group, 

which is taught through the extended reality environment with a high intensity of 

electronic support, and the second experimental group, which is taught through the 

extended reality environment, with an intensity of medium electronic support, in the 

post-application. The performance observation card related to critical thinking skills 

(as a whole) and each of its components for the benefit of the first experimental group 

taught through an extended reality environment with a high intensity of electronic 

support1 

Keywords: extended reality environments - intensity of electronic support - critical 

thinking 
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القائمة ( ببرنامج تدريبي الكتروني مقترح علي  –ثر اختلاف نمطي الابحار )الهرمي آ

تنمية مهارات استخدام بنك المعرفة المصري والوعي المعلوماتي لدي طلاب المرحلة 

 الثانوية بمحافظة الغربية 

 حمدي إسماعيل شعبان أ.د/

أٍزبم رىٌٕٛٛع١ب اٌزؼ١ٍُ اٌّزفوؽ
ٔبئت هئ١ٌ عبِؼخ عٕغب ٌشإْٚ 
اٌّغزّغ ٚر١ّٕخ اٌج١ئخ ٚػ١ّل و١ٍخ 

 ٍبثمب عبِؼخ عٕغب -اٌزوث١خ إٌٛػ١خ 

 إيمن مصطفي الفخراني أ.م.د/

أٍزبم رىٌٕٛٛع١ب اٌزؼ١ٍُ اٌَّبػل
 ثمَُ رىٌٕٛٛع١ب اٌزؼ١ٍُ 

 عبِؼخ عٕغب -و١ٍخ اٌزوث١خ إٌٛػ١خ 

 أبو المجد كمال أبو المجد د/

ِلهً رىٌٕٛٛع١ب اٌزؼ١ٍُ 
 ثمَُ رىٌٕٛٛع١ب اٌزؼ١ٍُ 

 عبِؼخ عٕغب - و١ٍخ اٌزوث١خ إٌٛػ١خ

 بسمة عصام أبو زهرةأ/ 

   اٌجبؽضخ

 ِٕٙخ فٟ اٌّزٛاصٍخ ٚاٌزغ١واد ،ٚاٌّؼٍِٛبد الارصبلاد رىٌٕٛٛع١ب فٟ اٌَو٠ؼخ اٌزغٛهاد ؽزّذ

 ِغ ٚاٌزفبػً اٌزؼبًِ ػٍٟ لبكهح ِزغٛهح ِؼٍِٛبد شجىبد ٌزصجؼ اٌّىزجبد رغٛه ئٌٟ ٚاٌّؼٍِٛبد اٌّىزجبد

 ٌٍجبؽض١ٓ ٚاٌّؼٍِٛبر١خ اٌجؾض١خ ٚالاؽز١بعبد ٠زفك ثّب ٌٙب الأِضً ٚالاٍزغلاي ،اٌّقزٍفخ اٌّؼٍِٛبد ِصبكه

 اٌّىزجبد ظٙٛه ٚالارصبلاد اٌّؼٍِٛبد رىٌٕٛٛع١ب اٍزقلاَ فٟ اٌىجوٜ اٌمفيح ٘نٖ ػٓ ٔزظ ٚلل ،ٚاٌلاه١ٍٓ

 اٌول١ّخ اٌّىزجبد عبءد اٌؼبٌّٟ اٌّؼٍِٛبد ِغزّغ ِغ ٚرّبش١ب1 اٌّبضٟ اٌموْ ِٓ اٌزَؼ١ٕبد ِغٍغ فٟ اٌول١ّخ

DIGITAL LIBRARIES اٌّورجغخ اٌف١ٕخ ٚاٌز١َٙلاد الإٌىزو١ٔٚخ اٌّصبكه ِٓ ِغّٛػخ ِٓ رؾز٠ٛٗ ِٚب 

 ٚاٍزوعبع افزياْ ٌٕظُ ٚرغٛها اِزلاكا اٌّىزجبد ٘نٖ اصجؾذ صُ ِٚٓ ٚاٍزقلاِٙب اٌّؼٍِٛبد ٚثش ثأزبط

 0242 ِصو هؤ٠خ ِٓ أغلالب 1 ١ٍٚظ اٞ فٟ اٌشجىبد ػٍٟ اٌّزبؽخ اٌول١ّخ اٌج١بٔبد رؼبٌظ اٌزٟ اٌّؼٍِٛبد

 رزضؼ، رٕف١ن٠خ ثواِظ ِٓ ثٙب  اهرجظ ِٚب اٌغبِؼٟ لجً اٌزؼ١ٍُ ٌزغ٠ٛو الاٍزوار١غ١خ ٚاٌقغخ، اٌَّزلاِخ ٌٍز١ّٕخ

 ِٚغ ،ٚالاثلاع اٌزفى١و ػٍٟ اٌغلاة للهح ثي٠بكح ٚالا٘زّبَ، اٌضب٠ٛٔخ ثبٌّوؽٍخ اٌزؼ١ٍُ ِٕظِٛخ رغ٠ٛو ا١ّ٘خ

 اٌّؼوفخ ثٕه ٠ظً اٌغل٠لح ْٚاٌّل ٚاٌغوق ٚالإٔشبءاد اٌزؾز١خ اٌج١ٕخ ِشوٚػبد ِٓ اٌؼل٠ل ثزٕف١ن اٌلٌٚخ ا٘زّبَ

 ٚأْ فبصخ ٚرأص١وا اٍزلاِخ ٚأوضو٘ب اٌلٌٚخ ِشوٚػبد أُ٘ 02.9ِٓ ٠ٕب٠و فٟ علالٗ رُ ٚاٌنٞ اٌّصوٞ

 1اٌؾغو ١ٌٌٚ اٌجشو فٟ الاٍزضّبه ٟ٘ رؾل٠لا اٌّشوٚع أ٠ٌٛٚبد

 The Egyptian knowledge) اٌّصوٞ اٌّؼوفخ ثٕه ِشوٚع اٌّصو٠خ اٌؾىِٛخ اعٍمذ ٌٚمل

Bank) فوصخ ٚاٌجبؽض١ٓ اٌغلاة ٠ؼغٟ ؽ١ش ،الأزؤذ ػٍٟ اٌّؼوفخ ِصبكه اوجو  اٌّشوٚع ٘نا ٠ٚؼل 

 ِٓ ِٛاهك ػٍٟ اٌّٛلغ ٠ؾزٛٞ ،اٌؼبٌُ أؾبء ع١ّغ فٟ اٌؼ١ٍّخ ثؾبسٚالأ ٌٍزؼ١ٍُ ِغب١ٔخ ِٛاهك ػٍٟ اٌؾصٛي

 ِٚٓ ٕ٘ب ظٙود اٌزَبؤلاد ٚ٘ٝ : كٚه

( ثجؤبِظ رله٠جٟ اٌىزوٟٚٔ ِمزوػ ٌز١ّٕخ ِٙبهاد اٌمبئّخ –اٌٙوِٟ ِب اصو افزلاف ّٔغٟ الاثؾبه ) -.

 ؟وؽٍخ اٌضب٠ٛٔخ فٟ ِؾبفظخ اٌغوث١خاٍزقلاَ ثٕه اٌّؼوفخ اٌّصوٞ ٚاٌٛػٟ اٌّؼٍِٛبرٟ ٌلٞ علاة اٌّ

 اٍزقلاَ ثٕه اٌّؼوفخ اٌّصوٞ ؟ِٙبهاد  ر١ّٕخ ٠ّىٓ و١ف -0

 اٌزغو٠جٟ شجٗ إٌّٙظ ٚ اٌزؾ١ٍٍٝ اٌٛصفٟ صُ ؽلكد اٌجبؽضخ أ٘لاف اٌلهاٍخ ٚأ١ّ٘زٙب، ٚارجؼذ إٌّٙظ :

زٝ رٛاعٗ اٌغلاة ِٚؾبٌٚخ بٍزقلاَ ثٕه اٌّؼوفخ اٌّصوٞ  ٌٍٛلٛف ػٍٝ اٌصؼٛثبد اٌِٙبهارٚؽٍٍذ اٌجبؽضخ 

 1، صُ فزّذ اٌجبؽضخ ثٕزبئظري١ٌٍٙب
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The effect of different navigation styles (hierarchical and list) in a proposed 

electronic training program on developing the skills of using the Egyptian 

Knowledge Bank and information awareness among secondary school students 

in Gharbia Governorate. 

The rapid developments in information and communications technology and 

the continuous changes in the library and information profession have necessitated 

the development of libraries into advanced information networks capable of dealing 

and interacting with various information sources and making optimal use of them in 

accordance with the research and information needs of researchers and scholars. This 

has resulted in a major leap in the use of technology. Information and 

communications The emergence of digital libraries in the early nineties of the last 

century. 

In line with the global information society came the DIGITAL LIBRARIES 

and the collection of electronic resources and technical facilities related to the 

production, dissemination and use of information. These libraries then became an 

extension and development of information storage and retrieval systems that process 

digital data available on networks in any medium. Based on Egypt’s vision 2030 for 

Sustainable Development, the strategic plan for developing pre-university education 

and the associated executive programs, 

The importance of developing the education system at the secondary level, and 

the interest in increasing students’ ability to think and be creative, is clear, and with 

the state’s interest in implementing many infrastructure projects, constructions, roads, 

and new cities, the Egyptian Knowledge Bank, which was launched in January 2016, 

remains one of the most important, sustainable, and influential state projects, 

especially since the project’s priorities are specific. It is investing in people, not 

stone. 

The Egyptian government has launched the Egyptian Knowledge Bank project. 

This project is considered the largest source of knowledge on the Internet, as it gives 

students and researchers the opportunity to obtain free resources for education and 

scientific research in all parts of the world. The site contains resources from various 

sources, and from here the questions appeared. Which  :  

1- What is the impact of the difference between the two navigation styles 

(hierarchical and list) in a proposed electronic training program to develop 

the skills of using the Egyptian Knowledge Bank and information 

awareness among secondary school students in Gharbia Governorate? 

2- How can the skills of using the Egyptian Knowledge Bank be developed? 

Then the researcher defined the objectives of the study and its importance, and 

followed the descriptive analytical and quasi-experimental approaches. The 

researcher analyzed the skills of using the Egyptian Knowledge Bank to identify the 

difficulties facing the students and try to remove them. Then the researcher concluded 

with the results. 
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موجه )Chatbot بيئة تعلم إلكترونية قائمة على إختلاف نمطى روبوت المحادثة 

موجه للمستخدم( في تنمية مهارات تصميم المواقع التعليمية والذكاء البصري  -للمحتوى

 لدى طلاب تكنولوجيا التعليم 

 العاطى  الطباخأ.د/حسناء عبد

مَُ أٍزبم رىٌٕٛٛع١ب اٌزؼ١ٍُ ٚهئ١ٌ اٌ
 عبِؼخ عٕغب - ثى١ٍخ اٌزوث١خ إٌٛػ١خ

 أمل إبراهيم إبراهيم حمادةأ.م.د/ 

رىٌٕٛٛع١ب اٌزؼ١ٍُ اٌَّبػلأٍزبم   
 ثمَُ رىٌٕٛٛع١ب اٌزؼ١ٍُ 

 عبِؼخ عٕغب - و١ٍخ اٌزوث١خ إٌٛػ١خ
 أحمد فتحي أحمد الصواف د/ 

رىٌٕٛٛع١ب اٌزؼ١ٍُ  ِلهً
 ثمَُ رىٌٕٛٛع١ب اٌزؼ١ٍُ

 عبِؼخ عٕغب  - و١ٍخ اٌزوث١خ إٌٛػ١خ 

 محمد السيدمريم عبدالحميد  /أ

 ثمَُ رىٌٕٛٛع١ب اٌزؼ١ٍُ اٌجبؽضخ
 عٕغب   عبِؼخ - و١ٍخ اٌزوث١خ إٌٛػ١خ

 

)ِٛعٗ اٌجؾش ٌٍزؼوف ػٍٟ اصو ث١ئخ رؼٍُ ئٌىزو١ٔٚخ لبئّخ ػٍٝ هٚثٛد اٌّؾبكٍؼٟ ٘نا 

(، فٟ ر١ّٕخ ِٙبهاد رص١ُّ اٌّٛالغ اٌزؼ١ٍّخ1 ٌٚزؾم١ك مٌه لبِذ اٌجبؽضٗ  ثافز١به ػ١ٕخ رغو٠ج١خ ِٓ ثبٌَّزقلَ

 atػٍٝ هٚثٛد اٌلهكشخ ( عبٌت ٠لهً فٟ ث١ئخ رؼٍُ ئٌىزو١ٔٚخ لبئّخ 42علاة رىٌٕٛٛع١ب اٌزؼ١ٍُ ػلك٘ب )

bot  ( ّٔظ،) َٚالأكائ١خ ثشم١ٙب ٌلٞ علاة رىٌٕٛٛع١ب  ،ه ِٓ أعً ر١ّٕخ اٌغٛأت اٌّؼوف١خٚمٌ ِٛعٗ ثبٌَّزقل

، ٌّٙبهادلصٛه ٌلٞ اٌغلاة فٟ ٘نٖ ا، ٚمٌه ٌٛعٛك ضؼف ٍٚت ا٢ٌٟ  ثى١ٍخ اٌزوث١خ إٌٛػ١خاٌزؼ١ٍُ ٚاٌؾب

كٚاد : افزجبه رؾص١ٍٟ ٚمٌه ِٓ أعً ل١بً اٌغٛأت اٌّؼوف١خ ٌزٍه ٚلبِذ اٌجبؽضٗ ثبٍزقلاَ ِغّٛػخ ِٓ الأ

اٌزٟ ٠ٕزغٙب اٌغلاة ػ١ٕخ  ثغبلخ رم١١ُ عٛكح إٌّزظاٌّٙبهاد، ٚثغبلخ اٌّلاؽظخ ٌم١بً اٌغٛأت الأكائ١خ ، ٚأ٠ضب 

 اٌجؾش، ٚرضّٓ اٌجؾش اٌفوٚض اٌزب١ٌخ : 

ّٛػخ اٌزغو٠ج١خ هعبد علاة اٌّغ( ث١ٓ ِزٍٛغٝ ك2٠2٠≥لا ٠ٛعل فوق كاي ئؽصبئ١ب ػٕل َِزٜٛ ) 1.

ِٛعٗ ٌٍَّزقلَ ( فٟ اٌزغج١م١ٓ اٌمجٍٟ ٚاٌجؼلٞ لإفزجبه اٌزؾص١ً اٌّؼوفٟ ٌصبٌؼ هٚثٛد اٌّؾبكصٗ )

 اٌزغج١ك اٌجؼل1ٞ

ػز١ٓ اٌزغو٠ج١خ ( ث١ٓ ِزٍٛغٝ كهعبد علاة اٌّغ2٠2٠ّٛ≥لا ٠ٛعل فوق كاي ئؽصبئ١ب ػٕل َِزٜٛ ) 01

اٌجؼلٜ ٌجغبلخ ِلاؽظخ الأكاء اٌّٙبهٞ فٝ اٌزغج١م١ٓ اٌمجٍٟ ٚ( ِٛعٗ ٌٍَّزقلَهٚثٛد اٌّؾبكصٗ )

اٌّورجغخ ثّٙبهاد رص١ُّ اٌّٛالغ اٌزؼ١ّ١ٍخ ٌصبٌؼ اٌزغج١ك اٌجؼلٞ 1

ِٛعٗ ٌٍَّزقلَ( غّٛػخ اٌزغوث١خ هٚثٛد اٌّؾبكصٗ )لا رٛعل ػلالخ ئهرجبع١خ ث١ٓ كهعبد علاة اٌّ 41

ء اٌّٙبهٜ اٌّورجغ١ٓ ثّموه ثزص١ُّ اٌّٛالغ ػٍٝ ئفزجبه اٌزؾص١ً اٌّؼوفٝ ٚثغبلخ ِلاؽظخ الأكا

اٌؼ١ّ١ٍخ 1

، رص١ُّ اٌّٛالغ اٌزؼ١ّ١ٍخ ، خ، هٚثٛد اٌّؾبكص: ث١ئخ رؼٍُ ئٌىزو١ٔٚخ الكلمات المفتاحيه
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An electronic learning environment based on a varied pattern guiding 

conversational robots Chatbot (content-directed and user-directed) in 

developing website design skills and visual intelligence among educational 

technology students 

This research sought to identify the impact of an e-learning environment based 

on Chat Bot (user-oriented) in the development of web design skills. To achieve this, 

the researcher selected an experimental sample of (30) educational technology 

students studying in an e-learning environment based on chat bot (user-oriented), in 

order to develop the cognitive and performance aspects of educational technology 

and computer science students at the Faculty of Quality Education, because there is a 

weakness and deficiency among students in these skills, and the researcher used a set 

of tools: An achievement test to measure the cognitive aspects of these skills, an 

observation card to measure the performance aspects, and a product quality 

evaluation card produced by the research sample students, and the research included 

the following hypotheses : 

1. There is no statistically significant difference at the level of (≤0.05) between 

the average scores of the experimental group students of the chatbot (user-

oriented) in the pre and post applications of the cognitive achievement test in 

favor of the post application. 

2.  There is no statistically significant difference at the (≤0.05) level between 

the mean scores of the students of the two experimental groups in the pre 

and post applications of the skill performance observation card related to 

educational web design skills in favor of the post application. 

3. There is no correlation between the scores of the students of the 

experimental group of the chatbot (user-oriented) on the cognitive 

achievement test and the skill performance observation card associated with 

the web design course. 

Keywords : E-learning environment, Chat Bot, Web Design 
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ض الكائنات الرقمية )تحسين / كائنات منفصلة( ببيئة تعلم افتراضية أثر اختلاف نمط عر

 على  تنمية مهارات تصميم المقررات الإلكترونية لدى طلاب تكنولوجيا التعليم 

 
 حمدي إسماعيل شعبان أ.د/

أٍزبم رىٌٕٛٛع١ب اٌزؼ١ٍُ اٌّزفوؽ
 ٔبئت هئ١ٌ عبِؼخ عٕغب ٌشإْٚ اٌّغزّغ

  ٍبثمبٚر١ّٕخ اٌج١ئخ  
  عبِؼخ عٕغب - ٍبثمب ٚػ١ّل و١ٍخ اٌزوث١خ إٌٛػ١خ

 أميرة أحمد فؤاد أ.م.د/

 أٍزبم َِبػل رىٌٕٛٛع١ب اٌزؼ١ٍُ ٚاٌؾبٍت ا٢ٌٝ
 عبِؼٗ وفو اٌش١ـ - و١ٍخ اٌزوث١خ إٌٛػ١خ 

 أمل إبراهيم حماده د/أ.م.

اٌَّبػلرىٌٕٛٛع١ب اٌزؼ١ٍُ  أٍزبم
 ثمَُ رىٌٕٛٛع١ب اٌزؼ١ٍُ 

 عبِؼخ عٕغب - و١ٍخ اٌزوث١خ إٌٛػ١خ

 لينة زياد بسيوني غنيمأ/ 

   اٌجبؽضخ

 

٘لفذ اٌلهاٍخ ئٌٝ ِؼوفخ أصو أفزلاف ّٔظ ػوض اٌىبئٕبد اٌول١ّخ )رؾ١َٓ/وبئٕبد ِٕفصٍخ( ػٍٝ 

ر١ّٕخ ِٙبهاد رص١ُّ اٌّموهاد الإٌىزو١ٔٚخ ٌلٜ علاة رىٌٕٛٛع١ب اٌزؼ١ٍُ ، ٠ٚزىْٛ ِغزّغ اٌجؾش اٌؾبٌٟ ِٓ 

ٕٛػ١خ عبِؼخ وفو اٌش١ـ ٌٍؼبَ اٌلهاٍٝ علاة اٌفولخ الأٌٚٝ ثمَُ رىٌٕٛٛع١ب اٌزؼ١ٍُ ثى١ٍخ اٌزوث١خ اٌ

ٚلل اشزٍّذ أكٚاد اٌلهاٍخ ػٍٝ  ،( عبٌت ٚعبٌجخ42) َ ، ث١ّٕب ٍٛف رمزصو ػ١ٕخ اٌجؾش ػ0204/0203ٍٝ

، ٚثغبلخ ِلاؽظخ ٌم١بً اٌغبٔت بهاد رص١ُّ اٌّموهاد الاٌىزو١ٔٚخأفزجبه رؾص١ٍٝ ٌم١بً اٌغبٔت اٌّؼوفٝ ٌّٙ

1 ٚلل رٛصٍذ ٔزبئظ اٌلهاٍخ اٌٝ ٚعٛك أصو  ٚثغبلخ رم١ُ ِٕزظ ،اٌّموهاد الاٌىزو١ٔٚخاٌّٙبهٜ ٌّٙبهاد رص١ُّ 

ا٠غبثٝ ٌؼوض اٌىبئٕبد اٌول١ّخ ثج١ئخ رؼٍُ افزواض١خ ٌز١ّٕخ ِٙبهاد رص١ُّ اٌّموهاد الاٌىزو١ٔٚخ ٌلٜ علاة 

 رىٌٕٛٛع١ب اٌزؼ١ٍُ 1

 ،ث١ئخ رؼٍُ أفزواض١خ ،ٍخٍٛة اٌىبئٕبد إٌّفص، أٍٍٛة اٌزؾ١َٓ، أٍ: اٌىبئٕبد اٌول١ّخ الكلمات المفتاحية

 اٌّموهاد الاٌىزو١ٔٚخ
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The effect of different display styles of digital objects of Digital Objects 

(Improvement and Separate Objects) in a Virtual Learning Environment and 

Its Impact on the Development of Electronic Course Design Skills among 

Students of Education Technology 

 The study aimed to find out the effect of the different style of displaying 

digital objects (enhancement/separate objects) on the development of electronic 

course design skills among educational technology students. The current research 

population consists of first-year students in the Educational Technology Department 

at the Faculty of Specific Education, Kafr El-Sheikh University, for the academic 

year 2023/2024 AD. While the research sample will be limited to (30) male and 

female students, the study tools included an achievement test to measure the 

cognitive aspect of electronic course design skills, a note card to measure the skill 

aspect of electronic course design skills, and a product evaluation card. The results of 

the study concluded that there is a positive effect of displaying digital objects in a 

virtual learning environment to develop electronic course design skills among 

educational technology students. 

Keywords: digital objects, improvement method, discrete objects method, virtual 

learning environment, electronic courses.                                    
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  (ChatGPT - Google Bard) استخدام تقنيات الذكاء الاصطناعي

 الافتراضية في تنمية مهارات البرمجةببيئات التعلم 

 لدى طلاب تكنولوجيا التعليم 

 تامر سمير عبد البديع عبد الجواد د/م.أ.

اٌَّبػلأٍزبم رىٌٕٛٛع١ب اٌزؼ١ٍُ 
 ثمَُ رىٌٕٛٛع١ب اٌزؼ١ٍُ 

 عبِؼخ عٕغب - و١ٍخ اٌزوث١خ إٌٛػ١خ

  سمير احمد السيد قحوف أ.م.د/

 أٍزبم رىٌٕٛٛع١ب اٌزؼ١ٍُ اٌَّبػل 
 ثمَُ رىٌٕٛٛع١ب اٌزؼ١ٍُ ٚاٌؾبٍت الأٌٝ 

 عبِؼخ وفو اٌش١ـ -و١ٍخ اٌزوث١خ إٌٛػ١خ 

 الحليم الوشاحىرشا يسرى محمد عبد د/

 ِلهً رىٌٕٛٛع١ب اٌزؼ١ٍُ
 ثمَُ رىٌٕٛٛع١ب اٌزؼ١ٍُ  

 عبِؼخ عٕغب -و١ٍخ اٌزوث١خ إٌٛػ١خ 

 لينة زياد بسيوني غنيمأ/ 

   اٌجبؽضخ

 

ٌٍزؼوف ػٍٝ اٌّٙبهاد الأٍب١ٍخ ٌٍجوِغخ، ٚاٌىشف ػٓ اٍزقلاَ رم١ٕبد اٌنوبء ٍؼٟ ٘نا اٌجؾش 

( ثج١ئبد اٌزؼٍُ الافزواض١خ ٌز١ّٕخ رٍه اٌّٙبهاد ٌلٜ علاة ChatGPT - Google Bardالاصغٕبػٟ )

( عبٌجبً ئٌٟ ِغّٛػز١ٓ 92ػ١ٕخ اٌلهاٍخ اٌزٝ رىٛٔذ ِٓ ) اٌجبؽش ثزم١َُرىٌٕٛٛع١ب اٌزؼ1ُ١ٍ ٌٚزؾم١ك مٌه لبَ 

اٌّغّٛػخ ٚ (،Google Bardكهٍذ ثزم١ٕخ ) ( عبٌجب42ًاٌزغو٠ج١خ الاٚي رىٛٔذ ِٓ ) رغو٠ج١ز١ٓ: اٌّغّٛػخ

 اٌّؼوف١خ،ِٓ ثٙلف ر١ّٕخ اٌغٛأت  ه(، ٚمChatGPTٌكهٍذ ثزم١ٕخ ) ( عبٌجب42ًو٠ج١خ اٌضب١ٔخ رىٛٔذ ِٓ )اٌزغ

ٚمٌه ٌٛعٛك ضؼف ٚرلٔٝ ٌلٞ اٌغلاة  إٌٛػ١خ،ٚاٌّٙبه٠خ ٌٍجوِغخ ٌلٞ علاة رىٌٕٛٛع١ب اٌزؼ١ٍُ ثى١ٍخ اٌزوث١خ 

 للتساؤلات التالية؟ اٌنٜ أكد ٌٍجوِغخ،فٟ اٌّٙبهاد الأٍب١ٍخ 

 ٟ٘ ِٙبهاد اٌجوِغخ الأٍب١ٍخ اٌلاىَ ر١ّٕزٙب ٌلٜ علاة رىٌٕٛٛع١ب اٌزؼ١ٍُ؟ِب  1.

 - ChatGPT)اٍزقلاَ ثج١ئبد اٌزؼٍُ الافزواض١خ اٌمبئّخ ػٍٝ رم١ٕبد اٌنوبء الإصغٕبػٟ  فبػ١ٍخِب  01

Google Bard) ٌٟلٜ علاة رىٌٕٛٛع١ب؟ اٌّؼوفٟ اٌّورجظ ثٙباٌزؾص١ً  ر١ّٕخ ِٙبهاد اٌجوِغخ ف 

شجٗ اٌزغو٠جٟ ٚؽًٍ اٌجبؽش ِٙبهاد  ٚإٌّٙظاٌٛصفٟ  إٌّٙظ:ٚارجغ  ٚأ١ّ٘زٙب،صُ ؽلك اٌجبؽش أ٘لاف اٌلهاٍخ 

افزجبه رن١ٌٍٙب، ٚاٍزقلاَ ِغّٛػخ ِٓ الأكٚاد: ٌٍٛلٛف ػٍٝ اٌصؼٛثبد اٌزٝ رٛاعٗ اٌغلاة ِٚؾبٌٚخ اٌجوِغخ 

ِلاؽظخ ٌم١بً اٌغبٔت الأكائٟ ٌّٙبهاد ثغبلخ اٌجوِغخ، ٌم١بً اٌغبٔت اٌّؼوفٟ اٌّورجظ ثّٙبهاد  رؾص١ٍٟ

صُ فزُ اٌجبؽش ثٕزبئظ اٌلهاٍخ  اٌزٟ ٠ٕزغٙب اٌغلاة ػ١ٕخ اٌجؾشثغبلخ رم١١ُ عٛكح إٌّزظ إٌٙبئٟ اٌجوِغخ ٚأ٠ضب 

 1ٚاٌزٛص١بد ٚاٌّواعغ اٌؼوث١خ ٚالأعٕج١خ

 اٌجوِغخِٙبهاد  افزواض١خ،رؼٍُ  ث١ئخ، الاصغٕبػٟرم١ٕبد اٌنوبء  الكلمات المفتاحية:
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Using artificial intelligence techniques (ChatGPT - Google Bard) in 

virtual learning environments to develop programming skills among 

educational technology students.
      This research aims to identify the basic programming skills and explore the 

use of artificial intelligence techniques (ChatGPT - Google Bard) in virtual learning 

environments to develop these skills among educational technology students. To 

achieve this, the researcher divided the study sample, consisting of 60 students, into 

two experimental groups: the first experimental group consisted of 30 students who 

studied using the Google Bard technique, and the second experimental group 

consisted of 30 students who studied using the ChatGPT technique. This was done 

with the aim of developing the cognitive and programming skills of educational 

technology students at the Faculty of Specific Education, due to the weakness and 

low level of students' basic programming skills, which led to the following 

questions: 

1- What are the fundamental programming skills that need to be developed 

among educational technology students? 

2- What is the effectiveness of using virtual learning environments based on 

artificial intelligence technologies (ChatGPT - Google Bard) in developing the 

cognitive achievement associated with programming skills among technology 

students? 

   The researcher then specified the study's objectives and its importance, followed 

the descriptive and quasi-experimental methodology, and analyzed the programming 

skills to identify the difficulties faced by students and attempt to overcome them. 

The researcher utilized various tools, including an achievement test to measure the 

cognitive aspect related to programming skills, an observation card to measure the 

performance aspect of programming skills, and also an evaluation card for the 

quality of the final product produced by the research sample. Finally, the researcher 

concluded with the study's results, recommendations, and both Arabic and foreign 

references. 

Keywords:  

Artificial Intelligence Techniques, Virtual Learning Environment, Programming 

Skills. 

 

 


