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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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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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The effect of Three-Dimensional Infografic in Augm -ented Books on The
Development of Educational Graphics Production's Skills among Educational
Technology learners

74

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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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 (o < 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 support.

The results resulted in a statistically significant difference at the level (o <
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
support.

Keywords: extended reality environments - intensity of electronic support - critical
thinking
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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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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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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 EI-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.




(ChatGPT - Google Bard) gsliao¥! gL GLAES il

2N
(/' N
V. AN
§ p
=S
N\ ;
N\

da o) Olslge dped B ! ¥2YI elall| Slieu
ol by o 650 O s

@ gxd ddl el paw [a.p. Mol s adhdl s prew waldd [a.p.d
ae el alail) L o1 635 3l a0 el alacil) L o1 53€5 3l
S lall g aalaril) L ol 635 oy palaill L o 1S5 iy

Gl S daala - A gill A il 4K Uaila dxalas - dpe gill 4 il 4408
Ol o gt 3L Ayt /i oLl puadidis dae § pud Ly /o

sl adal) Lia 51 935 o2

Ui Zals - g ) gyl S

SSAl i Al e CadSll g dae ) Al GO leall e Capeill Candl 138 e
O Al G jleall el dpaml dual yidY) Hladll Slay (ChatGPT - Google Bard) clikaY)
Ofic sana (Al Qs (T4) e i sS3 Al) Alpall Ao apndly Calall a8 @l Gaadly aledll L ol 01
de gaxall 5 ¢(Google Bard) 4nshy <y Glda (V) (e 68 ¥ A a3l de ganall (o jad
A yrall il sall daii Caagy (e g ((ChatGPT) Aty s yo Glla (Y0) (e i sS85 4000 4y a3l
Ol (gl 31y o g gd @ISy e i) ) A el L 5l 9185 OB gl Aaaall 2 slell
ALY ey gleaill cal A e yll Al il gl
Fasdell Lin o) 5S35 (O (sl Lgtaai o 53U dplal) da ) il g o e )
(ChatGPT - elhuayl oS3 s o daldl duzl @) aleill clipy alainl 4leld LY

a5l 5385 O (gl Lgy Lol 8 el Jaasill A ol ) e 40a33 & GOOQle Bard)

e bl Jla g o il 40l zrgiall 5 i sl comgiall wiil 5 dlgizaal s Al ol Calaal aalill sas
Dl sl ) (e de sema aladiil g lelild A glaa g Ball dal 8 ) Gl gall e o gl daa
Sl el (YD el Gl Aaadle Ay el Sl leas dagi jall 8 jaal) el Guldl luass
Al all iy Cmlll 2l Q5 Canll de Ol Lgaty 1) gl peiiall 33 g anti 48Uy Lyl 5 daa il
Al s Lyl gl el 5 Slaa gill 5
Laa Ll il jlge gl yid) Al Ay ¢ e lihaal) lSA i sApalidal) cilalsl)




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
guestions:

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.
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