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Abstract 

Current research is aimed at uncovering the effect between gamification 

pattern (top list – badge) used an electronic training environment in developing 

research skills for secondary stage students. 

To achieve this goal, the researcher designed electronic training 

environment based on Gamification, Research tools, the Skills Achievement 

Test, also set up the Skills Practical Observation Card, the program and tools 

were applied to a sample of )26) high school students from one of Cairo's 

schools and the students were divided into four groups according to 

(gamification pattern  

The results revealed the effectiveness of electronic training environment in 

developing research skills While no significant difference was revealed for both 

gamification pattern. 

Keywords:  
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