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Abstract 

The aim of the current research is to identify the effectiveness of 

the flexible scaffolding to develop the cognitive aspect and 

performance of the skills of animation production among first-

grade Preparatory students. In effect, the researcher used the 

descriptive approach and the quasi-experimental design. Thus the 

researcher prepared the following tools: 

- Achievement test to measure the cognitive aspect of animation 

production skills among first grade preparatory students before and 

after the application (prepared by the researcher). 

- A note card to measure the performative aspect of animation 

production skills among first grade preparatory students before and 

after the application (prepared by the researcher). 

- A final product evaluation card to measure the performance 

aspect of animation production skills among first grade preparatory 

students (prepared by the researcher). 

The sample of the study consisted of (20) female students of the 

first-grade preparatory school in Tanta Preparatory School for 

Girls.: Consequently, the current research has concluded the 

following: 

1 - There is a statistically significant difference at the level (0.05) 

between the average grades of students of the flexible group in the 

pre- and  post-application in the achievement test related to the 

cognitive aspects of animation production skills in favor of the 

post-application                            . 

2 - There is a statistically significant difference at the level (0.05) 

between the average grades of students of the flexible group in the 

pre- and  post-application in the performance aspect of animation 

production skills in favor of the post-application. 

 

Keywords:  

Educational Scaffolding, Flexible Scaffolding, Animation 

Production Skills, First Grade Preparatory Students. 



611 



611 



611 



616 



611 



611 

 

 

 



611 



611 



611 



611 



611 



611 



611 



616 



611 



611 

 

 



611 

 

 

 

 

 



611 

 

 

 

 

 

 

 

 

 

 



611 

 

 

 

 

 



611 

 

 

 

 

 

 

 



611 

 

 



611 



611 

η



616 

 العذد التطبيك اختبار
المتوسط 

 الحسابي

الاوحراف 

 المعياري

متوسط 

الفرق بيه 

 المياسيه

الخطأ 

المعياري 

 للفرق

ليمة 

 )ت(

مستوى 

 الذلالة

 مرن
 لبلي

11 
61 12.1 

1136 1311 11311 1311 
 6311 1136 بعذي

η

 

 التطبيك

 

 العذد

المتوسط 

 الحسابي

الاوحراف 

 المعياري

ليمة )ت( 

 المحسوبة

حجم الأثر 

(d لــ )

Cohen 

 حجم الأثر

ا مربع إيت 

(η
2

) 

وسبة الكسب 

 المعذل لبلان 

 لبلي

11 

61 12.1 

 بعذي 6311 1311 61311 11311
11361 6311 



611 

بطالة 

 الملاحظة
 العذد التطبيك

المتوسط 

 الحسابي

الاوحراف 

 المعياري

متوسط 

الفرق بيه 

 المياسيه

الخطأ 

المعياري 

 للفرق

ليمة 

 )ت(

مستوى 

 الذلالة

 مرن
 لبلي

11 
1131 .2.2 

1136 1311 1131 1311 
 1311 11311 بعذي

 

 طبيكالت

 

 العذد

المتوسط 

 الحسابي

الاوحراف 

 المعياري

ليمة )ت( 

 المحسوبة

حجم الأثر 

(d لــ )

Cohen 

 حجم الأثر

 (η2مربع إيتا )

وسبة 

الكسب 

المعذل 

 لبلان

 لبلي

11 

1131 1311 

1131 61361 1311 6311 
 1311 11311 بعذي



611 

η

η



611 

η



611 



611 



611 

 

 

 

 

 

 

 

 

 

 

 

http://www.dr-yousry.com/studyAbsAomniaAlgndywaneamahmed.htm


611 

 

 

 

 

 

 

 

 

 

 

 

 

 



611 

 

 

 

 

 

 

 

Aktas M., Bulut M., and yuksel T. (2011), The Effect Of Using Computer 

Animation And Activities About Teaching Patterns In Primary 

Mathematics, TOJET: the Turkish online journal of Educational 

Technology, July 2011, Volume 10 Issue 3, pp. 273-277. 

- Bebbington, S. (2014). "What is Coding". Retrieved 2014-03-03.   

- Boyle, T. (1997). Design for Multimedia Learning, New York: Prentice 

Hall. 

- Brown, A. L. & Palincsar, A. S. (1986, March). Guided, cooperative 

learning and individual knowledge acquisition. Technical Report No. 

372.: Bolt, Beranek and Newman, Inc. and Center for the Study of 

Reading at the University of Illinois Urbana-Champaign. 

- Calder, N. (2010). Using Scratch: An Integrated Problem-Solving Approach 

to Mathematical Thinking. Australian Primary Mathematics Classroom, 

V15, No.4, (pp. 9–14). 

- Claypool, M. (2013). Dragonfly: strengthening programming skills by 

building a game engine from Scratch, Computer Science Education, 

23(2), 112–137. 

 



111 
- Gambari A. I., Falode C. O., and Adegbenro D. A. (2014), Effectiveness of 

Computer Animation and Geometrical Instructional Model On 

Mathematics Achievement and Retention among Junior Secondary 

School Students, European Journal of science and Mathematics 

Education, Volume 2, Number 2, 2014, pp. 127-146. 

- Holton D. & Clarke D. (2006), Scaffolding and metacognition. International 

Journal of Mathematical Education in science & Technology, 37(2), 127-

1433 

- Kafai, Y and Resnick, M. (1996). Constructionism in Practice: Designing, 

Thinking, and - Kay, A. (2005) Squeak E-toys, children, and Learning. 

http://www.squeakland.org/resources/articles 

- Kelleher, C., and Pausch, R. (2005) Lowering the barriers to programming: 

A taxonomy of programming environments and languages for novice 

programmers. ACM Computing Surveys, 37, 2, 83-137. LEARNING IN 

A DIGITAL WORLD. Lawrence Erlbaum Associates, Inc., Mahwah, NJ. 

- Kules, B. (2000). User Modeling for Adaptive and Adaptable Software 

Systems. Retrieved from Web site: http:/www.otal.umd.edu/guide/wmk 

- Malan, D. J. and Leitner, H. H. (2007). Scratch for budding computer 

scientists. SIGCSE Bulletin, 39, 1, pp.223-227. 

- Maloney, J., Burd, L., Kafai, Y., Rusk, N., Silverman, B. and Resnick, M, 

(2004). Scratch: A Sneak Preview. In Second International Conference on 

Creating, Connecting and Collaborating through Computing, pp. 104 109, 

Kyoto, Japan, 2004. 

- Maloney J., Resnick M., Rusk N., Silverman B., and Eastmond E. (2010), 

The Scratch Programming Language and Environment, ACM 

Transactions on Computing Education 10,4, Article 16 (November 2010), 

15 pages. 

- Mckenzie, J. (2000). Scaffolding for Success. (Electronic Version) Beyond 

Technology, Questioning Research and the Information Literature School 

Community. Retrieved October 12, 2002, from 

http://fno.org/dec99/scaffold.html 

- Moghaddam, G. & Moballeghi, M. (2006). Human-Computer Interaction: 

Guidelines for Web Animation, Faculty of Dept. of Studies in Library & 

Information Science, Shahed University, Tehran, IRAN.  

- Musa S., Ziatdinov R., Faruk O., and Griffiths C. (2015), Developing 

Educational Computer Animation Based on Human Personality Types, 

European Journal of Contemporary Education, 2015, Volume 11, Issue 1, 

pp. 52-71. 

- Neo, M. (2005). Developing a collaborative learning environment using a 

web-based design, Journal of Computer Assisted Learning.  

- Pahl, C. (2002). An Evaluation of Scaffolding for Virtual Interactive 

Tutorials. In M. Driscoll, & T. Reeves (Eds.), Proceedings of World 

Conference on E-Learning in Corporate, Government, Healthcare, and 

Higher Education 2002 (pp. 740-746). Chesapeake, VA: AACE. 

- Paivo, A. (1986). Mental Representations, A dual coding approach, New 

York, Oxford University Press.  

 

http://www.squeakland.org/resources/articles
http://fno.org/dec99/scaffold.html


116 
- Peppler, A.P. and Kafai Y.B. (2006). Creative codings: Personal, 

epistemological, and cultural connections to digital art production. In S. 

Barab, K. Hay and D. Hickel (Eds.), Proceedings of the 2006 

International Conference of the Learning Sciences. Bloomington, IN. 

- Puntambekar, S. & Hubscher, R. (2005). Tools for scaffolding students in a 

complex learning environment: What have we gained and what have we 

missed? Educational Psychologist, 40(1), 1-12. 

http://www.tandfonline.com/doi/abs/10.1207/s15326985ep4001_ 

- Quintana, C., Krajcik, J. & Soloway, E. (2002). Scaffolding Design 

guidelines for Learner- centered Software Environments. Paper Presented 

at the Annual Meeting of the American Educational Research Association 

(New Orleans, LA, April 1-5, 2002). 

- Rieber, A. (2000). Computers, graphics and Learning, U.S. , Dollars. 

- Resnick, M. (2007). Sowing the seeds for a more creative society. Learning 

& Leading with Technology, 35(4), (pp.18-22). 

- Vegotsky L. (1978), Mind in society: The development of the higher 

psychological process. Cambridge, MA: Harvard University press. 

 

 

 

 

 

 

http://www.tandfonline.com/doi/abs/10.1207/s15326985ep4001_

