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(BECTA, 2001) 

أنماط التعلم 

 بالبرمجيات

تعلم عن 

 الكمبيوتر

كمقرر دراسى 

ضمن المناهج 

 الدراسية

تصميم وإنتاج 

البرامج والمواد 

 التعليمية

ن متعلم 

 كمبيوترال

 معتعلم 

 الكمبيوتر

المدار تعلم 

 الكمبيوترب

 بمعلونةتعلم 

 الكمبيوتر

الكمبيوتر 

 كمعلم خاص

 المحاكاة
التدريب 

 والممارسة

الألعاب 

 التعليمية
 حل المشكلات
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The paggy program of Activities for 

Young Gifted Children
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(Mohammad Ridwan Othman, Glen, O’Grady , 2007)
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(Inderbirkkaur sandhu, 2007)(Daniel, 2003)
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اثرالالعاب التعليمية الالكترونية ودورها في تنمية التفكير الابداعى لطلاب كلية “
 ”التربية الفنية جامعة حلوان
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"E-learning Atheralab and its role in the development of 

creative thinking for students of the Faculty of Art 

Education, Helwan University" 

D / Eman Ahmed Hamdi front  

Study questions:  
1) Is there a clear impact on the fees the students after the exercise of 

educational computer games?  

2) Are there differences between the fee for students who use educational 

computer games and other students who Aistkhaddmunha?  

3) Is there a positive impact on the creative thinking of students after the 

exercise of educational computer games?  

Importance of the study:  
1) clarify the role of technology and its importance as a means for 

students in the process Altaimih.  

2) disclosure of the advantages of technology in the development of 

creative thinking for students.  

3) reveal aspects of the development of creative thinking for students 

after the exercise of educational computer games  

The study hypotheses:  
1) no statistically significant differences on the experimental group 

students on the creative thinking of students after the exercise of 

educational computer games.  

 2) no statistically significant differences between the percentage of 

creative thinking for students who use educational computer games and 

other students who Aistkhaddmunha Balaantin the control and 

experimental.  

3) no statistically significant differences in the results of dimensional 

application for the experimental sample to the effects of educational 

computer games on the creative thinking of students.  

 

 


