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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. 
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