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Abstract

 

The recent study aimed to enhance an adaptive learning environment based on Second 

Life technology for developing higher institutes students skills in educational 

graduation projects production .A random sample of (40) students from Maadi's 

Modern Academy of Engineering was chosen.The sample was divided into two 

experimental groups, each of (20) students.The current study is based on (a) 

adescriptive method used in analyzing the skills related to the educational graduation 

projects production, creating both of the objectives and criteria for constructing 

learning environments and setting the research tools.(b) the experimental method: to 

determine the impact of the independent variable (the development of an adaptive 

learning environment based on Second Life technology) on the dependent variables 

(the skills of producing educational graduation projects for students of higher 

institutes).In comparison to their counterparts taught in the adaptive classroom system 

only, the results demonstrated that the second experimental group preferred adaptive 

learning environments supplemented by Second Life technology on developing skills 

of producing graduation projects.The promotion of adaptive classes with second life 

technology contributed to an increase in the degree of proficiency to reach 93% and 

thus the second experimental group outperformed its counterpart that was taught in 

adaptive classes only.The current research recommends the need to employ second 

life environments in virtual classrooms, because of their distinctive features that 

enable students to engage and work, in graduation projects, and promise them to 

produce good sources as well.
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 نظام التوثيقيستخدم الباحث ( الخاص بالجمعية الأمريكية لعلم النفس APA )مع مخالفة ذلك في المراجع الإصدار السادس ،

 العربية والبداية باسم الباحث ثم العائلة
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