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Abstract
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The current research aimed at detecting the effect of the different
learning scaffold patterns in computer simulation programs on the
development of skills of smart phones applications and the
motivation for achievement in secondary school students. The semi-
experimental method was used to suit the nature of the research. The
sample consisted of (60) students from the 2nd grade in secondary
school who was randomly distributed and divided into two groups:
the first group used the experimental processing using text-based
learning scaffolding mode, and the second group used experimental
processing using scaffold pattern based on video, and to test the
validity of the hypothesis, the T-test was used using the SPSS
statistical processing program. The results showed that there were
statistically significant differences at (0.05) for the second
experimental group which used video pattern in the development of
smart phone applications programming skills and motivation for
achievement.



