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The Interaction Between Two Types of Gamification Rewards
(Badges / Progress Indicator) And the Cognitive Style (Dependent /
Independent) In E-learning Environment And its Effects on
Developing Programming Skills And Critical Thinking Among
Educational Technology Students
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Abstract

The study Aimed at identifying the effect of the interaction be-
tween the two types of Gamification rewards (badges / pro-
gress indicator) and the cognitive style (dependent / independ-
ent) in e-learning environment in developing programming
skills and critical things skills among students of the second
year in the Department of Educational Technology, Faculty of
Specific Education, Benha University. The current research
sample consisted of (80) students of the second year in the De-
partment of Educational Technology at the Faculty of Specific
Education, Benha University, of whom (40) students with de-
pendent cognitive style, and the number (40) students with an
independent cognitive style. The research sample was divided
into four experimental groups, as follows: The first group: (20
cognitively dependent students / gamification (badges)). The
second group: (20 cognitively dependent students / gamifica-
tion (progress indicator)). The third group: (20 students, cogni-
tively independent students / gamification (badges)). Fourth
group: (20 students, cognitively independent students / gamifi-
cation (progress indicator)). The study tools included the Ob-
servation Checklist for programming skills and the critical
thinking test. The study Implemented the experimental Re-
search method. The results of the study indicated that the stu-
dents of the experimental group of independent cognitive style
with the Gamification reward (progress indicator) were superi-
or in both checklist for programming skills and critical think-
ing test.
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