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SUMMARY
Preface:

Currently, the whole world is witnessing a remarkable progress towards the development of knowledge, science, and technology. This progress has had an impact in forcing many communities to include many concrete variables in its policies, economies and educational methods in order to cope with this technological, pedagogical and civilized progress. These communities vary in terms of its production potentials, economic progress and its grave after moving at a steady pace. 
Hypermedia is considered a new technique in the domain of teaching and learning, which provide learners with gradual integration with educational media inputs via computers. Moreover, it provides learners with an educational pedagogical atmosphere, where multiple teaching aids are available in an integral unit including the forms of intermediate data and information which are selected from multiple sources, to be in one regular pattern. Computers could administer and control this unified pattern.
Research problem:

Via the previous-mentioned presentations for researches in education technology domain, which include the necessity of designing the curricula of teacher preparation according to use of the innovations of advanced education technology so that a better rehabilitation of education technology specialist, could be achieved.
This problem is supported by the recommendations of many scientific conferences, such as the scientific conference for the Egyptian society for education technology, under the title “education technology, theory and practice”, which underscores the importance of developing programs by using the innovations of advanced education technology. Examples of these new technologies which the conference has asserted on employing and merging them in the rehabilitation programs of education technology specialist are: Hypermedia technology, interactive video, and multimedia.
These new innovations have led the researcher to exploit the advantages of hypermedia in establishing a program to improve these skills.
Thus, the main question of the current research could be encapsulated in the following:

What are the main effects of using hypermedia to develop the skills of designing educational Dayurama as one of the methods of museum presentation and moving towards it?

The following sub-questions emerge from the previous main one:

1. What are the required skills for the Dayurama design as one of the methods of museum presentation?

2. What is the form of the proposed program, based upon hypermedia to develop the skills of educational Dayurama design as one of the methods of museum presentation?
3. What is the impact of using hypermedia to develop the skills of educational Dayurama design, on the achievement of the students of education technology division in the faculty of specific education in Banha?

4. What is the impact of using hypermedia to develop the educational Dayurama design, on the performance of students of education technology division in the faculty of specific education in Banha?

5. What is the impact of using hypermedia on both of: achievement test and trend scale.

Objectives:

1.  Identify the prerequisite skills for the educational Dayurama design as one of the methods of museum presentation.

2. Identify the form of the proposed program, based upon hypermedia to develop the skills of educational Dayurama design as one of the methods of museum presentation.

3. Identify the impact of using hypermedia to develop the skills of educational Dayurama design, on the achievement of the students of education technology division in the faculty of specific education in Banha.

4. Identify the impact of using hypermedia to develop the skills of educational Dayurama design, on the performance of the students of education technology in the faculty of specific education in Banha.

5. Identify the impact of using hypermedia on both of: achievement test and trend scale.

The importance of the current research:
The findings of the current research could contribute to:

1. Illustrate the importance of educational Dayurama as one of the methods of museum presentation.

2. Treating students' lack of some skills of Dayurama instructional design.

3. The importance of using hypermedia as it paves the way for new prospects for individual learning which underscore the necessity of providing the optimal learning conditions.

Study Hypotheses:

There is a statistical U variance at the significance level of (0.01) between the average scores of the dimensional achievement test of the proposed program between students of the experimental group and students of the control group, in favor of students of experimental group.
There is a statistical U variance at the significance level of (0.01) concerning the average scores of students of the scorecard of the final product in the post application of the experimental group students and the control group, in favor of students of the experimental group.
There is a statistical U variance at the significance level of (0.01) in the average scores of students concerning the design standard card to assess the performance dimension of the final product (the museum) for the students of the experimental group, which have undertaken the program between pre and post measurement, in favor of the post measurement.
There is a statistical U variance at the significance level of (0.01) in the average scores of the achievement test, in favor of students of the experimental group who have undertaken the program between pre measurement and post measurement, in favor of post measurement.

Research limits:

1. The sample of the current research is limited to first-year students, education technology division.

2. Limited to Dayurama as one of the methods of museum presentation.

3. Museums and exhibitions curricula.

Research tools:

1. Achievement test to measure the extent of student achievement concerning the cognitive aspect.
2. Scorecard of the final product.

3. Trend scale.

Research methodology:

1. The Descriptive analytic methodology: to analyze previous studies.

2. Quasi-experimental method: to identify the impact of the independent variable on the dependent variable.

· Independent variable: a program based upon hypermedia

· Dependent variable: skills of Dayurama educational design as one of the methods of museum presentation.

Research procedures:

1. Analytic study of the references and pedagogical studies, via extrapolating the findings of the researches related to the research variables, and taking advantage from them in steering the research hypotheses, discussing its relating findings as well as preparing the theoretical framework of the research.
2. Analyze the scientific content which is considered the content specific to Dayurama method as one of the methods of museum presentation.

3. Preparing a schedule includes the skills of Dayurama educational design.

4. Present this schedule to a group of experts specific in this domain, so that a final form of the schedule could be established, and make the needed adjustments.
5. Preparing a schedule including the educational objectives to be achieved, and presenting the schedule to a group of experts in the related domain to identify the final form of the schedule, and make the needed adjustments.

6. Design the educational content in the lights of the objectives approved by experts, and finally presenting it to a group of experts to approve it.

7. Establishing the basic scenario for the hypermedia program and presenting it to a group of experts to approve it and making the appropriate adjustments.

8. Producing the experimental processing material in the lights of the previous approved scenario.
9. Research tools layout:

· Prepare the achievement test and placing it in it’s final form.

· Prepare the final product scorecard, approve and place it in the final form.

· Prepare a trend scale.

10. Administer the exploratory experiment for the experimental processing materials and measurement tools.

11. Test basic research sample.

12. Applying the achievement test and trend scale.
13. Applying the same achievement test, scale trend and scorecard of the final product on the same members of the sample.

14. Applying the same achievement test, trend scale in addition to the scorecard of the final product on the same members of the sample.

15. Data analysis and conducting the statistical processing of the findings.

16. Results and discussion.

Research Terminologies:                                                 
Hypermedia
Al-Gharib Zaher (2001: 2007) mentions that hypermedia term is used to present themes, concepts and information via linear and non-linear link between information elements which include: text, sound, images, illustrations, videos and other. Non-linear link between data or pieces of information helps learner to browse and move freely among its elements and satisfy his needs.

Both of Hagan and Lowder J. 2000, underscore that hypermedia programs is considered one of the best programs used to learn students, as it is characterized by efficiency, integration, flexibility, depth, luxurious and inclusive, moreover learners are free to choose his educational path according to his own needs.
Zeinab Amin (2000: 187) considers that hypermedia represents a unique form of the educational programs, allowing learners great flexibility in organizing and managing the included information, among a variety of means satisfying his own needs, as is involves multiple forms of highly-integrated electronic data allowing learner to acquire the educational experiences efficiently via electronic link, connecting between pieces of information and enables learner to browse freely within the program.

Instructional Dayurama
Dayurama could be defined as a cadastral display units which is a basic tool used in presentation. This technique reproduce the natural environment where objects or individual live, including their associated components. These components are placed in front of a well-defined painted background. The front ingredients of Dyurama integrate with this painted background, to produce an artificial scene, hard to be distinguished from the real scene.
The researcher of the current study–Lamia Mustafa Kamel-defines Dayurama as "a method of anthropomorphic display, conveys a real three-dimensional image of the objects displayed within their natural habitat, reproduced from reality through employing elements of depth realization to achieve optical illusion for spectators. This optical illusion suggest to the spectators viewing a part of the environment specific to the displayed organisms with its true dimension. The current scene is under study, so that the other organisms could be included which live with the same object and be associated with its presence, for whom Dayurama is manufactured".
Trend
Trend could be defined as a fixed system of knowledge, emotions and behavioral tendency. Moreover, trend is the willingness to respond to situations, individuals or themes in a specific way. Trend is a learned attitude which control and direct the individual on responding to any external situation. 
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