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Abstract 

this research aimed to identify the theoretical foundations from which the 

performance standards and indicators necessary for the design of discovery-

based and open-ended educational electronic game environments are derived. 

The researcher used the descriptive-analytical approach and extracted the most 

important educational and technical criteria necessary for designing such 

environments. 

 The research results led to the identification of the theoretical foundations 

from which the performance standards and indicators necessary for the design of 

discovery-based and open-ended educational electronic game environments are 

derived. Consequently, a list of necessary criteria for designing such 

environments was developed, consisting of (5) main criteria and (54) 

performance indicators. The relative weight and arithmetic mean of each 

criterion were calculated, and the results demonstrated the validity of all the 

criteria for their application in designing discovery-based and open-ended 

educational electronic game environments. 
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العناصر الرئيسية فى 
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 الألعاب الإلكترونية التعليمية القائمة على الاكتشاف الموجه: (2
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