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Integration of Communication Platforms and Its Effectiveness 

in Developing Interactive Procedural Animation Skills for 

Virtual Characters and Objects and Enhancing Learning 

Motivation Among Instracational Technology Students at 

Faculty of Specific Education, Minia University 

Dr. Mohamed Abd Elrahman Morsy   

Research abstract: 

This research aimed to investigate the effectiveness of integrating 

Communication media platforms (YouTube versus YouTube and 

Facebook combined) in developing procedural interactive animation 

skills for virtual characters and objects using Character Studio and CAT 

software within the 3ds Max environment, as well as enhancing 

learning motivation among Instructional technology students. The 

research employed a quasi-experimental design with two experimental 

groups using pre-test and post-test measurements. The research sample 

consisted of 80 male and female students from the second year of the 

Instructional Technology Department at the Faculty of Specific 

Education, Minia University, who were randomly divided into two 

equal experimental groups. The first experimental group received 

training through a learning environment using YouTube platform only, 

while the second experimental group received training through a 

learning environment using both YouTube and Facebook platforms 

together. Measurement instruments were developed including an 

achievement test for cognitive aspects related to procedural interactive 

animation skills, a performance evaluation card for interactive 

animation of video clips produced by students, and a learning 

motivation scale. The research results showed statistically significant 

differences at the (0.05) level in favor of the second experimental group 

that used both YouTube and Facebook platforms together in cognitive 

achievement, evaluation card, and learning motivation. The research 

recommended the necessity of employing Communication media 

platform integration in teaching practical courses for Instructional 

technology students, and training faculty members on strategies for 

integrating these platforms into the educational process. 
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