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The International Conference for Education and Innovation in 
Museums (ICEIM) serves as a pivotal platform for fostering 
collaboration, sharing knowledge, and exploring the future of 
museum education. The conference brings together a diverse 
group of experts, practitioners, researchers, and students from 
around the world, creating a dynamic space for intellectual 
exchange and innovation.

ICEIM provides a platform for exchanging ideas, fostering 
collaboration, and building lasting relationships. Attendees have 
the opportunity to connect with colleagues from around the 
world, share their research and experiences, and learn about 
innovative approaches to museum education.

Introduction

The conference aligns with the broader goals of the Museums Commission in Saudi Arabia, which 
seeks to enhance the role of museums in society. By promoting education and innovation in 
museums, ICEIM contributes to the development of a vibrant and culturally rich sector.

ICEIM 2024 offers valuable insights into the evolving landscape of museum education and 
innovation. Some key takeaways include:

• The Collaborative Imperative: Partnerships between museums, academic institutions, and 
other stakeholders are essential for driving innovation and ensuring the relevance of 
museums in the 21st century.

• Engaging and Inclusive Experiences: Creating immersive and interactive experiences that 
cater to diverse audiences is crucial for fostering lifelong learning and engagement.

• Leveraging Technology: Digital tools and technologies offer unprecedented opportunities to 
enhance museum education, from virtual exhibitions to interactive displays.

• Community-Centric Approach: Museums play a vital role in connecting with communities 
and promoting cultural understanding.

Building upon the success of the inaugural conference in June 2024, ICEIM 2025 will delve 
deeper into the themes of education and innovation in museums.

We look forward to welcoming you to ICEIM 2025!

Dr. Taghreed Alsaraj

ICEIM Chair

General Manager of Education and Talent Development

Museums Commission, Saudi Arabia
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The Impact of Virtual Museum Experiences on Children’s 
Development of Critical Thinking Skills

Abstract
In recent times, a discernible link has emerged 

between the virtual museum experience and the 
integration of critical thinking within museum 
educational settings. This correlation, currently in a 
state of growth, has been illustrated in museums’ 
various learning strategies and pedagogical 
methods. The aim of this study is to progress 
children’s learning and interaction with works of art 
while capitalizing on museums’ educational 
resources. Through observation, interpretation, 
association, and evaluation, students develop critical 
thinking skills, connect with art, enhance their 
communication skills, and are motivated to think 
critically through art. The research delves into this 
dynamic relationship by examining the benefits 
afforded to students by engaging in virtual artwork 
during formal school days through an experimental 
study. The experimental study focused on 
evaluating critical thinking skills by comparing 
exposure and interaction with artworks through 
virtual technologies versus traditional methods to 
answer the question: how can virtual art experiences 
potentially foster children’s critical thinking skills? 
The study presents an in-depth analysis of an 
experiment carried out in formal art education at an 
international elementary school in Sharjah, UAE. 
The results demonstrate the advantages students 
gain from interacting with artworks using virtual 
technologies in comparison to traditional 
approaches.

Keywords
Aesthetic Experience, Artworks, Art Museums, 
Critical Thinking, Virtual Experience, Digital 
Learning, Lifelong Learning, Museum Education, 
School Programs.

1. Introduction
Advancements in digital technologies have 
significantly affected the museum education domain 
and bolstered several innovative learning strategies 
within museum educational settings, particularly the

ability to enhance critical thinking in children 
(Corich et al., 2012; Meirbekov et al., 2022; Poce, 
2021). The integration of online learning 
technologies and the emphasis on fostering critical 
thinking have actualized various skills in learners 
while leveraging museums’ educational assets 
(Ennes, 2021; Zakaria, 2024). 

Recognizing critical thinking as an essential skill is 
particularly crucial in today’s knowledge-based 
digital society (Corich et al., 2012; Meirbekov et al., 
2022; Moore, 2013). Numerous initiatives are 
focused on integrating digital environments to 
facilitate communication, knowledge access, and 
active social interaction in learning settings (Poce, 
2021). This shift has created abundant opportunities 
for museums to incorporate critical thinking 
principles into their educational practices. As active 
modern teaching methods continue to emphasize 
critical thinking (Meirbekov et al., 2022), museums 
as informal educational institutions are required   
to adopt critical thinking into their educational and
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pedagogical approaches. With the increasing use of 
digital means both onsite and online, museums play 
a significant role in facilitating formal, non-formal, 
and informal learning opportunities for learners 
from kindergarten to lifelong learners’ adults (Falk 
& Dierking, 2002; Hooper-Greenhill, 1994, 2007). 
This highlights the relevance of museums in 
developing critical thinking through the use of 
digital technologies in their active learning 
environments.

Recently, education in art museums has increasingly 
become dedicated to fostering students’ critical 
thinking by exposing them to art and facilitating 
interaction in interactive learning settings. School 
programs have evolved to prioritize critical thinking 
skills over memorizing factual information or 
historical knowledge of art history. Many art 
museums now focus on fostering visual literacy, 
encouraging discovery, and promoting the 
development of critical thinking skills among 
students during school visits (Al-Radaideh, 2012; 
Burchenal & Grohe, 2007; Luke et al., 2007). This 
informal learning environment deviates from 
conventional school settings, where emphasis is 
primarily placed on verbal language with minimal 
art exposure. Through collaboration with schools, 
art museums and educators actively work to 
integrate critical thinking principles seamlessly into 
art education curricula and instructional materials to 
promote learning levels, aesthetic experiences, and 
stimulate students to think critically (Al-Radaideh, 
2012). A wide range of educational programs, 
whether in museums or school settings, have been 
designed to promote art education through authentic 
learning experiences that engage the phases of 
critical thinking development.

The study explores the recent educational practices 
used by art museums, whether in museum venues or 
school settings, that expand children’s perspective 
of art and enhance their critical thinking skills. It 
aims, through conducting an experimental study, to 
demonstrate how virtual technologies can 
effectively engage children in observing, 
processing, connecting with artwork, and 
developing their critical thinking skills compared to 
conventional teaching methods. We conducted an 
experiment in close collaboration with the 
American School of Creative Science in Sharjah 
(UAE) to investigate the impact of the virtual 
experience on students’ critical thinking development

which is essential to both museum and school 
contexts. We deliberately selected this school 
because its curriculum does not follow traditional 
teacher-centered methods, and the students are 
familiar with digital tools to facilitate the 
implementation of the experiment. The main goal is 
to assess critical thinking skills by comparing the 
effects of exposure and engagement with artworks 
through virtual technologies versus traditional 
methods throughout the four essential phases of 
thinking: observation, interpretation, association, 
and evaluation.

2. Literature Review
Museum education has evolved beyond traditional 
knowledge acquisition, now emphasizing 
experiential learning and critical thinking, 
particularly in informal and non-formal educational 
settings (Falk & Dierking, 2000, 2002, 2016; Hein, 
2006; Hooper-Greenhill, 1994, 2007). Museums, 
recognized as vital informal education spaces, 
integrate learning with experiences, shaping visitor 
engagement through physical, personal, and 
sociocultural contexts (Falk & Dierking, 2002).

For children, museums have historically been 
crucial learning environments, incorporating diverse 
pedagogical approaches like constructivism and 
inquiry-based learning to foster active participation 
(Andre et al., 2017; Hein, 1995, 1998; Zakaria, 
2024). Recent educational practices in museums 
focus on promoting creativity and critical thinking 
through visual literacy and interactive learning 
experiences (Golding, 2009). Notably, Visual 
Thinking Strategies (VTS) have become essential in 
nurturing critical thinking by encouraging 
observation, interpretation, and group discussion 
(Guggenheim, 2024; Poce, 2021; Yenawine, 1999).

The integration of digital technologies in museum 
education has further advanced critical thinking 
development, providing learners with innovative 
ways to engage with art and enhance their cognitive 
skills (Hawkey, 2004; Marty, 2008; The British 
Museum, 2024). Virtual experiences, in particular, 
have proven effective in deepening students' 
engagement with artworks, offering opportunities 
for reflection and analysis beyond traditional 
methods (Cabezos-Bernal et al., 2021).

3. Methodology
This study investigates the impact of virtual museum

The Impact of Virtual Museum Experiences on Children’s Development of Critical Thinking Skills
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experiences on the development of critical thinking 
skills in children, focusing on how these digital 
interactions compare to traditional museum visits. 
The experiment was conducted in collaboration 
with the American School of Creative Science in 
Sharjah (UAE), involving 55 third-grade students, 
aged 8 years old, who were randomly selected from 
two mixed-gender classes.

3.1. Experimental Design
The experimental setup (Figure 1) was designed to 
compare students’ responses to a conventional 
museum experience and three distinct virtual 
museum experiences using Van Gogh’s The 
Harvest and The Starry Night (Figure 2). The 
selected virtual experiences (for the painting: The 
Starry Night), accessible through tablets, included:

• Group A: A 3D model by SketchFab that 
allowed users to interact with the painting by 
zooming and rotating it.

• Group B: A 360-degree video by VR Motion 
Magic, offering an immersive exploration of 
the scene depicted in The Starry Night.

• Group C: A Giga-pixel scan by Google Arts 
& Culture, which enabled detailed 
examination of the artwork through zooming 
and scrolling.

The study focused on four critical thinking skills 
identified as foundational to cognitive development: 
observation, interpretation, association, and 
evaluation. The students participated in two 
sequential activities: “Think out Loud”, where they 
verbalized their thoughts in response to guided 
questions, and “Create and Think out Loud”, which 
involved expressing their understanding through a 
drawing activity followed by a reflective discussion.

3.2. Evaluation Methods
A mixed-method approach was employed to assess 
the development of critical thinking skills. For 
Activity 1 (Think out Loud), student responses 
were evaluated using Visual Thinking Strategies 
(VTS) and a rubric designed to quantify their 
answers based on the targeted critical thinking 
skills. Activity 2 (Create and Think out Loud) 
involved visual analysis of the students’ artworks, 
assessing their use of artistic elements and processes 
in relation to the critical thinking skills. 
Additionally, a Likert-scale questionnaire was 
administered to measure student engagement, 
satisfaction, and ease of use. Observational data 
from video recordings of the sessions provided 
supplementary insights into student behavior and 
interaction during the activities.

3.3. Experimentation
Before the main experiment, a pilot study with three 
randomly selected students was conducted to refine 
the experimental design and ensure its feasibility. 
The pilot confirmed that the activities were 
appropriate for the students’ age and that the 
timeline was manageable.

The main experiment spanned two weeks. In Week 
1, students experienced a conventional museum 
setting where they interacted with a printed 
reproduction of Van Gogh’s The Harvest (Figure 3 
and Figure 4). In Week 2, students engaged with 
different virtual experiences of The Starry Night 
based on their assigned groups (Figure 5). Each 
session was facilitated by an art teacher or a 
facilitator, with the entire process recorded for 
analysis. The activities conducted after each 
experience were designed to measure the impact of 
both traditional and virtual museum experiences on 
the students’ critical thinking skills.

Figure 1: The experimental design process

Figure 2: The selected artwork for the experiment

The Impact of Virtual Museum Experiences on Children’s Development of Critical Thinking Skills
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students’ critical thinking skills. Additionally, 
differences among the three distinct Virtual 
Museum Experiences were assessed.

4. Results and Findings
4.1. Activity 1: Think out Loud
This activity assessed how museum experiences 
influenced students’ critical thinking. The first and 
last questions (Observation and Evaluation) were 
easily addressed by most students, while others 
struggled with questions that required more oral 
communication. Week 2 saw increased student 
engagement, with more expressive and creative 
answers.

The results demonstrated a significant improvement 
in students’ critical thinking skills through the 
virtual museum experiences compared to the 
conventional one. Notably, the interpretation skill 
showed the highest improvement, with an average 
increase of over 50% across the three virtual 
experiences. 

The 3D model (Group A) had the greatest impact on 
students’ interpretation and association skills, while 
the VR video (Group B) notably enhanced 
observation and evaluation skills. The Giga-pixel 
experience (Group C) offered a balanced 
improvement across all skills. Figure 6 illustrates 
the average percentage of change between the two

Figure 3: Week 1 Experimentation. Left: the setting of the experiment with the students gathering around the 3 tables, and one 
of the facilitators giving the brief introduction. Right: the art teacher guiding her group through the experience.

Figure 4: A collection of photos for the students during 
Activity 2.

Figure 5: Week 2 Experimentation. Upper left: Students 
listening to the instructions from the facilitator. Right: One 

of the students going through the Virtual Museum 
experience on her tablet

3.4. Data Analysis
We analyzed the students’ activities using a 
predeveloped evaluation spreadsheet with preset 
rubrics. The analysis involved averaging Likert 
scale values to compare the impact of both 
Conventional and Virtual Museum Experiences on

The Impact of Virtual Museum Experiences on Children’s Development of Critical Thinking Skills
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weeks concerning the students’ critical thinking 
skills across the three virtual museum experiences.

4.2. Activity 2: Create and Think out Loud
This activity explored the development of children’s 
critical thinking and artistic expression. Students 
displayed varying levels of engagement, with some 
replicating the original artwork and others adding 
their own imaginative elements. The 3D model 
experience (Group A) was unique in significantly 
impacting students’ use of visual art elements, 
aligning with the broader improvements seen in 
their critical thinking skills.

4.3. Questionnaire
A post-experiment questionnaire revealed that 
students generally enjoyed the virtual museum 
experience, with average ratings of 4.2 (out of 5) for 
satisfaction and 4.3 (out of 5) for enjoyment, as 
shown in Figure 7. Despite limited time to complete 
the questionnaire, feedback from facilitators 
suggested that students were highly engaged and 
found the experience inspiring, as corroborated by 
the art teacher’s observations.

5. Discussion
5.1. Interpretation of Findings
This experiment highlights the potential of virtual 
museum experiences to enhance students’ critical 
thinking skills in art education. The significant 
improvement in students’ interpretation skills, 
particularly in the 3D model and VR video groups, 
aligns with previous research emphasizing the role 
of interactive technologies in fostering deeper 
cognitive engagement (Bowen, Greene, & Kisida, 
2014; Ennes, 2021). The 3D model’s impact on 
narrative construction supports findings that spatial 
and tactile interactions can facilitate cognitive 
processing (Cabezos-Bernal, Rodriguez-Navarro, & 
Gil-Piqueras, 2021).

5.2. Impact of Different Virtual Experiences
The variation in outcomes among different virtual 
experiences underscores the significance of the 
medium. For instance, the VR video’s effectiveness 
in enhancing observation and evaluation skills 
corroborates the literature suggesting that 
immersive environments can improve attention to 
detail and memory retention (Poce, 2021). 
Meanwhile, the 3D model’s contribution to 
constructing comprehensive narratives reflects its 
capacity to integrate information and relate it to 
prior knowledge, aligning with previous studies on 
the benefits of interactive and immersive tools in 
education (Meirbekov, Maslova, & Gallyamova, 
2022).

5.3. Influence of Novelty
The novelty of the virtual museum setting, 
particularly for students new to such experiences, 
likely influenced the outcomes. This initial exposure 
may have heightened the students’ engagement and 
enthusiasm, supporting the notion that novel 
learning environments can create memorable 
educational experiences (Falk & Dierking, 2000; 
Hawkey, 2004). This observation suggests that 
virtual environments can effectively engage 
learners, even in their first encounter with such 
settings.

5.4. Role of Facilitators
Differences among facilitators, despite standardized 
guidelines, highlight the impact of instructional 
delivery on student outcomes. This finding aligns 
with previous research emphasizing the crucial role

Figure 6: Critical-thinking development of Activity 1

Figure 7: Children’s self-assessment on enjoyment, ease of use, 
inspiration and self-satisfaction.
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of educators in facilitating effective learning 
experiences (Jeffery, 2017; Hooper-Greenhill, 
2007). The variability in facilitator approaches 
could have influenced the students’ engagement and 
responses, pointing to the need for consistent            
instructional practices in educational interventions.

5.5. Contribution to Educational Practice
Overall, this study contributes to the growing body 
of evidence supporting the use of virtual museum 
experiences in enhancing critical thinking skills. 
The positive outcomes observed suggest that such 
immersive tools can be valuable additions to art 
education curricula. Future research should explore 
the long-term effects of repeated virtual experiences 
and their integration into regular classroom 
practices (Falk & Dierking, 2016; Golding, 2009).

5.6. Limitations
Several limitations affected this study. The forty-
five-minute class period constrained the depth of 
data collection and discussion. Additionally, the 
students’ unfamiliarity with the virtual museum 
experience may have influenced their engagement 
and responses.

The variability introduced by three different 
facilitators, despite standardized guidelines, may 
have slightly impacted the data. Furthermore, the 
classroom setting encouraged peer discussions, 
which could have influenced individual responses. 
These factors collectively shaped the results and 
should be considered when interpreting the 
findings.

6. Conclusion
This study explored the impact of virtual museum 
experiences on children’s critical thinking skills. 
The findings indicate that virtual experiences, 
particularly 3D models and VR videos, significantly 
enhance critical thinking abilities compared to 
conventional museum visits. The 3D model most 
effectively improved interpretation and association 
skills, while the VR video excelled in observation 
and evaluation. The Gigapixel experience also 
showed positive effects but to a lesser extent.

Despite limitations such as time constraints, 
facilitator variability, and peer influence, the study 
highlights the potential of virtual museum 
experiences to enrich art education. Future research

should consider addressing these limitations to 
further validate and expand on these findings.
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The Dynamic Role of Interactive Museums in Shaping 
Historical and Cultural Awareness Among Youth: A Case 

Study of Oman Across Ages Museum

Abstract
This study analyses the effectiveness of interactive 
technology on boosting historical and cultural 
awareness amongst young visitors at the Oman 
Across Ages Museum. The investigation used a 
combination of methodologies, including 
observational studies, practical trials, and surveys, 
to thoroughly assess the effects on different 
technologies. The people who took part were 
composed of three different age groups: younger 
children among the ages of seven and ten, middle 
school students between the ages of eleven and 
fourteen, and older teens between the ages of fifteen 
and eighteen. Nearly 600 students got involved with 
the survey. Throughout the practical experiment, 
every group contained twenty to twenty-five 
children. The investigation comprised a comparison 
between interactive learning and traditional lecture-
based tours. Tools including behavioral observation 
checklists and pre- and post-visit discussions were 
used to collect data. Within a year, the interactions 
among visitors and various technologies, such as 
augmented reality, virtual reality, and interactive 
touchscreens, were carefully tracked. The findings 
suggest that interactive displays have an enormous 
effect on engagement levels, educational outcomes, 
and overall satisfaction, especially with younger 
visitors. Findings of the present research prove the 
usefulness of interactive technology in the context 
of museum instruction. Additionally, it stresses the 
necessity of user-centered design and the capability 
of such technologies to positively impact the 
educational experiences and outcomes of museum 
visitors.

Keywords
Interactive Museum, Historical Awareness, Cultural 
Awareness, Oman Across Ages Museum, Visitor 
Engagement, Learning Outcomes, Visitors 
Satisfaction.

Introduction
The Oman Across Ages Museum (OAAM) is an

outstanding cultural institute which is committed to 
safeguarding and exhibiting Oman's wealthy 
cultural and historical inheritance. Situated in 
Manah, this modern museum blends innovative 
interactive technology in order to deliver fully 
immersive and educative experiences for visitors of 
every age level. The incorporation of 
technologically advanced and interactive parts in 
museums has dramatically changed the way people 
receive and experience  cultural heritage in the past 
few years. Traditional displays, that rely primarily 
on inactive observation, are gradually being 
modified or substituted with interactive exhibits that 
actively engage visitors in the procedure of 
learning. This change is particularly important for 
the younger generation, who are digital natives who 
possess a natural propensity towards interactive and 
technologically sophisticated experiences.

The OAAM utilises an assortment of interactive 
technologies such as virtual reality (VR), 
augmented reality (AR), touch screens, and gesture
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detection systems to improve visitor interaction and
education. These technological advances boost the 
visitor experience at museums through creating  
more enjoyable and entertaining experiences. 
Furthermore, they also Fortunately, increase 
visitors' comprehension of and gratitude towards 
Omani history and culture. Fortunately, these 
technologies have been extensively employed, there 
is a shortage of exhaustive studies investigating 
their precise effect on historical and cultural 
comprehension of youngsters. Acquiring an 
understanding of the consequences of these 
interactive features on student retention and 
participation is crucial for boosting the efficiency of 
exhibitions in museums and ensuring they satisfy its 
educational objectives.

Purpose of the Research
The study aims to investigate the influence of 
interactive technology at the Oman Across Ages 
Museum on the historical and historical 
understanding, involvement, and enjoyment among 
younger visitors. The goal of this research is to offer 
tangible evidence regarding the positive effects of 
interactive museums when compared with 
conventional methods centered around lectures. The 
investigation attempts to figure out which distinct 
interactive elements fulfil the learning and 
intellectual requirements of young visitors through 
investigating different age categories. The findings 
are going to offer practical guidance for museum 
professionals and curator about the planning and 
execution of interactive displays that boost learning 
outcomes and satisfaction among visitors.

Literature Review

Interactive Strategies for Engaging Young 
Audiences 
Game-based and story-based experiences have 
proven to be highly effective in attracting young 
visitors in museum atmospheres. Cesário and Nisi 
(2023) and Cesário, Petrelli, and Nisi (2020) have 
demonstrated that these methods not just effectively 
attract visitors but additionally actively involve 
them in the process of learning, therefore expanding 
the long-lasting effect and educational significance 
of museum visits. Nofal et al. (2020) stand for the 
implementation of physical gaming approaches, 
which include interacting personally with 
exhibitions, to boost the educational value of these
types of activities. Furthermore, Yates et al. (2022)

claim that interactive exhibits, sensory stimulation, 
and role-playing options substantially improve the 
participation of younger visitors. These elements are 
adaptable in facilitating various ways of learning 
and additionally assist with increasing the 
likelihood of visits for all individuals. While 
interactive communication through social media has 
benefits, the outcome may vary. This underlines the 
need to foster customised approaches to enhance 
participation and learning results (Najda-Janoszka 
& Sawczuk, 2021).

Tangible and Immersive Technologies in 
Museum Education 

The incorporation of physical and interactive 
technology, such as virtual reality (VR), has 
considerably enhanced the learning possibilities of 
museums. Hulusic et al. (2023) discuss the power of 
virtual reality (VR) to offer highly comprehensive 
settings that enrich the exploration of cultural assets 
through offering a broader experience. In a 
comparable manner, Bunaes (2017) and Luo (2020) 
address the important effect of virtual environments 
and immersive methods of learning on expanding 
the comprehension of kids as well as contact with 
historical objects. Merging educational games with 
augmented reality (AR) aids learning by blending 
enjoyable and educational material (Bolognesi & 
Aiello, 2020). Additionally, Jin et al. (2021) stress 
the positive effects of mobile augmented reality 
(MAR) in museums environments. MAR allows 
individuals to participate in a personalized 
exploration of exhibitions in museums by receiving 
supplementary information on their private devices.

Active Learning and Experiential Education 
Models 

Active learning and experiential education 
approaches have reshaped processes of learning 
across numerous contexts. Sitthiworachart et al. 
(2022) and Efthymiou et al. (2021) offer evidence 
that the incorporation of technology in active 
education promotes student engagement and 
learning outcomes in online classrooms. Curtis, 
Moon, and Penaluna (2020) and Matriano (2020) 
illustrate how such methods enhance learning in the 
fields of business ownership and tourist 
management through giving students practical, 
experiential opportunities. Raval and Gandhi (2020) 
and Pamungkas, Widiastuti, and Suharno (2020)
address the use of project-oriented learning and the
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ERIC model as new methods of instruction that 
promote critical thinking while improving 
engagement.

Evaluation and Impact of Interactive Museum 
Experiences 
Investigations on reviewing the evaluation of 
interactive museum experiences imply major 
impacts on visitor engagement and satisfaction. 
Komarac and Ozretić Došen (2021) and Besoain, 
González-Ortega, and Gallardo (2022) research the 
effects of these advancements on enhancing 
immersion and generating beneficial shifts in tourist 
perceptions of cultural treasures. Yates et al. (2022) 
emphasise the significance of interactive displays to 
encourage children's involvement, whereas 
Koutsabasis (2017) emphasises the need of 
thorough preparation in their creation and 
evaluation. The fundamental impact of digital 
innovations, such as Augmented Reality (AR) and 
Virtual Reality (VR), on enhancing the museum 
experience can be seen in the research carried out 
by Vosinakis et al. (2020), Hijazi and Ahmad 
Baharin (2022), and Meinecke, Hall, and Jänicke 
(2022). These studies have shown major 
improvement in visitor interactions and satisfaction 
with the entire experience.

Study Design and Research Methods

Study Design
This study used a mixed-methods techniques, which 
includes observational part, practical experiments, 
and questionnaires to thoroughly evaluate the 
effects of interactive technology on the historical 
and cultural awareness of young visitors. This 
comprehensive strategy provided an in-depth 
assessment of participation, learning outcomes, and 
satisfaction in general. The observational element 
was mainly meant to identify and analyse several 
interactive technologies applied at the museum, 
such as augmented reality (AR), virtual reality 
(VR), hand-gesture detection, and touchscreen. The 
value of these technologies along with challenges   
have been evaluated by recording and analysing 
visitor interactions over a year, especially 
throughout peak visitation hours.

Practical Experiment
The experimental investigation included of two 
groups of elementary school kids, aged 7-10, with

each group consisted of 20-25 students. In all, 40-50 
kids took part in the investigation. The participants 
were put through to different instruction 
approaches:

The Interactive Learning Group 
Interacted with the museum's interactive technology 
without much direct guidance, which enabled an 
additional self-directed learning process. They 
participated with touch screens, virtual reality 
installations, and augmented reality exhibitions, 
interactively exploring and learning by means of 
their engagement. The observations show higher 
levels of interest and fascination, constant 
engagement with the exhibitions, and better 
information retention.

Lecture-Based Learning Group
This group took part in conventional tours wherein 
the guide delivered extensive clarification using 
lectures and there was little participation with 
interactive displays. The empirical proof indicated 
that while a part of the students demonstrated 
concentration, an important percentage gradually 
lost curiosity, showing indications of uneasiness and 
a reduced capacity to retain information.

Initial conversations before the visit examined 
preexisting knowledge and their expectations, 
measurements were taken regarding behaviours 
during the visit, and subsequent conversations upon 
completion of the visit examined levels of 
involvement, learning outcomes, and overall 
satisfaction. 

Survey
Roughly 600 school students were surveyed, split 
into three categories based on their age: younger 
children (years 7-10), middle school children (ages 
11-14), and older adolescents (ages 15-18). The 
questionnaires comprised an array of multiple 
choice questions, scale-based, and open-ended 
inquiries designed specifically for gathering 
complete participation on the interactive displays. 
The goal was to acquire qualitative and quantitative 
information about engagement, learning outcomes, 
and satisfaction.

Observational part
The observational research comprised recording and 
tracking the reactions and conversations between 
young visitor to the museum for an average of one

The Dynamic Role of Interactive Museums in Shaping Historical and Cultural Awareness Among 
Youth: A Case Study of Oman Across Ages Museum



15

year, with a special focus on the most popular times 
of visitation. An evaluation was done to investigate 
the implications on multiple interactive 
technologies, like AR, VR, hand-gesture detection, 
and interactive touch displays, on raising historical 
and cultural understanding. The investigation also 
attempted to identify any difficulties faced by 
visitors whilst using these technologies.

Data Collection Instruments
1. Lists for behavioral observation: Utilized to 

chronicle actions such as focus, exhilaration, 
duration of interaction, and involvement amidst 
museum sojourns.

2. Dialogues preceding and succeeding visits: 
Executed to qualitatively gauge antecedent 
knowledge, enthusiasm, educational results, and 
holistic contentment. These dialogues were 
steered by a collection of questions without 
definitive answers to guarantee uniformity.

3. Questionnaires: Dispensed amongst the triad 
of age categories to amass both numerical and 
narrative data concerning engagement, 
educational results, and contentment. The 
questionnaires incorporated queries tailored to 
the cognitive and developmental echelon of 
each age segments.

Research Questions and Hypotheses
In an attempt to successfully achieve the intended 
objectives of this study, we established the 
following research questions and hypotheses:

Research Question 1: What is the influence of 
interactive exhibits at the Oman Across Ages 
Museum on the historical and cultural 
comprehension of young visitors between 7-18?

- The hypothesis (H1) is that the utilisation of 
interactive tools at the Oman Across Ages 
Museum has a major effect on the historical 
and cultural comprehension of visitors who 
are between the ages of 7 and 18.

- The null hypothesis (H0) is that the 
implementation of interactive technology at 
the Oman Across Ages Museum fails to have 
an important effect on the historical and 
cultural comprehension of young visitors 
between the ages of 7 and 18.

Research Question 2: What variations exist in 
participation and learning outcomes within lecture-

based and interactive learning methodologies 
amongst young visitors at the Oman Across Ages 
Museum?
- Hypothesis (H2): Young visitors who take 

part in interactive methods of learning at the 
Oman Across Ages Museum will demonstrate 
higher levels of commitment while achieving 
greater educational results in relation with 
those who take part in lecture-based methods.

- The null hypothesis (H0): there are no 
noteworthy differences in participation and 
educational outcomes among young visitors 
who go through interactive learning methods 
and those who undertake lecture-based 
methods at the Oman Across Ages Museum.

Research Question 3: What is the view of young 
visitors regarding the value of interactive exhibits 
when it comes to their general museum journey and 
fulfilment?

- Hypothesis (H3): Young visitors consider the 
interactive exhibits as substantially improving 
their general museum journey and fulfilment 
at the Oman Across Ages Museum.

- The null hypothesis (H0): young visitors at 
the Oman Across Ages Museum are not 
convinced that interactive exhibits as 
significantly bettering their general museum 
journey and satisfaction. 

Ethical Considerations
The research conformed rigorously to ethical 
directives to uphold the welfare and entitlements of 
every participant. Consent that is informed was 
procured from every individual involved, 
necessitating parental consent for those underage. 
Confidentiality was upheld through the 
anonymization of data and the secure archiving of 
all documents. Participation was entirely willing, 
with individuals being informed of their ability to 
withdraw from the study at any interval without 
repercussions. To safeguard minors, any 
interactions were deemed suitable for the respective 
age bracket and were under the supervision of 
responsible adults throughout the museum 
excursions. Transparency was sustained by 
articulately communicating the study's intent, the 
methodologies employed, and the intended 
utilization of the resultant data.
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Results

Observational Study of Interactive Technologies

The observational part of this study undertaken at 
the Oman Across Ages Museum found that the 
implementation of interactive technology significantly
boosts visitor engagement, learning, and 
satisfaction, especially among young visitors. The 
museum offers a diverse range of entertaining and 
interactive exhibits that positively create a deeper 
engagement with the history and culture of Oman. 
Augmented reality (AR) is used to bring ancient 
Omani homes to life, offering visitors realistic 
images of prehistoric architecture and daily life. 
This technology fascinated people, expanding the 
attractiveness and ease of access to historical 
knowledge. Additionally, virtual reality (VR) 
experiences offer a platform for visitors to look 
deeper into the complexities and uniqueness of 
Omani architecture, displaying the professionalism 
and artistry of both traditional and modern 
structures. The deep experiences proved to be 
extremely effective in catching the focus and 
interest of all visitors, supplying them an exciting 
and everlasting comprehension of Omani cultural 
heritage.

 The provision of interactive displays, such as the 
reconstruction of a human grave from Ras Al 
Hamra, provides children with the chance to take 
part in hands-on activities, taking on the role of 
archaeologists. The exhibit included a 3D-printed 
reproduction of a human grave, letting children to 
visually explore different layers of the burial by 
using equipment to reveal each layer. The engaged 
participation of children in this hands-on activity 
greatly enhanced their involvement as well as 
information retention, helping them to get a more 
thorough comprehension of ancient Omani burial 
methods. The interactive features of this museum 
improved the accessibility of the historical context, 
leading to greater appreciation and respect for the 
cultural significance of burial traditions.

 The Maritime Heritage Pavilion pointed out the 
beneficial impact of interactive showcases on 
learning outcomes. The pavilion incorporated 
numerous fun activities, including a replicated boat 
trip using a compass and a hands-on activity letting 
youngsters to effectively construct a ship by drilling 
and hammering. The contribution and learning of 
visitors were enhanced even more by the use of 
digital data in these activities. The participatory

aspect of these exhibits aided visitors' 
comprehension and grasp of the complexity of 
marine navigation and development, while 
underlining Oman's vast seafaring history. Children, 
more specifically, showed a high level of curiosity 
and fascination, often playing with the displays and 
seeking information about them.

However, whilst interactive technology has 
typically been excellent at improving visitor 
experiences, multiple challenges have been 
identified. Some visitors noticed it was hard to take 
advantage of the interactive tables that presented 
traditional Omani water management techniques, 
such as aflaj constructing and time calculating 
methods, without getting any help. Visitors often 
tapped into assistance from staff in order to discover 
these exhibitions and fully understand what they 
were for. This obstacle stresses the necessity of 
including audience members in the design stage in 
order to guarantee that interactive displays are both 
straightforward to use as well as successful in 
communicating educational content.

The Creative Expression pavilion of the Oman 
Across Ages Museum represents the endless 
possibilities of interactive technology to expand 
cultural appreciation while encouraging learning. 
The pavilion celebrates Omani brilliance by means 
of a variety of interactive exhibits, letting visitors to 
take part in and fully experience Omani cultural 
heritage. An example of this is the Instrument 
Interactive, that permits visitors to pick out an 
instrument and then contribute to an orchestral piece 
with hand-gesture identification technology. The 
experience additionally educates them about the 
cultural music of Oman. The Jewellery Design 
Interactive exhibit encourages visitors to gain 
understanding of Omani jewellery patterns and 
designs by making their own jewellery products, 
improving recognition of the complex 
craftsmanship involved. The clay Interactive exhibit 
offers visitors to assemble clay objects using hand-
gesture recognition, delivering insights into the 
technique of traditional pottery-making. In addition, 
the Henna Hand Pattern Maker opens visitors to 
create designs with henna and then have them 
reflected onto their hands. In a similar way the 
Fashion makes Interactive lets individuals to make 
clothing items, exhibiting Oman's rich textiles and 
fashion tradition. The interactive experiences 
available at the Creative Expression pavilion raise 
the museum visit through making it more engaging
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and interesting. These experiences also substantially 
increase cultural and historical comprehension 
among visitors, especially the young. In summary, 
the results of the observational study stress the 
major impact of interactive technology in exhibition 
contexts. These technologies not solely captivate 
and maintain the interest of young visitors but 
additionally increase their retention and 
comprehension of historical and cultural matter. The 
Oman Across Ages Museum excellently meets to 
the requirements and desires of cutting-edge 
technology-oriented audiences through providing 
stimulating and interactive experiences. The 
investigation shows the power of including 
interactive components into museum displays for 
delivering dynamic functional environments for 
learning that take into account different styles of 
learning and augment the overall educational 
benefit.

Survey Findings
 The surveys answered among various age groups 
visiting the Oman Across Ages Museum suggest 
noteworthy trends in participation, education, and 
fulfilment with exhibits that are interactive. What 
follows is an extensive summary of the outcomes 
gathered from various age classifications: younger 
children (years 7-10), middle school students (ages 
11-14), and finally high school students (ages 15-
18).

Younger Children (Ages 7-10)
 The survey conclusions amongst younger children 
revealed an overwhelming number of advantageous 
reactions concerning the interactive exhibitions. 
Between the 277 respondents, 272 participants 
(98%) stated their satisfaction of the interactive 
exhibitions. The substantial level of satisfaction 
demonstrates the successful performance of these 
exhibitions in attracting young visitors, emphasising 
that interactive components are very visually 
appealing and competent in keeping up the curiosity 
of younger audiences. Furthermore,  257 kids (93%) 
said that they gained novel information about 
history or culture, confirming the educational merit 
of the museum's offerings. This shows that the 
interactive exhibitions are not simply entertaining 
but also efficient at transferring historical and 
cultural content to young visitors.

 Based on our survey to determine the most 
interesting aspects of the museum, the favorite

elements varied, with notable mentions including 
the library and the "Towards a Sustainable Economy" 
film, highlighting the diverse interests among young 
visitors. The touch screens and VR experiences 
were strongly praised, with 230 kids reporting their 
deep appreciation for these components. The 
growing trend towards interactive technology 
illustrates its importance of combining 
contemporary technological tools throughout 
museum exhibitions for bettering the visitor 
experience. Similarly, a substantial number of 256 
participants (92%) exhibited a keen interest in going 
back to the museum, revealing an interesting and 
satisfied influence from their visit. The museum's 
interactive exhibits have an outstanding likelihood 
of encouraging returning visitors, confirming how 
successful they are in generating an unforgettable 
and engaging experience for younger visitors.

Middle School Children (Ages 11-14)
The opinions of middle school students similarly 
exhibited an excellent degree of engagement and 
provided advantageous educational results from the 
interactive galleries. Out of the 170 individuals that 
took part, 156 of them, or for 92% of the total, 
stated that they took into account the interactive 
displays to be either "very engaging" or "engaging." 
The data reveals a particular tendency towards 
interactive exhibits compared to more traditional 
displays, emphasising that middle school students 
are more involved and obtain knowledge easier via 
interactive approaches. Out of the total respondents, 
76 respondents chose VR as the most fascinating 
technology, and then touchscreens were preferred 
by 70 respondents, falling in a close second. 
Immersive and hands-on technologies substantially 
improved historical and cultural learning for 108 
respondents (64%), implying that these technologies 
are exceedingly effective in delivering better 
learning outcomes for this age group.

The museum visit received an excellent score of 
general satisfaction, determined by 139 respondents 
(82%) who stated that they were between "very 
satisfied" or "satisfied." The museum's capability to 
fulfil the desires and expectations of middle school 
visitors can be observed in the high level of 
enjoyment shown by them. In addition, 101 
participants (59%) confirmed plans to suggest the 
museum to their friends, demonstrating the 
museum's value in its representation of Omani 
history and its fascinating use of technology. The
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visitors' ambition for recommending the museum 
underlines the beneficial impression of the 
interactive exhibits on their perception and their 
effectiveness as educative weapons.

Older Adolescents (Ages 15-18)
 Furthermore, older adolescents regarded the 
interactive exhibitions as highly beneficial. Out of 
the 121 participants that took part, 106 of them, 
which makes up for 88% of all participants, 
regarded the exhibits as either "highly engaging and 
informative" or "moderately engaging." As usual, 
VR has been declared the most notable technology, 
with sixty-four respondents stressing its value. 
Touch screens were the second most desired 
technology, chosen by 40 participants. Older 
teenagers have a preference  for virtual reality (VR) 
and touch displays, revealing their propensity 
towards immersive and interactive technologies that 
allow for a greater awareness of historical and 
cultural subjects of interest.

 The interactive features greatly improved the 
understanding of historical and cultural content for 
74 respondents (61%), and somewhat enhanced it 
for 34 respondents (28%). This evidence indicates 
interactive exhibitions are beneficial for enhancing 
the knowledge and comprehension of historical and 
cultural aspects within older teenagers. The museum 
visit scored a high level of general fulfilment, with 
95 respondents (79%) reporting that they felt either 
"very satisfied" or "satisfied." Likewise, 78 
individuals (65%) stated a high possibility of using 
similar interactive technology for learning purposes 
in other circumstances, suggesting that they were 
"likely" or "very likely" to do so. This means that 
interactive technologies have the capacity to be 
productive educative tools irrespective of the 
museum context.

 A vast majority of respondents (78) had the opinion 
that no adjustments were required when asked for 
feedback. Yet, some people proposed adding to the 
amount of information (11), strengthening user 
engagement (5), and expanding the technological 
elements (3). Other suggestions included 
maximising area usage, including restaurants, along 
with improving usability for those with specific 
needs. These suggestions illustrate the particular 
ways in which the museum could enhance its 
operations in order to fully cater to the requirements 
and expectations of its visitors.

The outcomes of these surveys indicate the positive 
impact of interactive technology in engaging 
visitors of varying ages and boosting their 
experience of learning at the Oman Across Ages 
Museum. The favourable reaction and heightened 
feelings of satisfaction show that these modern 
innovations are outstanding tools for historical and 
cultural teaching. Children of every age category, 
including younger children, middle school children, 
and older teenagers, all exhibited noteworthy levels 
of enthusiasm and educational achievements. 
Between the different kinds of interactive 
technologies, such as virtual reality (VR) and 
touchscreens, these fully immersive technologies 
had a very strong impact. The considerable passion 
for coming back the museum and using comparable 
technologies in other learning environments further 
strengthens the ongoing utilisation and expansion of 
interactive galleries to captivate varied audiences 
and deepen their educational interactions. The 
research results reveal that such an interactive 
technology in educational settings could 
dramatically enhance student performance and 
visitor fulfilment.

Practical Experiment
Through the process of the qualitative analysis of 
observational data and post-visit conversations, it 
has been demonstrated that the participants in the 
interactive learning group confirmed extensively 
greater degrees of engagement and participation, 
better educational results, as well as greater general 
fulfilment in both age groups. The findings 
correspond with prior research, stressing the 
positive impact of interactive technologies in 
learning settings.

Engagement Levels
The students in the interactive learning group 
constantly demonstrated an elevated level of 
engagement and curiosity throughout their tour 
through the museum. Those who participated in the 
lecture-based group enjoyed fewer frequent and 
shorter interactions with the displays in comparison 
to the other group. Their continuing dedication was 
obvious through their passionate participation and 
forceful pursuit of comprehension. For example, we 
observed that students passionately used 
touchscreens and VR installations, often going back 
to favourite exhibits on numerous occasions. Their
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curiosity was obvious in the sheer number of 
inquiries they put forward, attempting to learn about 
the historical and cultural significance of the objects 
they discovered. This type of behaviour indicates 
that interactive technologies appropriately draw in 
and retain the curiosity of young visitors, 
encouraging further research into along with 
engagement with the content.

Learning Outcomes
 The interactive learning group enjoyed more 
successful learning results in respect to the lecture-
based group. These students possess more ability to 
recall detailed information on the exhibits and were 
better at describing the historical and cultural 
content of the artefacts, and the objects they saw. 
Post-visit conversations showed that students in the 
interactive group had the capability to remember 
specific facts about the exhibits and describe their 
appreciation of what they had learnt. For instance, 
some kids demonstrated the skill to give exact 
details of the distinctive features of the Majlis al 
Jinn cave and the processes involved with ancient 
Omani manufacturing of pottery. On the contrary, 
the group that got lectures had lower rates of 
remembering, as students often recalled fewer 
information along with more shallow explanations 
of the displays. The difference underlines the 
beneficial effects of interactive learning in 
encouraging a deeper understanding and enduring 
recall of educational content.

Overall Satisfaction
 Students in the interactive learning group exhibited 
considerably higher degrees of satisfaction in 
general. The kids reported higher excitement and a 
more profound willingness to come back to the 
museum. The visitors valued having the opportunity 
to explore on their own while interacting with the 
exhibitions, which increased their viewing 
experience and produced an enduring impression. 
The students' feedback highlighted that the 
interactive displays' hands-on and interactive nature 
possessed an important part for improving their 
whole pleasant experience. On the other hand, the 
group that got lectures, even though they obtained 
knowledge from the indoctrination methodology in 
the guided tour, failed to demonstrate the same 
levels of excitement or satisfaction. The lecture-
based approach's inactivity led to reduced levels of 
engagement and satisfaction.

The outcomes have been verified by the most recent
body of studies on interactive learning throughout 
museum contexts. Evidence constantly proves that 
interactive methods, such as game-based and story-
based experiences, comfortably attract young 
audiences while strengthening their educational 
experiences (Cesário & Nisi, 2023; Nofal et al., 
2020). Interactive exhibitions that combine visual 
gaming and sensory experiences complement 
various methods of learning and increase the 
usability and lasting impact of educational 
information (Yates et al., 2022). Bolognesi (2020) 
and Nor (2021) carried out a study that stresses the 
ability of digital technologies, such as serious games 
and augmented reality (AR), to enhance the the user 
experience and satisfaction while facilitating 
learning. Furthermore, Herczeg (2022) and 
Filipchuk (2021) underline the important role of 
creating diverse and friendly environments for 
learning, while Emerson (2020) and Candello 
(2021) show the use of learning analytics and 
conversational robots in modelling participation and 
strengthening learning processes and experiences.

This experiment clarifies the usefulness of 
technology that is interactive in boosting historical 
and cultural understanding among young visitors. 
These forms of technology offer a more dynamic 
and successful learning environment when 
compared to conventional lecture-based approaches 
through fostering participation and engagement. The 
findings stress the significance need for museums to 
incorporate interactive elements in order to adjust to 
the desires of modern, technologically driven 
audiences as well as enhance their educational 
outcomes.

Discussion

Interpretation of Results
The statistical investigations have proven that 
interactive displays, which enable spectator 
participation and involvement, are preferable in 
promoting a more comprehensive retention and 
understanding of museum matter  when compared 
with conventional lecture-based methods. This 
confirms the hypothesis that interactive technology, 
by allowing museums to give visitors fully 
immersive and captivating experiences, boost the 
educational aspect of museum visits. As a result, the 
null hypotheses for all three research questions, 
which laid out that interactive technologies are not
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having an important effect on historical and cultural 
awareness, engagement, learning outcomes, or 
overall satisfaction, were rejected according to the 
evidence gathered during the practical experiment, 
surveys and observational study.

Implications for Practice
 The practical consequences of such findings are 
considerable for museum educators and curators. 
For the purpose of  maximizing educational 
accomplishments, museums should give attention to 
the design and deployment of interactive 
exhibitions. Museums might improve their visitor 
experiences through the application of technologies 
such as virtual reality (VR), augmented reality 
(AR), and hand-gesture detection. These 
technologies are capable of creating more appealing 
and lasting memories that especially cater to the 
tastes and educational styles of today's, technology-
savvy visitors. The effectiveness of interactive 
exhibits to foster fundamental comprehension and 
persistent retention of historical and cultural 
knowledge indicates that museums have begun 
incorporating these technologies into their educative 
endeavours. Moreover, it is necessary to incorporate 
particular users in the design process, as 
demonstrated by the difficulties experienced with 
the interactive tables, in order to make sure both the 
effectiveness and user-friendliness of these 
technologies.

Limitations
 Though the present study offers fascinating insights 
into the effect of technology that is interactive on 
historical and cultural awareness,  a number of 
limitations must be acknowledged. The present 
sample size, even though acceptable for preliminary 
results, should be increased in future research to 
include a larger demographic of people. 
Additionally, the investigation was mainly focused 
on data that was qualitative, which, while it is 
extensive and descriptive in nature, might benefit 
from the incorporation of quantitative 
measurements in order to improve overall analysis. 
The following investigations should further examine 
the longstanding impact of interactive learning on 
historical and cultural perception. Also, studies 
might look at the impacts of these technologies on 
different demographics beyond the borders of the 
examined age range. Although the method of 
observation and experimental approaches used

were resilient, future research could strengthen the 
credibility of findings by using enhanced controls 
and randomness.

Conclusion
The outcomes of this study obviously show that 
interactive technologies offer a significant effect on 
fostering historical and cultural comprehending 
among young visitors at the Oman Across Ages 
Museum. The investigation confirmed greater 
efficiency of interactive learning techniques in 
comparison with conventional lecture-based 
methods, using a combination of observational 
studies, practical trials, and detailed surveys. Study 
has demonstrated that the incorporation of 
interactive exhibitions, such as augmented reality 
(AR), virtual reality (VR), and hand-gesture 
detection technology, significantly boosts visitor 
participation, improve learning outcomes, and 
grows satisfaction with the experience.

The experiments performed with school groups 
aged 7-10 and 11-14 constantly showed that 
students who had been exposed to interactive 
technology consistently demonstrated greater 
degrees of excitement, curiosity,  and information 
retention in comparison to their counterparts who 
experienced conventional tour. This was confirmed 
by data gathered from almost 600 participants 
across various age demographics, which 
strengthened the tendency favouring interactive and 
immersive interaction in museum contexts.

The observational research underlined the need for 
carefully created interactive exhibits which have 
both attractive features and user-friendly 
characteristics. Although interactive tables 
displaying traditional Omani water management 
techniques had some usability challenges, most of 
the interactive technologies successfully engaged 
and guided visitors. This suggests the significance 
of incorporating the target audience in the design 
phase in order to improve the performance and 
usability of interactive exhibits.

In brief, this research recommends the introduction 
of experiential elements into museum instruction in 
order to meet the preferences and learning styles of 
today's, technologically driven audiences. With this 
method, museums have the ability to cultivate 
enhanced, interactive, and instructive interactions 
that foster a deeper  appreciation of cultural 
heritage. Following that, studies ought to investigate
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the long-lasting impact of interactive learning on 
historical and cultural consciousness and while also 
exploring widening the demographic outreach to 
include a broader variety of visitors.
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The Use of Art and Humanities in Teaching Oral Cancer 
Screening – a Proposed Intervention 

Abstract
Oral cancer, often diagnosed in advanced stages 
with a grim prognosis, remains a significant public 
health concern. Despite the ease of oral cancer 
screening, its implementation among healthcare 
providers, including dentists, remains suboptimal. 
This paper proposes a novel intervention utilizing a 
virtual museum to enhance oral cancer screening 
awareness and skills. By integrating art, illness 
narratives, and virtual thinking strategies, this 
platform aims to foster empathy, observation, and 
communication skills. The virtual museum 
experience, accessible via a web-based application, 
offers an immersive learning environment, exposing 
learners to artwork illustrating the signs and 
symptoms of oral cancer. Through interactive 
elements and personalized learning pathways, the 
platform facilitates a deeper understanding of oral 
cancer, risk factors, and the importance of early 
detection. The intervention's strengths lie in its 
innovative approach, scalability, and potential to 
drive positive behavioral change among healthcare 
providers.

Keywords
Art, Educational Technology, Humanities, Medical 
Education, Museum, Oral Cancer Screening, Virtual 
Museum.

Introduction
Oral cavity and lip cancer, collectively referred to 
here as "oral cancer," have higher 5-year survival 
rate in their early stages compared to late stages. 
Unfortunately, only 26.4% of oral cancer cases in 
the United States are diagnosed at an early stage 
(National Cancer Institute, 2022). This is a 
significant problem, as the 5-year survival rate 
drops substantially from 87.5% for localized disease 
(early stages), to 69.5% for regional and 37.8% for 
distant metastasis (advanced stages) (National 
Cancer Institute, 2022). This leaves the other 72.2% 
of patients presenting at later stages (National 
Cancer Institute, 2022) to face their fate and the

sequela of their condition, which is preventable by 
an innocuous and non-invasive screening. 
According to the American Cancer Society, 54,540 
new oral cancer cases are estimated in the U.S. in 
2023, with a mortality of 11,580 (American Cancer 
Society, 2023). The lifetime risk for developing oral 
cancer for men is 1 in 60 compared to 1 in 141 for 
women (National Cancer Institute, 2022; American 
Cancer Society, 2023). The cause of this problem is 
multifaceted, and one prominent factor is related to 
healthcare providers' knowledge, attitude, and 
practice (KAP) concerning oral cancer screening 
(Applebaum et al., 2009; Coppola et al., 2021; 
Gigliotti et al., 2019), and readily identifiable 
inherent biases (Gupta et al., 2019).

While the medical field strives to improve early 
detection rates for oral cancer, the arts offer a 
unique lens through which to explore the 
complexities of human health and behavior. The 
artifacts within the art museum offer patrons the 
unique opportunity to introspect, cultivate personal
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experiences, and engage in self-reflection. By 
examining these objects, individuals can gain 
valuable insights into their own identities, societal 
contexts, and inherent biases. Moreover, the 
museum setting fosters a conducive environment for 
the cultivation of empathy, a quality often 
overlooked in traditional educational settings 
(Camic & Chatterjee, 2013; Srivastava et al., 2022; 
Cohen et al., 2023).

 This research proposes an innovative approach to 
enhancing healthcare provider competencies 
through the integration of visual arts and museum 
education. Particularly, we aim to explore the 
potential of these modalities to improve empathy, 
diagnostic skills, communication, and subsequent 
behavioral changes related to oral cancer screening. 
This study will investigate the feasibility of 
museums as platforms for addressing cultural 
competence and social determinants of health. To 
evaluate the effectiveness of this proposed 
intervention, we will adapt the Prism model (Moniz 
et al., 2021a) to assess the impact of museum 
education within a healthcare context.

 The proposed intervention holds the potential to 
enhance medical and dental education by 
demonstrating the value of art and humanities in 
developing essential clinical skills. By adapting the 
Prism model (Moniz et al., 2021a) for museum-
based learning, we aim to establish a robust 
framework for evaluating the efficacy of this novel 
approach. Additionally, this research seeks to 
expand the role of museums as community 
resources by exploring their potential to address 
broader health disparities. Successful 
implementation of this intervention could lead to the 
development of scalable and adaptable training 
programs for healthcare providers across various 
specialties.

 Previous Interventions, Their Strengths, and 
Limitations
 Many interventions were implemented to counter 
the elevated mortality rate attributed to oral cancer. 
These interventions, which varied in their execution 
of measures aimed at promoting oral cancer 
screening. We shall expound upon the endeavors 
undertaken by the Massachusetts Department of 
Public Health, the American Dental Association, and 
the Maryland intervention. Lastly, we shall explore 
an alternative methodology employed by certain

initiatives, namely the application of art and 
humanities in medical education. 

The Department of Public Health's 
Oropharyngeal Cancer-Related Programming in 
Massachusetts

The Massachusetts Department of Public Health's 
oropharyngeal cancer-related programming 
indicates in their Massachusetts State Oral Health 
Series (MOHS) that it focuses on training providers 
in oral cancer screening (Massachusetts Department 
of Public Health, 2021; The Massachusetts 
Comprehensive Cancer Prevention and Control 
Network, 2017). Additionally, partnering with 
dental and medical practices to improve early 
diagnosis is also on their agenda. This is due to the 
increasing number of cases of oral cancer in the 
state (Massachusetts Department of Public Health, 
2021; The Massachusetts Comprehensive Cancer 
Prevention and Control Network, 2017).

The Maryland Intervention

Maybury et al. created a statewide model in 
Maryland to prevent oral cancer and promote its 
early detection (Maybury et al., 2012). It started in 
2001 in response to the increase in oral cancer 
cases, as Maryland ranked 27th in incidence rates. 
The model comprised curriculum change, training 
healthcare providers (dental and non-dental 
healthcare providers) in oral cancer screening, and 
improving access to oral cancer prevention 
programs (Maybury et al., 2012).

Maybury et al.’s intervention was influential, as 
they collaborated with policymakers and the state's 
Office of Oral Health to develop a statewide-funded 
oral cancer prevention program. Their educational 
program and hands-on training were informed by 
data about healthcare providers' current attitudes 
and practices. They evaluated their program and 
adjusted their educational material according to the 
results. Maryland’s ranking regarding the 
prevalence of oral cancer experienced a positive 
shift from 27th (in 1995) to 47th (in 2007). A lower 
ranking indicates that Maryland has improved its 
standing in terms of oral cancer. This improvement 
suggests a decrease in the incidence of the condition 
within the state’s population. The number of dentists 
who stated that they took a continuing education 
(CE) course in the past years doubled from the 
original study (from 14% to 29%), and their
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compliance with screening for oral cancer increased 
(Maybury et al., 2012).

 The researchers recommended using CE courses 
with hands-on exams, which seems effective when 
combined (Maybury et al., 2012). The CE courses 
should be part of the licensure and re-licensure 
process and dental education curricula. 
Additionally, including primary healthcare 
providers (PHCPs) and nurses in these programs 
can improve access to oral cancer screening 
(Maybury et al., 2012). However, their hands-on 
training program was discontinued due to 
insufficient funding. This problem can be solved if 
the hands-on training experience can be replicated 
by adopting technologies, such as virtual reality 
(VR). Such programs can be disseminated to a 
broader audience as the intervention method this 
paper proposes. 

The American Dental Association Intervention

 The American Dental Association (ADA) has 
reported a notable deficiency in oral cancer 
screening practices among healthcare providers, 
including dentists (Stahl et al., 2004). In response to 
that, the ADA launched a two-pronged campaign in 
2001. In eleven cities in the U.S., the ADA 
launched the following billboard campaign to target 
the general public: "It is now very small. Do not let 
it grow into oral cancer. Consult with your dentist. 
Testing is now painless."(Stahl et al., 2004)

 As the campaign's second arm, the ADA targeted 
100,000 dentists by disseminating flyers, news 
articles, and in-office materials to stimulate dentists 
to perform oral cancer screening. It assessed the 
campaign's impact on dentists' behaviors four 
months after it ended (Stahl et al., 2004).

The most significant result of the ADA campaign is 
that 62.2% of dentists reported that a clearer picture 
of what to look for and examine encouraged them to 
perform the exam more routinely and carefully 
inspect benign-looking lesions (Stahl et al., 2004). 
Furthermore, 77% of dentists believed that the 
campaign's effort was "positive" or "very positive" 
in terms of emphasizing the role of dentists in the 
early detection of oral cancer. This campaign 
demonstrates that changing dentists' behavior to 
include oral cancer screening in their practice is 
possible, especially if enough information is 
provided to guide the practitioner on why and how 
to perform the exam (Stahl et al., 2004).

The ADA does not elaborate on how knowledge is 
conveyed in the flyers, whether there is a systematic 
approach, or a checklist (Stahl et al., 2004). Further, 
unlike the intervention used in Maryland (Maybury 
et al., 2012), their intervention does not seem to be 
informed by data such as dentists' knowledge, 
attitude, and practice (KAP).

Perspectives on Using Art and Humanities for 
Public Health Interventions and Medical 
Education
The incorporation of art and humanities into public 
health interventions represent a distinctive approach 
to addressing public health problems. However, 
while innovative in many ways, this strategy is not 
entirely unprecedented. 

Camic and Chatterjee, in 2013, had different views 
about continuing education (CE) or educational 
programs tailored to deliver a public health 
intervention (Camic & Chatterjee, 2013). They 
contend that museums offer a culturally rich and 
socially responsible environment for learning that 
extends beyond traditional classrooms. The museum 
provides an aesthetically pleasing environment in 
which knowledge can easily flow. The objects in 
the art museum afford their viewers the opportunity 
to reflect upon and cultivate their own experience, 
learn about themselves and their society, and 
consider the intersection of art and social medicine. 
They are engaging, potent, and full of meaning-
making opportunities (Camic & Chatterjee, 2013). 
Camic and Chatterjee advocate using museums for 
health education while simultaneously touching on 
social aspects as the intervention proposed in this 
paper (Camic & Chatterjee, 2013).

Srivastava et al. in 2022 used artwork to improve 
observation skills in their article “Training the eye, 
virtually: adapting an art in medicine curriculum 
for on-line learning” at Harvard Medical School 
(Srivastava et al., 2022). Using artwork in 
conjunction with virtual thinking strategies (VTS) 
provides a safe space for learners to harness their 
observation skills that are transferable to clinical 
settings while also providing a platform to 
interrogate biases and thinking errors that may be 
encountered in the clinic. VTS invites us to 
interrogate the cultural and cognitive lenses through 
which we view the world. By engaging with art, we 
are compelled to confront the implicit biases that 
shapes our clinical judgments. These biases, like 
subtle currents beneath the surface of consciousness, 
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can distort our perceptions, leading to errors in 
diagnosis and treatment. VTS, however, offers a 
counterpoint to these biases, a space where we can 
step outside our habitual ways of thinking and 
consider alternative interpretations. Through this 
process, we can identify and address cognitive 
distortions, such as the tendency to seek information 
that confirms our existing beliefs or to anchor our 
judgments too heavily on initial impressions 
(Srivastava et al., 2022). 

 VTS, a pedagogical technique, established by 
museum educator Philip Yenawine and cognitive 
psychologist Abigail Housen (Srivastava et al., 
2022; Housen, 2002; Housen, 1992), requires 
learners to articulate their observations, 
interpretation, and the reasons that lead them to that. 
The efficacy of VTS lies in its multifaceted benefits, 
encompassing improvements in visual literacy, 
critical thinking, and systematic and structured 
analysis (Srivastava et al., 2022). The online model 
Srivastava et al. had to adopt in response to the 
COVID-19 global pandemic offered several 
advantages. Virtual museum tours emerged as a 
novel pedagogical modality, equipping practitioners 
with the tools necessary to meet the escalating 
demand for telehealth services (Srivastava et al., 
2022).

 In their review article, Cohen et al., 2022 found that 
adopting art-based curricula in surgical residency 
training can have a multitude of advantages (Cohen 
et al., 2023). They posit that this practice can 
enhance surgical learning, provide a more profound 
understanding of surgical knowledge, harness long-
term memory, foster empathy and well-being, and 
calls for social advocacy and community 
engagement. In particular, using VTS proved to be a 
valuable tool for examining biases (Cohen et al., 
2023).

Art and humanities (A&H) are not novel additions 
to medical education. In their scoping review of 
A&H in medical education, Moniz et al. reviewed 
769 articles, of which 82 used visual art (Moniz et 
al., 2021b). They noted that most programs were 
designed for medical students and seldom targeted 
other professionals. Nevertheless, the well-
documented advantages of A&H should encourage 
its adoption across various fields, including 
continuing education (Moniz et al., 2021b). Indeed, 
the Association of American Medical Colleges 
(Association of American Medical Colleges, 2022) 

echoes this sentiment, advocating for the integration 
of A&H into medical curricula. Another significant 
finding in Moniz et al.’s review was that many 
initiatives lacked proper intervention assessment, 
were not substantiated in a theoretical framework, 
and were bereft of social advocacy (Moniz et al., 
2021b).

The Proposed Intervention

Evidence-based Intervention
The imperative to develop a training program for 
oral cancer screening that is (1) grounded in theory 
(underpinned by the prism model) (Moniz et al., 
2021c) and empirical evidence; (2) informed by 
existing practitioner knowledge, attitudes, and 
practices (KAP); and (3) designed to be both 
engaging and user-friendly for dissemination across 
various medical specialties, is what led to the 
development of this novel intervention. 

Intervention Description: The Art of Oral 
Cancer Diagnosis
Museums are bastions of art and aesthetics. As 
such, they provide a unique opportunity to garner 
the attention of healthcare providers in a relaxed 
setting. Through art, this intervention aims to 
cultivate observation skills, foster a broader 
perspective, and have a bird's-eye view of patient 
care. It prompts practitioners to adopt a 
comprehensive approach by dedicating five minutes 
of clinic time to routinely perform oral cancer 
screening, rather than focusing solely on teeth or the 
chief complaint. The target audiences are general 
dentists and PHCPs.
The virtual museum is designed to help providers 
understand that patients must be assessed 
holistically. Each artwork addresses a specific aspect 
of KAP related to oral cancer. As this program is 
being initially implemented in Massachusetts, its 
content is informed by the findings of the 
Applebaum et al. study "Oral cancer knowledge, 
attitudes, and practices: A survey of dentists and 
primary care physicians in Massachusetts. 
"(Applebaum et al., 2009) Additionally, it offers a 
systematic approach and a checklist that has proven 
effective in interventions of this nature and can aid 
in memorization (Makram et al., 2022). 

Practitioners engage in learning about art. This 
virtual museum showcases the works of five artists. 
The intervention proposes that the encouragement
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to perform the 5-minute head and neck exam be 
transferred from conventional classrooms, research 
articles, or flyers to the museum setting. 

The training program is informed by the prism 
model (Table 1). This model is designed to ground 
the use of A&H in the theory of practice proposed 
by Moniz et al. (Moniz et al., 2021a; Moniz et al., 
2021c), based on Dennhardt et al.'s work 
(Dennhardt et al., 2016). The model offers an 
overarching theory practicum to address two key

Table 1: The Prism Model*

questions: what is the role of A&H in this initiative, 
and how is it delivered? The model proposes four 
epistemic functions to construct a structured and 
well-developed curriculum: "mastering skills, 
perspective taking, personal insight and social 
advocacy."(Moniz et al., 2021c) One of the 
advantages of this model is that it offers a 
"dispersive prism" instead of a "linear continuum," 
making it easier to adopt this model and serve the 
learning objectives (Moniz et al., 2021a).

The Use of Art and Humanities in Teaching Oral Cancer Screening – a Proposed Intervention 

1. Learning domain: Cognitive: Observation to screen for oral cancer

2. Learning objectives: 

 

Mastering Skills Perspective Taking Personal Insight Social Advocacy 

• Understand what oral 
cancer is, its signs and 
symptoms, risk factors, 
and premalignant 
lesions

• Perform the screening 
for oral cancer 

• Leverage artistic 
analysis to identify 
subtle, non-obvious 
patterns: enhance 
diagnostic acumen

• Empathize with the 
patient's narrative: 
envision the subjects 
of the artwork as 
individuals with 
complex life stories, 
both preceding and 
following the depicted 
encounter.

• Engage with artistic 
expression to cultivate 
a therapeutic and 
culturally enriching 
environment, 
concurrently refining 
the learner's aesthetic 
sensibilities.

• Cultivate empathetic 
perspectives by 
integrating artistic 
elements into the 
medical context.

• Establish a non-
judgmental and 
supportive 
environment that 
encourages exploration 
and experimentation 
without fear of criticism 
or incorrect responses.

• Investigate strategies to 
mitigate disparities in 
oral cancer treatment 
and explore the pivotal 
role of empathy in 
facilitating disease 
downstaging.

• Understand the social 
determinants of oral 
cancer.

• Examine one’s beliefs 
and biases about 
disparities in oral 
cancer
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3. Key considerations 
when designing teaching 
material 

Design 
 

Mastering Skills Perspective Taking Personal Insight Social Advocacy 

• How will this 
expertise make 
learners better 
physicians?

Ø Diagnose oral cancer 
at an early stage 

Ø Improve knowledge 
about oral cancer

Ø Refine diagnostic 
acumen and 
precision in the 
identification of oral 
cancer.

Ø Mitigate biases and 
promote equity in 
the delivery of oral 
cancer screening 
services.

• Whose perspective(s) 
will learners better 
understand?

Ø Patients’ 
perspectives (1ry 
goal)

Ø Collegial perspectives 
(2ry goal) 

• How will this 
understanding 
improve learners’ 
future interactions? 

Ø Artistic engagement 
can cultivate 
empathy and 
facilitate learners' 
comprehension of 
diverse perspectives, 
including those of 
patients. For 
instance, interacting 
with patients who 
persist in smoking 
despite counseling, 
adopting an open-
minded approach to 
understand their 
sociocultural 
circumstances 
without judgment.

Ø Treat diverse 
perspectives across 
specialties with 
respect and 
consideration.

• What personal 
insight(s) will learners 
gain (e.g., 
professional values)?

Ø The learner's 
significant 
contribution to 
downstaging oral 
cancer and preventing 
HPV-related cancers is 
emphasized. 

Ø An empathetic and 
compassionate 
practitioner can 
provide optimal care 
to their patients.

• How will this insight 
improve learners' 
attitudes and 
behaviors?

Ø Integrate oral cancer 
screening into the 
commencement of 
each patient 
encounter, 
emphasizing the 
learner's pivotal role 
in early detection and 
disease downstaging. 
By highlighting the 
potential life-saving 
impact of a few 
minutes of screening, 
this knowledge can be 
effectively translated 
into a consistent 
practice

• What social 
injustice(s) affecting 
health will your 
teaching illuminate?

Ø Disparities in oral 
cancer

Ø The role of working, 
social, and living 
conditions in 
upstaging and 
downstaging oral 
cancer

Ø The prevalence of 
biases among 
healthcare providers 
that influence the 
selectivity and, at 
times, discriminatory 
practices in oral 
cancer screening, 
often based on 
socioeconomic status 
or insurance 
coverage.

• How will this 
awareness equip 
learners to address 
health disparities?

Ø Universal oral cancer 
screening should be 
implemented for all 
patients, irrespective 
of socioeconomic or 
insurance factors.

Ø Behaviors such as 
smoking or alcohol 
consumption can 
often be indicative of 
underlying social 
suffering as well as a 
lack of agency.

The Use of Art and Humanities in Teaching Oral Cancer Screening – a Proposed Intervention 



34The Use of Art and Humanities in Teaching Oral Cancer Screening – a Proposed Intervention 

Learning activities  Mastering Skills Perspective Taking Personal Insight Social Advocacy 

• What A&H-based 
activities will 
facilitate learners’ 
skill development 
and/or knowledge 
acquisition?

Ø Artwork 

Ø Illness narrative 

Ø Visual thinking 
strategy (VTS)

Ø Short videos 

• What A&H-based 
activities will 
facilitate learners’ 
awareness of others’ 
perspectives? 

Ø Artwork 

Ø Illness narrative 

Ø Scenes

Ø Prompts 

Ø VTS 

• What A&H-based 
reflective practices 
will facilitate learners' 
insight into their own 
attitudes and 
behaviors?

Ø Building upon the 
exploration of the 
illness narrative and 
the accompanying 
artwork, reflective 
prompts are provided 
to encourage 
introspection on 
personal behaviors 
and attitudes toward 
oral cancer screening, 
risk factor counseling, 
and preventative 
measures like HPV 
vaccination within a 
clinical setting.

• What opportunities 
do A&H present to 
critically reflect on, 
cocreate, and 
transform social 
environments that 
contribute to health 
inequities?

Ø Employ artworks that 
portray social 
inequities, cultural 
diversity, and 
socioeconomic 
disparities. 

Ø Utilize close-up 
analyses of figures 
within the artworks 
and develop 
hypothetical scenarios 
based on their 
depicted contexts. 

Ø Stimuli or prompts for 
discussion or analysis.

The virtual museum offers an immersive experience 
that cultivate phronesis, a practical wisdom that 
integrates knowledge, understanding, and ethical 
judgment. By exposing learners to artworks, the 
program fosters a deeper appreciation of art’s role 
in medicine, hones observation skills, explores 
social medicine concepts, encourages reflection on 
social determinants of health, and interrogate biases 
in light of the biases demonstrated by the previously 
mentioned data (Gupta et al., 2019), learn about oral 
cancer, its signs and symptoms, premalignant 
lesions, risk factors, disparities in oral cancer, and 
the pivotal role the learner plays in down-staging 
the disease, and ultimately learn how to screen for 
oral cancer using a checklist and virtual reality. This 
comprehensive approach aligns with the ADA oral 
cancer screening guideline (Lingen et al., 2017) and 
the U.S. Department of Health and Human Services 
National Institutes of Health (NIH) (National 
Institute of Dental and Craniofacial Research & 
National Oral Health Information Center, 2013) oral 
cancer screening guide. 

The training program employs a diverse array of 
visual stimuli to foster critical reflection on the 
social determinants of health, the early detection of 
oral cancer, and the importance of patient-centered 
care. By analyzing paintings such as Van Gogh’s 
The Potato Eaters, and Loïs Mailou Jones’s Les 
Fétiches, learners are encouraged to integrate the 
intersection of social conditions, cultural biases, and 
health disparities. The medical portraits by De Lam 
Qua and the Self-portrait by Ivan Albright provide 
visual case studies for identifying risk factors and 
early signs of oral cancer, stimulating discussions 
on the diagnostic process and the significance of a 
low referral threshold. 
The museum uses virtual reality and carefully 
curated artworks to tell stories about patients using 
illness narrative and visual thinking strategies, 
which makes the experience immersive and 
participatory. The selection of paintings was 
followed by a comprehensive analysis of their 
multidimensionality, which was conducted in 
consultation with art curators. This critical evaluation

* The table is adapted from the prism model by Moniz et al.:
Moniz T, Golafshani M, Gaspar CM, et al. The Prism Model for Integrating the Arts and Humanities Into 
Medical Education. Acad Med. 2021;96(1225). doi:10.1097/ACM.0000000000003949
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served to highlight the pedagogical potential of the 
paintings as a powerful teaching tool. The program 
consists of one 60-minute session that includes six 
artworks.

Collaboration with the ADA, the Department of 
Public Health's oropharyngeal cancer-related 
program in Massachusetts, dental schools, and 
primary healthcare clinics is paramount in 
promoting the campaign, propagating the message, 
and growing the following and engagement. The 
ADA, for example, possesses a vast database, 
which makes it easy to reach dentists to inform 
them about the campaign and cross-promote its 
message. 

Strengths, Limitations, and Challenges

The materials utilized for this program can be found 
in flyers and YouTube videos disseminated by the 
ADA (Lingen et al., 2017) and the NIH (National 
Institute of Dental and Craniofacial Research & 
National Oral Health Information Center, 2013). 
However, the strengths of this intervention lie in its 
unique combination of art, illness narrative, and 
VTS to foster empathy, observation skills, and 
communication skills (Srivastava et al., 2022; 
Cohen et al., 2023). The structure and design of the 
experience, the ability to immerse oneself in the 
painting, and the creation of narratives and scenes 
using the characters depicted in the paintings can all 
be conducive to behavioral change toward oral 
cancer screening for every patient. This distinctive 
approach differentiates itself from other conventional 
modalities, as practitioners are aware of the 
importance of oral cancer screening but may not 
translate that knowledge into clinical practice 
(Coppola et al., 2021). Additionally, art presents an 
exceptional opportunity to address sensitive topics 
such as racism and social suffering with nuance and 
sensitivity, avoiding condescension or harshness.   

Art is a cultural experience to train one's artistic 
eyes. It is particularly effective for honing 
observation skills, a critical component in the early 
detection of oral cancer. Art also provides a safe 
space where prompts related to artwork do not have 
definitive right or wrong answers and require no 
prior knowledge. Unlike conventional methods, this 
relaxed setting makes the learning experience 
engaging and effective (Srivastava et al., 2022).

Moreover, this virtual experience uses a web-based 
application, enabling rapid dissemination to a broader

audience. The platform is intuitive and user-
friendly, offering an enhanced user experience. The 
learning record store facilitates behavioral analysis, 
and assessment of the learning experience, 
including time spent on each painting, navigation 
patterns, and survey and prompt results. It can be 
used with or without VR headsets and is adaptable 
to both individual and group learning, catering to 
diverse learning needs. 

The current intervention focuses on priming the 
healthcare system to be equipped, informed, and 
available to screen for oral cancer prior to targeting 
the general public. This approach contrasts with 
many healthcare awareness campaigns, which 
solely focus on raising public awareness without 
ensuring proper access to or readiness of the 
healthcare system (Macpherson, 2018). When the 
general public was targeted, patients were more 
likely to consult PHCPs than dentists, according to 
Macpherson (Macpherson, 2018), Rodgers et al. 
(Rodgers et al., 2007), and Ford and Farah (Ford & 
Farah, 2013). Consequently, this intervention 
focuses on both dentists and PHCPs to cover a 
broader base of access of as many patients as 
possible to this opportunistic screening, especially 
since tobacco smokers and heavy alcohol drinkers 
are more likely to present to their PHCPs for other 
reasons (Akinkugbe et al., 2020). Therefore, 
including this opportunistic screening and making 
this tool available to train the PHCPs is vital 
(Macpherson, 2018).

Furthermore, when campaigns target all healthcare 
providers simultaneously or lack specificity in their 
messaging, an increase in unnecessary referrals can 
result in backlogs among specialists and the tertiary 
healthcare system due to inadequate training and 
generalized messages (Macpherson, 2018; Rodgers 
et al., 2007). The proposed intervention's highly 
selective audience focuses specifically on dentists 
and PHCPs.

While this intervention is grounded in a theoretical 
framework, like that of the prism model (Moniz et 
al., 2021a), and is informed by the practitioner's 
KAP, measuring the efficacy of art and humanity 
initiatives can be complex (Moniz et al., 2021b). 
Because the intervention deviates from the 
traditional classroom format, obtaining credit hours 
for the participation is another hurdle. Nonetheless, 
it could be contended that the materials utilized have 
been created by the renowned organizations like the
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ADA (Lingen et al., 2017) and the NIH (National 
Institute of Dental and Craniofacial Research & 
National Oral Health Information Center, 2013) and 
are widely accessible through digital channels. The 
only variance lies in the fact that this material is 
presented within a unique learning environment that 
has proven to be exceptionally effective in 
promoting positive behavior change. 

Moreover, disseminating the material will 
necessitate collaboration with regulatory bodies, 
particularly in the primary healthcare sector. 
Additionally, many of the current recommendations 
(Nelson et al., 2014; American Cancer Society, 
2021) do not advocate for routine oral cancer 
screening, and this may pose a challenge to the 
adoption of this method. 

Future Directions

 To evaluate the efficacy of the proposed 
intervention, a randomized controlled trial 
comparing it to the current conventional methods 
would be necessary. However, this would require 
funding and regulatory body adoption. 
Nevertheless, it is a future plan once the 
intervention has been piloted.

Improving access entails working with 
policymakers and legislators to ameliorate health 
equity and increase patient entry points screening. 
To achieve this, more healthcare providers, such as 
nurses, dental assistants, and emergency medicine 
physicians, can be included, as many patients utilize 
emergency services to meet their primary healthcare 
needs. According to the Massachusetts Health 
Policy Commission, 55.1% of oral condition-related 
emergency department visits are related to non-
traumatic dental conditions (Massachusetts Health 
Policy Commission, 2021).

Training future generations of physicians and 
dentists by implementing this program in their 
curricula will be pivotal to scaling the intervention 
across various settings, rather than following a top-
down approach.

The International Agency for Research on Cancer 
(IARC) (Bouvard et al., 2022) consensus concluded 
that oral cancer prevention is achievable via primary 
and secondary prevention, with primary prevention 
focusing on eliminating exposure to risk factors and 
secondary prevention comprising a clinical exam as 
the sole and well-founded method to screen for oral

cancer. While the proposed intervention focuses on 
secondary prevention, targeting the general public is 
on the future agenda of this program, similar to the 
Maryland (Maybury et al., 2012) intervention. 

Conclusion

Oral cancer, a substantial challenge within public 
health characterized by a low five-year survival rate 
in advanced stages, demands early detection. This 
innovative intervention, leveraging the power of art 
and humanities, seeks to address the gap in oral 
cancer screening practices by providing healthcare 
practitioners with a comprehensive training tool. 
Through an immersive and engaging learning 
experience, the tool aims to enhance practitioners’ 
ability to identify oral cancer at its earliest, most 
treatable stages, contributing to improved patient 
outcomes.
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Language Matters in the DIFFUSEUM: EUROTALES and 
Language as Intangible Cultural Heritage in Museums

Abstract

EUROTALES – A Museum Laboratory of the 
Voices of Europe, based in Rome, and its extension 
through European territory, the DIFFUSEUM, 
musealize language. This article by the museum’s 
co-director discusses the rewards and challenges 
posed by EUROTALES and other language 
museums that use eco-museological and what might 
be termed, “eco-digital” methods to display objects 
which are largely intangible. Taking a geographical 
approach, EUROTALES seeks to embrace, record 
and display the multiple, overlooked and often lost 
voices echoing in European territory, broadly 
defined, and to reveal their recent and distant 
archaeologies within history and collective memory. 
Retrieving the languages of Europe from the traces 
and echoes they leave in people, in places and on 
monuments and objects—that is proceeding from a 
worm’s eye view with a democratic approach to 
both languages and dialects—not only opens up 
new avenues of research with respect to the 
intangible linguistic heritage that binds communities 
together as well as divides them, it also invites the 
creation of new research and museological 
approaches adapted to endangered objects that are 
inherently unstable and constantly evolving.

Keywords
Ecomuseum, Historical Linguistics, Intangible 
Cultural Heritage, Language, Museo Diffuso, 
Eurotales, Diffuseum, Rome, Europe, University 
Museum, Poussin, Arcadia.

Preamble – Et in Arcadia Ego 
Et in Arcadia Ego is arguably the 17th century 
French painter and founder of French Classicism, 
Nicolas Poussin’s, most renowned painting 
[FIGURE 1]. 

Et in Arcadia Ego was so famous that when the 
admiring French politician and intellectual 
François-René Chateaubrand refashioned the artist’s 
tomb in the Roman church of San Lorenzo in Lucina

in 1831 (Greco, 2016, pp. 123-36), he 
commissioned the image for the tombstone in light 
relief [FIGURE 2], supported by four lines of 
elegiac verse which Poussin’s biographer, Pietro 
Bellori, had attached (probably as a paper note) to 
the original gravesite in the 17th century. Those lines,

Maia Wellington Gahtan
Kent State University, Florence Campus

EUROTALES – A Museum Laboratory of the Voices of Europe, 
University of Rome, La Sapienza, Italy

Figure 1: Nicolas Poussin, Et in Arcadia ego, painted in 
Rome, 1637, Musée du Louvre (Wikimedia Commons)
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also reported in Bellori’s biography describe how 
Poussin’s art allowed him to live beyond the grave 
(Bellori, 1672/2023, pp. 124-25). 

The goal of this preamble is not to offer a new 
interpretation of this painting or similar works, or to 
address the voluminous scholarship on Poussin or 
subsequent uses of the image or phrase in popular 
culture (Blunt, 1967; Carrier, 2016; Christiansen, 
2008; Marin, 1983; Panofsky, 1936; Verdi, 1979; 
Vieillard-Baron, 2010). Rather, the commentary 
that follows is limited to what Et in Arcadia Ego 
might represent with respect to how people, 
language and place interact. Viewed literally, 
Poussin’s Et in Arcadia Ego offers insight regarding 
the geographical perspective on language embraced 
by EUROTALES and its DIFFUSEUM which 
champions the multiple, overlooked, and often lost 
voices echoing in European territory, revealing their 
recent and distant archaeologies, and meditating 
upon their relevance to history and collective 
memory – issues of also broad interest to language 
museums across the world.

On its most basic level Poussin’s painting represents 
a group of three male shepherds together with a 
more elegantly dressed female figure in profile as they 
discover a tomb in a landscape and attempt to read

aloud the tomb’s epitaph to each other, the shadow 
of the reader falling on the tomb as his finger traces 
the words of the epitaph. The fame and title of the 
work derive from that epitaphic inscription, Et in 
Arcadia Ego, which raises interpretive issues, 
adding to its mystique. Missing a verb which the 
viewer is invited to supply in either the past or 
present tense, the epitaph may be translated, “and I 
in Arcadia….”  If we choose a present-tense verb, 
the inscription refers to death in the abstract—
"Death too is or exists in Arcadia”—and the whole 
picture becomes a moral allegory about how we will 
all die one day, in line with how other artists had 
framed similar pictures (Lo Bianco, 2012; Mahon, 
1969, pp. 69-72). If we choose the past tense, the 
inscription refers to the tomb’s occupant—"I too 
was or lived in Arcadia.” This would be the most 
normal situation for epitaphs, though this is no 
normal epitaph as it includes no name and none of 
the typical formulas and abbreviations usually 
employed, making it easy to read aloud but hard to 
interpret (Laurens, 2010, pp. 113-40; McCutcheon, 
2015, pp. 1-32). Instead of engaging in the usual 
process of expanding shortened words and 
formulas, the reader is called upon to deliver a key 
element of the phrase.

The only identifying feature within the epitaph is 
the reference to the land of Arcadia. In the 17th 
century when Poussin painted his work, the rustic 
and rather barren lands of the inland Greek province 
of Arcadia had developed into a region where death 
was hard to imagine—a kind of terrestrial paradise, 
mythologized as a pure, unspoiled, idyllic place in 
bucolic poetry from Hellenistic Greece to 
Renaissance Italy [FIGURE 3].
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Figure 2: Tomb of Nicolas Poussin with Et in Arcadia ego, 
1831, San Lorenzo in Lucina, Rome (Wikimedia Commons)

Figure 3: Map showing the province of Arcadia in the 
context of mainland Greece (detail from Encyclopaedia 

Britannica, “Ancient Greek Civilization,” online)
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The tradition begins in the 3rd century BCE with 
the Idylls of the Hellenistic Greek poet, Theocritus, 
a native of Sicily whose poetry was set in the 
countryside of Magna Grecia. When the tradition is 
revised in ancient Rome by first century BCE poet 
Virgil, he chooses the timeless and remote Arcadia 
as the setting for his Bucolics. The popularity of the 
Bucolics in ancient, medieval, and Renaissance 
times, cemented the idyllic nature of the region, 
leading to the long poem entitled, Arcadia, written 
by the Italian Neo-Latin poet, Sannazaro in 1502 
(Lavocat, 1998; Martin, 1544).  Poussin beautifully 
captures the spirit of this Arcadian tradition 
(Delecroix, 2015), while suffusing it with a 
poignant nostalgia embedded in words of the 
inscription, however it is interpreted. The 
retrospective poignancy is further augmented by the 
kneeling shepherd who reads the inscription aloud 
while tracing his own shadow on the words of 
epitaph. Tracing one’s shadow was an ancient myth 
for the origin of painting (Caraffa, 2008; Wolf, 
1999, pp. 61-62), a myth enjoying great fame in the 
artistic circles of Renaissance Italy that Poussin 
knew so well Wolf, 1999, pp. 73-74) [FIGURE 4].

By referring to this trope of classical literature and 
merging it with the writing on the tomb, Poussin is 
reminding the viewer that meaning in language has 
to do with circumstance—where the inscription is 
placed, what kind of object is it placed on, who 
reads it, and to whom.  Poussin is also visualizing 
for us that central to language is the idea of 
discourse. The tomb and its inscription in the first 
person literally speak to its readers, creating a 
dialogue across time.

But who might these shepherds in Arcadia be? And 
how is it that they come to read a Latin inscription 
in the remote backwater of ancient Greece? Arcadia 
in the ancient and Early Modern imaginary is 
timeless, yet if one is pressed to associate a temporal
locus, it would be that of the first idyllic poet, 
Theocritus, who was born around 300 BCE, or 
possibly one might imagine an ideal Arcadia even 
further back in the depths of archaic Greece (even 
though it was Virgil’s Bucolics that first proposed 
Arcadia as the image of an idyllic golden age). 
Since Arcadia belongs to the modern mythology of 
early Greece, in this present context one might 
expect to find a Greek inscription on the tomb, 
something that either Poussin himself or his circle 
would have no trouble furnishing. But the 
inscription is in Latin, implying for a literal viewer 
that the shepherds’ encounter with the tomb was 
occurring in Roman times, though Poussin himself 
may have simply chosen Latin due to its symbolic 
role as the de facto language of epitaphs. The whole 
Peloponnese including Arcadia had been 
incorporated into the Roman Republic and Empire 
in the first century BCE but not developed very 
much so one could interpret these as Greek 
Arcadian native shepherds of the era of the great 
religious traveller and writer, Pausanias who lived 
in the 2nd century CE (Alcock, Cherry, Elsner, 
2001) and whose works were avidly read in 
antiquarian circles. Stumbling across a tomb of the 
Roman era, these Arcadian shepherds—
representatives of a mythical bygone era—attempt 
to decipher its Latin epitaph in a language that 
surely was not their mother tongue.

Imagining such Roman situation does not 
substantially alter the words’ meaning, though it 
does impact the significance of the shepherds’ 
encounter with the tomb and our interpretation of its 
gentle Golden Age nostalgia, transforming the 
painting into a work embedded in time, history, and

Figure 4: Giorgio Vasari, The Origin of Painting, Casa 
Vasari, Florence, 1560s (© Kunsthistorisches Institut in 

Florenz, Max-Planck- Institut).
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empire. For the purposes of EUROTALES and the 
DIFFUSEUM, Poussin’s idyll raises questions 
about how languages are actually lived in society 
and what political borders and the wanderings of 
people mean for linguistic culture. 

No society is monolingual. These shepherds surely 
spoke the local Arcadian dialect, a dialect 
descended directly from Mycenaean (called 
Arcado-Cypriot today because of migrations to 
Cyprus: Christidis, 2007;  Schmitt, 1977), but they 
would also have spoken a version of Attic Greek 
then used for literature and, of course, Latin, the 
language of their Roman conquerors, and maybe 
others. Multilingualism is typical of all societies and
a great source of cultural riches, as each language 
brings with it fragments of heritage embedded 
within its structures. One way we learn about 
multilingualism is though the linguistic events 
associated with material objects and places, such as 
Poussin’s Arcadian epitaph. In his extraordinary 
painting, the artist helps us understand and visualize 
the importance of traces of language: linguistic 
events, oral or written, often fragmentary, wedded 
to material objects and places. 

Language Traces
The EUROTALES language museum collects 
language traces that reside in the European 
geographic area in its DIFFUSEUM, a virtual 
museum, soon to be activated also with GPS 
prompts on site—and thus literally diffused 
throughout a borderless and porous Europe 
[FIGURE 5]. 

Language traces are linguistic events, oral or 
written, often fragmentary, embedded within or 
wedded to material objects and places and whose 
memory echoes through that tangible host. 

Illustrating the deep and layered relationship 
between material objects and their intangible 
significance, traces represent the linguistic 
dimension of place and material culture. They can 
be official inscriptions planned with their object 
hosts, unplanned later graffiti, attached paper notes, 
or oral productions that belong to their objects 
through distinct narratives or song. Although some 
inscriptions and graffiti have been studied 
extensively, usually by language group or because 
of specific content, the DIFFUSEUM casts a wider 
cross-disciplinary net, inviting comparison across 
languages and trace type, all of which is anchored in 
deep investigations into context, in line with some 
recent scholarship (Cousins, 2022, esp. 5-13). 
EUROTALES’ collections reconstruct the linguistic 
cultures of communities, past and present, as it is 
revealed in the archaeology of languages stratified 
in our territories over time (Cannata, Gahtan, 
Sönmez, 2022, p. 208). EUROTALES seeks to 
embrace, record and display the multiple, 
overlooked, and often lost voices echoing in these 
territories and distant archaeologies, while serving 
as a forum for meditation upon the place of 
language in the history and collective memories of 
Europe.

In the phrase, “Et in Arcadia ego…,” Poussin 
represents an imaginary language trace in the 
context of how that trace interacted with a 
community of its readers. The DIFFUSEUM is 
concerned with the traces of our world, a few of 
which are described below. 

1. Runic Graffito in Venice 
Once decorating the entrance to the harbour of 
Piraeus near Athens, a marble lion now in Venice 
possesses graffiti in Runic script documenting the 
travels of 11th c. Scandinavian warrior traders to 
Greece and their desire to commemorate a fallen 
comrade, Horsi, in a grand location [FIGURE 6].

Their graffiti located on the breast and shoulder of 
the marble animal transformed the collective meaning 
of the statue from a symbol of Athenian strength 
and power into a commemorative monument. In 
1687 the lion was taken to Venice as booty during a 
war with the Ottoman Empire (Sönmez, “Piraeus 
Lion,” 2024). Unlike Poussin’s inscription, the 
runic graffito is a trace with an informal relationship 
to its object in that it was not planned with the lion 
sculpture. Marking the migration and the mixing of

Figure 5: DIFFUSEUM, EUROTALES website 
(EUROTALES)

Language Matters in the DIFFUSEUM: EUROTALES and Language as Intangible Cultural 
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languages and peoples, the lion with its inscription 
offers an example of the chorus of languages 
resonating across European geography.

2. Post-it Notes in Rome 

More informal and ephemeral than the runic graffiti 
are versions of post-its placed upon statues, tombs, 
and sacred sites. The “Pasquino“ statue in Rome 
which has received notes since 1509 is one of the 
most visible modern examples [FIGURE 7] 
(Spagnolo, 2019, pp. 21-37). 

The EUROTALES framework safeguards 
endangered elements of languages including those 
used in marginalized communities in both the past 
and present, while also providing an avenue to 
empower citizens to recognize the role of their 
words in the formation of their cultural identities, 
thereby encouraging them to become stakeholders 
in the language conservation process. At the 
EUROTALES museum, a sculpture of the Tower of 
Babel invites the postings of students and visitors 
[FIGURE 8].

Ephemeral postings have a long history if we 
consider votive notes and curses, a tradition of deep 
antiquity in different religions, with the materiality 
of the posts changing over time (Gahtan, 2015) 
[FIGURE 9]. 

Figure 8: Notes posted on Tower of Babel, 2018, 
EUROTALES, Foyer of Marco Polo, University of Rome 
La Sapienza, Rome (Nadia Cannata for EUROTALES)

Figure 7: Pasquino, a badly damaged antique statue who 
has been speaking through posted notes since at least 1509, 

Rome (Wikimedia Commons)

Figure 6: Marble Lion from Piraeus with Runic 
Inscription, Arsenal, Venice, 4th c. BCE (11th c. CE for the 

Inscription, public domain)
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3. Oral traces: A Speaking Object in Naples
Objects may also host linguistic events that are not 
written, as in the case of a painting of the 
Crucifixion which was believed to have spoken to 
the Doctor of the Church, Saint Thomas Aquinas 
[FIGURE 10]. 

According to his first biographer writing in 1323, 
Guillaume de Tocco, on 6 December 1273 as St. 
Thomas Aquinas was praying in a chapel in the 
church of San Domenico, Naples, when he 
experienced levitation, and heard crucifix say to 
him: Bene scripsisti, Thoma, de me [You have 
written well of me] (Guillaume de Tocco, 
1323/1997, pp. 87-89 [Chapter 52]). Once this 
linguistic event took place, those uttered words have 
been forever tied to this object. The picture in 
question still exists in a chapel of the same church 
(Jansen, 2005, pp. 214-20; Restituzioni d’arte, 
2018; Tesori ritrovati, 2021). 

4. Titulus Crucis 

Paintings of the Crucifixion of Jesus of Nazareth 
often include inscriptions and the one that spoke to 
St. Thomas Aquinas is no exception. Above the St. 
Thomas crucifix one may read, “Jesus Nazarenus 
Rex Iudaeorum” [Jesus of Nazareth King of the 
Jews]. That placard or Titulus Crucis appears to 
exist—or at the very least there is an object 
interpreted to be the Titulus Crucis which was 
brought to Rome from Jerusalem in the early 
Middle Ages—in the treasury of the Basilica di 
Santa Croce in Gerusalemme, Rome [FIGURE 11].

As the Gospel of John in the Bible recounts, the text 
of the Titulus Crucis was written in three of the 
languages—Hebrew, Greek and Latin—then in use 
in Palestine. Scholars have hypothesized that the 
scribe was an Hebrew or Aramaic speaker because 
even the Greek and Latin letters, normally written 
from left to right, are written from right to left as in 
most semitic languages (Gahtan, “Titulus Crucis,” 
2024; Pontani, 2003, pp. 143-49).

Traces respond to the contexts of their creation—to 
languages spoken, how they were used, why they 
were preserved. As in the case of the Titulus Crucis, 
they can include grammatical or orthographic errors 
and site-specific variations, bilingualism, and 
evidence of linguistic change and linguistic 
plurality. 

5. Canto di Balla Toponym in Florence
Some traces bear no object at all, existing as 
linguistic memories attached to places. As such, 
they may preserve words and habits of mind over 
long arcs of time. The canti or street corners of 
Florence, for example, retain a medieval word and

Figure 9: Defixio or Curse Tablet written on a folded lead sheet 
pinned together and to its site with a nail, from the Circus, 

Carthage, Roman Period (reproduced from Gager, 1992, fig. 4)

Figure 10: Unknown Artist, Crucifixion with the Virgin 
and St. John, S. Domenico, Naples, mid-13° c (Wikimedia 

Commons)
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concept once used to mark urban geography, but 
which is no longer part of colloquial speech. The 
Canto di Balla (the corner of Via de’ Pucci and Via 
de’ Servi, and part of the EUROTALES collection) 
recalls the Porta di Balla or Balla Gate of the long- 
destroyed 12° c walls, through which balle of wool 
were taken for processing (Gahtan, “Canto di 
Balla,” 2024). 

The possibilities of the DIFFUSEUM are endless 
and growing in EUROTALES, and they are often 
sparked by student and community involvement. 
Taken together, traces demonstrate the archaeology 
and fecundity of language change and interaction in 
space by referring to the most important aspect of 
language: its meaning. In the website, one can also 
use search engines to create thematic itineraries 
through the DIFFUSEUM. Some of these itineraries 
have been elaborated into short films for display in 
the EUROTALES Museum Laboratory at the 
University of Rome La Sapienza where the physical 
museum is based.

Language Resonances

Returning to Poussin’s Et in Arcadia Ego and to the 
figures of the shepherds also helps elucidate the 
context for a second EUROTALES’ collection, that 
of language Resonances. The shepherds may 
stumble across a trace in their Arcadian world, but 
they also represent how languages live in people 
and their memories. Like everyone, the shepherds 
possess rich language biographies and genealogies 
dependent upon the languages of their parents, 
grandparents, and world around them.  While we 
can only guess at the linguistic biographies of our 
fictive shepherds—Arcadian, Attic, Latin, maybe 
other Greek dialects, for many historical figures and 
contemporary subjects we can gather a full 
biography, and sometimes also a genealogy. 
EUROTALES museum collects language 
biographies and genealogies of real people in the 
Resonances collection. The artist of Et in Arcadia 
Ego, Nicolas Poussin, may serve to illustrate.

Poussin’s self-portrait includes a Latin inscription in 
which he identifies himself as from Les Andelys 
(Baader, 2005, pp. 86-7; Blunt, 1947, pp. 221-23), a 
small town in Normandy near Rouen: EFFIGIES 
NICOLAI POUSSINI ANDELYENSIS 
PICTORIS, ANNO AETATIS 56. ROMAE ANNO 
JUBILEE 1650 [Likeness of Nicolas Poussin, 
painter from Andelys at age 56. Year of the Roman 
Jubilee 1650] [FIGURE 12].

Figure 11: Titulus Crucis inside its Reliquary Container, Rome, 
Basilica di Santa Croce in Gerusalemme, 7th/12th c CE 

(Wikimedia Commons)

Figure 12: Nicolas Poussin, Self-Portrait, painted in Rome, 
1650 (Musée du Louvre)
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In Les Andelys he would have grown up speaking 
the Norman language and learning Latin and French 
(the language of Paris) in school. He perfected his 
French when he moved to Paris to further his 
studies and then learned Italian when he moved to 
Rome, where he would have also perfected his 
Latin and possibly learned or built upon school 
knowledge of ancient Greek through his 
archaeological studies and contacts with 
antiquarians (Native, pp. 326-330; Rosenberg, 
2015, pp. 19-27, 248-55; Thuillier, 2015, pp. 141-
46). It was in Rome that he painted Et in Arcadia 
Ego, and that painting along with other works in his 
oeuvre reflects on some level his individual 
linguistic experiences. The same may be said of 
other major historical figures such as Cicero whose 
portrait in aphorisms may serve as a visual 
metaphor for the important role of language plays in 
identity [FIGURE 13]

The EUROTALES museum concept, together with 
the research methodology that informs it, assumes 
that languages are vehicles of our identity, 
behaviour, and cultural perception and that it is 
important that everyone acknowledges that the loss 
of linguistic memory is a dent into the integrity of 
everyone, as well as of the communities to which 
we belong. Researching and displaying linguistic 
biographies reveals the memory of these languages 
as well as polyglot nature of many of our most 
renowned writers—individuals who are often 
tightly identified with individual languages which 
are not their mother tongues (Cannata, 2023, pp. 67-
70). For example, the great English language writer, 
Joseph Conrad’s mother tongue was Polish, not 
English and he wrote in many languages, though he

is best known to the public for his English 
works(Sönmez, “Conrad,” 2024). On the 
EUROTALES website, his linguistic biography 
includes six languages [FIGURE 14].

In many cases, the languages of a biography and 
genealogy are termed dialects, or languages without 
a formal structure or official role in society, as in 
the case of Charles III (Carlos Sebastián de Borbón 
y Farnesio), King of Spain and Sicily in whom 
figure the Lombard, Florentine, and Neapolitan 
dialects in addition to four standard European 
languages (Caballer, “Charles III,” 2024).

Language biographies and genealogies capture the 
fragments and memories nourishing the plurality of 
languages in our societies, past and present, and 
may be searched and represented graphically for 
different sub-groups on the EUROTALES website 
[FIGURE 15].

For the museum premises in Rome, we are 
elaborating an application entitled, Resonances & 
Reflections which will generate artistic renditions of

Figure 13: Portrait of Marcus Tullius Cicero, Musei 
Capitolini, Rome, 1st century BCE (Wikimedia Commons) 

and Cicero, Portrait in Aphorisms (Dreamstime)

Figure 14: Resonance of Joseph Conrad, EUROTALES 
website (EUROTALES)

Figure 15: 2023-24 Mother tongues of Sapienza Student 
Collaborators (EUROTALES)
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linguistic genealogies, allowing visitors to compare 
their own personal linguistic biographies with those 
of known historical figures through artworks that 
assign similar values to similar elements in individual 
linguistic histories. A sister project transforms 
linguistic biographies and genealogies into musical 
lines (Cannata, Gahtan, & Sönmez, 2020, p. 215).

What is critical and novel in all of EUROTALES’ 
collections is the common approach language from 
a worm’s eye view: how language is used on the 
ground. Language is, creates, and communicates 
our cultural heritage, both tangible and intangible. 
Focusing our output (collections and displays) on 
digitised real-life uses of languages of the past and 
the present, allows a broad range of audiences and 
stakeholders to build up knowledge of languages, 
their individual and shared characteristics, their 
intermingling and changing, and of the dynamic 
cultural heritage that they encapsulate, illustrate and 
express. This bottom-up approach is also what 
excites visitors and students and allows them to 
contribute meaningfully to the research and 
museum, even as non-specialists.

As a check on the value of this democratic 
approach, EUROTALES compares the worm’s eye 
collections of traces and resonances to foundational 
events or milestones in the histories of individual 
languages represented on physical and virtual 
timelines and including elements such as the first 
written attestation, the first dictionary, important 
legislation, canonical literature, etc. [FIGURE 16]. 

EUROTALES and the World of Language 
Museums 
Most language museums take the more traditional 
approach of EUROTALES’ milestones collection. 
One may divide the language museums of today

into four typologies, each of which possesses 
different stakeholders and a different range of 
relationships to data, visitors, and source 
communities (Cannata, Gahtan, Sönmez, 2020):

• Geography-Based Museums privilege the 
interaction of a multiplicity of languages in 
geographical space, placing a premium on 
engaging linguistic communities across large 
territories. Stressing inclusivity and harmony 
across tongues, these museums aim to illustrate 
the richness of linguistic diversity, count a 
variety of linguistic stakeholders, and engage 
with communities in a way that transcends 
individual language usage. They typically offer 
eco-museological perspectives and approaches. 
EUROTALES (Rome, Italy, 2022) is a 
geography-based language museum. Another 
geographic language museum is the Canadian 
Language Museum (Toronto, Canada, 2011), 
also a university museum (Gold, 2020).

• Linguistics-Based Museums display linguistic 
principles, often abstract, and language families 
including phonetics, grammar, and lexical 
variation. These museums sometimes showcase 
great linguists and often include language games 
and historical language trees. Only weakly 
wedded to communities, linguistics-based 
museums have difficulty engaging with concepts 
of identity or memory, and therefore they 
possess few natural stakeholders, other than 
possibly children for whom the displays are 
often geared. Such museums are the rarest type 
of language museum. Examples include the 
National Museum of Language, currently a 
virtual institution (Baltimore, USA, 1997), 
Grimmwelt established around the figures of the 
Grimm brothers who were linguists (Kassel, 
Germany, 2015), and Mundolingua which is the 
broadest ranging and most ambitious of the 
linguistics-based museums to date (Paris, France, 
2013) [FIGURE 17] (Oremland, 2020).

• Museums of Writing and Scripts focus on how 
writing conveys language. Like linguistics-based 
museums, they usually offer a wide range of 
languages. Of all language museums, these are 
the most object-based as they display objects 
with different scripts so that visitors can see 
authentic examples. Sometimes the displays 
directly link to archaeological or anthropological 
museums, but they generally engage few stakeholders

Figure 16: Milestones or foundational events in the history 
of languages, EUROTALES, Marco Polo, University of 

Rome La Sapienza, 2023 (Filippo Fineschi for 
EUROTALES)

Language Matters in the DIFFUSEUM: EUROTALES and Language as Intangible Cultural 
Heritage in Museums



48

since the cultural net embraced by the displays is 
so wide and the approach is often abstract. 
Examples include the Musée Champollion. Les 
Ecritures du Monde which began in 1986 as a 
museum about the Egyptologist, Jean-François 
Champollion (Figeac, France, 2007) [FIGURE 
18] (Lebreton, 2020), the National Museum of 
World Writing, established in contrast to an 
earlier institution concentrated on Hangul script 
(Incheon, Korea, 2023) (Yang and Kim, 2020), 
and Museum of Writing and Research Collection 
created in an English university context (London, 
UK, 2010).

• Language-Based Museums safeguard local or 
national languages from either extinction or 
unwanted change. They may have a public or a 
research orientation or both. Language-based 
museums are tightly associated with individual 
languages and derive their visitorship and sponsorship

largely from those speakers whose languages   
provide vigorous  communities   of stakeholders. 
Museums of individual languages are diverse 
and include Erlebniswelt Deutsche Sprache for 
German, stemming from a 17th century language 
society set up to develop the language’s first 
grammars and dictionaries (Anhalt, Germany, 
2013) [FIGURE 19] (Seewald-Heeg and 
Schinköthe, 2020), Afrikaanse Taalmuseum en-
Monument which started as an apartheid political 
project to preserve Afrikaans culture in South 
Africa but then transformed into a museum 
embracing all Afrikaans speakers (Paarl, South 
Africa, 1975) (Jonas, 2020), Sòn de Lenga 
Espaci Occitan created to preserve Occitan 
culture which straddles Southeastern France and 
Northwestern Italy (Dronero, Italy, 2002) 
(Pellerino, 2020), and Planet Word, opened to 
encourage literacy in the English language, 
including English sign language (Washington 
DC, USA, 2020).

Langage-based museums are the largest category of 
language museums today with about 95% of 
language museums being museums of individual 
languages, created on some level to preserve the 
culture of a single language and its community of 
speakers. 

Almost all existing language museums were 
founded the 21st century and many of those 
founded in the previous century were refashioned 
into language museums in the 21st century, raising 

Figure 17: Mundolingua, Paris, 2013 (Mundolingua)

Figure 18: Musée Champollion, Figeac, 1986 renamed Les 
Ecritures du Monde in 2007 (Les Ecritures du Monde)

Figure 19: Denkring [think-disc] originally devised in 
1651, demonstrates how the German language creates 
words, Erlebniswelt Deutsche Sprache, Köthen Castle, 

Anhalt, Germany, 2013 (Erlebniswelt Deutsche Sprache)
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questions as to why recent decades have witnessed 
the minting  of  so  many  museums  dedicated to 
language—museums that display something we 
generally cannot see. The simple answer is that 
language is held very dear by all mankind, while 
recently museum institutions have broadened their 
missions to include more intangible cultural heritage 
(Munjeri, 2004; Stefano and Davis, 2017; Turgeon, 
2010, p. 393). But there is more to it.

Although forming part of heritage, belonging to 
cultures, and being intangible, languages are not 
considered to be Intangible Cultural Heritage (ICH) 
by UNESCO, but only the so-called container for 
intangible cultural heritage. The UNESCO 
Convention for the Safeguarding of Intangible 
Cultural Heritage (2003), Article 2, identifies five 
“domains” of ICH. The first domain, “oral traditions 
and expressions,” which includes, above all, 
folklore, is the only one to refer to language, and 
even it accepts language only “as a vehicle of the 
intangible cultural heritage,” not as intangible 
cultural heritage itself. Language is therefore not 
protected under the convention (Cannata, Gahtan, 
Sönmez, “Introduction,” 2020, pp. 12-16; 
UNESCO, 2003).

The container of ICH, language, was not 
safeguarded because there was no consensus as to 
how to do it and those charged with writing up the 
Convention for the Safeguarding of Intangible 
Cultural Heritage wanted to wrap up the document 
in 2003; pursuing the question of language (or 
religion, also excluded) would have delayed the 
Convention considerably (Cannata, Gahtan, 
Sönmez, “Introduction,” 2020, pp. 14-15). Their 
idea was to return to both language and religion 
(UNESCO, 2003). Though supporting endangered 
languages in other ways, UNESCO never returned 
to the ICH Convention, leaving language museums 
to fill in for UNESCO’s failing. All language 
museums today serve this safeguarding function to 
some extent (Grepstad, 2020, pp. 267-69, 274-75), 
together creating what one might term a grand 
diffuseum of languages and communities whose 
eco-museological tendencies create bridges with 
other museums dedicated to ICH.
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Transforming Museums into Learning Arenas: The Case of 
Public Spaces in the Saudi National Museum

Abstract

This research examines the evolving role of 
museums as dynamic public spaces that enhance 
community learning and engagement. Focusing on 
the architectural design and integration of advanced 
technologies such as augmented reality (AR), 
virtual reality (VR), holograms, and artificial 
intelligence (AI), the study evaluates how these 
elements can enrich visitor experiences and foster 
learning within museum settings.

The study employs a qualitative methodology, 
analyzing selected international museums to 
understand how their public spaces are utilized as 
educational platforms. Special attention is given to 
the Saudi National Museum (SNM) to explore its 
potential as a community educational hub in Saudi 
Arabia. The research investigates how SNM can 
make public spaces more accessible and inviting, 
encouraging public interaction and engagement.

Key findings reveal that the SNM can significantly 
enhance its role as an educational arena by adopting 
digital tools and making strategic spatial 
interventions in its public areas. Such 
transformations are feasible and vital in attracting a 
broader audience and providing enriching 
educational experiences. The study suggests 
specific interventions for two of the SNM’s open 
public spaces, aiming to convert them into active 
learning environments.

The conclusions drawn from this research 
underscore the significant impact museums can 
have on community learning through their public 
spaces. Museums like SNM can become pivotal in 
promoting community engagement and cultural 
identity formation by adopting innovative 
technologies and thoughtful design strategies.

This study contributes to the broader discourse on 
the societal role of museums. It offers actionable 
strategies for the Saudi National Museum, which 
could serve as a model for national and international 
museums looking to enhance their educational impact

impact. Future research directions include assessing 
the long-term effects of such engagements on 
community development, ongoing learning, and 
social cohesion.

Keywords

Saudi National Museum, Museum Public Spaces, 
Museum Learning, Community Engagement, 
Digital Museum, Cultural Identity. 

1. Introduction

Many of today’s museum leaders recognize a 
growing need to engage more closely with the 
public, acknowledging that museums can be vital 
spaces that manifest knowledge, dialogue, human 
creativity, history, and learning through their 
architecture, collections, programming, and 
organizational structure (Brackett et al., 2021). This 
recognition has led to a desire to make their 
facilities and programs more flexible and valuable.

To achieve these goals, it can be helpful to explore
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new ideas in highly accessible and permeable public 
spaces that welcome visitors and help evoke a desire 
to engage. For example, the Studio Museum in 
Harlem is creating a “living room” or “reverse 
stoop” for neighborhood residents and visitors alike. 
This flexible, tiered space invites the public to step 
down from street level into a lively multi-use venue, 
offering free access to areas such as a lecture hall, 
café, and vertical gallery (Flynn. Barwick, 2020) 
Moreover, museums are increasingly trying to be 
physically accessible, including wheelchair ramps, 
elevators, accessible restrooms, and designated 
parking spaces. They also provide sensory-friendly 
exhibits with interactive elements catering to 
learning and communication styles (Golden, 2023).

Furthermore, museums are experimenting with new 
membership models to attract a younger and more 
diverse audience with interest-based and 
community-oriented membership options. (Cuseum, 
2021) These innovative approaches not only 
enhance visitor engagement but also contribute to 
increasing museum attendance rates. Recent studies 
have also shown that the evolving landscape of 
museum engagement strategies underscores the 
importance of creating interactive, accessible, and 
community-oriented experiences that resonate with 
diverse audiences. By doing so, museums can fulfill 
their unique purpose of creating inspiring, 
enlightening, and profound experiences for 
members of the public. (Hewitt, 2020).

This study analyzes the museum’s public spaces and 
their role in facilitating learning. The study explores 
how these spaces’ architectural design and 
innovative technologies, such as augmented reality, 
virtual reality, hologram, and AI, can enhance 
visitors’ experience and promote learning. The 
research also explores how these spaces foster 
community engagement and contribute to forming 
cultural identities. 

Additionally, the study explores the potential for 
transforming public spaces within the Saudi 
National Museum into dynamic learning 
environments.

2. Literature Review

Museums' architecture has evolved over the past 
few decades to become more than just repositories 
of artifacts; they are now seen as vital public spaces 
that foster community learning. This study explores

the role of museums as community educational 
arenas through their public spaces. Community 
engagement and contribute to the formation of 
cultural identities.

2.1. Museums Public Spaces

Museums are commonly described as public spaces 
and public sphere actors (Barrett, 2011). In the 
contemporary world, museum leaders increasingly 
acknowledge the importance of fostering a deeper 
connection with the public. This recognition stems 
from a desire to make their institutions more 
adaptable and valuable to their communities.

To accomplish these objectives, they are 
considering innovative approaches to creating 
public spaces that are not only easily accessible but 
also permeable. These spaces are designed to be 
welcoming and stimulate an interest in engagement. 
Public spaces in this approach serve for multiple 
purposes: 

1. Public Engagement: To create a two-way 
dialogue with the public, museums hope to 
inspire visitors to engage more deeply with the 
exhibits and programs. This includes interactive 
exhibits, public forums, and social media 
engagement. The goal is to make museums 
more than just places for viewing exhibits but 
also spaces for learning, discussion, and 
community building (Barwick, 2020).

2. Flexibility & Adaptability: Museums are 
working to become more adaptable in their 
operations and offerings. This could mean 
changing exhibits more frequently, offering a 
wider range of programs, or even altering the 
museum's physical layout to suit visitors' needs 
better.

3. Value Creation: Museums seek to provide 
more value to their visitors. This could be 
through educational programs, cultural events, 

Transforming Museums into Learning Arenas: The Case of Public Spaces in the Saudi National Museum

Figure 1: Innovative Design Approaches for Museums’ 
Public Spaces- Source: authors
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or partnerships with local organizations. By 
offering more than just exhibits, museums can 
become valuable resources for their 
communities.

4. Accessible and Permeable Spaces: Museums 
are exploring the concept of creating spaces that 
are both physically accessible and permeable. 
This means removing barriers to entry, both 
literal (like entrance fees or physical 
accessibility) and figurative (like perceived 
elitism or irrelevance). The aim is to make 
museums welcoming all the community 
members (Barwick, 2020).

By exploring opportunities to integrate museum 
facilities with public spaces, museums can foster 
stronger community connections and create inviting, 
valuable environments for visitors.

2.1.1 Case Studies A: Museums’ Public Spaces
Case Study Analysis: Integrating Public Spaces in 
Museum Design for Community Engagement.

Case Study A-1: The Studio Museum in Harlem
Location: Harlem, New York, USA   |    Year: 2023

The architectural design of this museum includes a 
set of glass doors, which can be opened in differing 
configurations, welcoming people to descending 
steps that can be used as benches for watching 
lectures, performances, and films presented on the 
building’s lower level or simply for relaxing in 
informal gatherings. (Barwick, 2020).

Functions are served by public spaces:

Case Study A-2: EMMA Espoo Museum of 
Modern Art
Location: Espoo, Finland             |           Year: 2006

EMMA is a contemporary museum in Finland that 
uses its public spaces: indoor and outdoor, to 
engage the public and foster learning within the

concept of “public work” used by Finnish museums 
today. EMMA has taken education as their primary 
task. It activates learning through a rich changing 
agenda of activities that suits all age groups and 
holds exhibitions to showcase the visitors’ 
outcomes. (Ohtonen, 2024).

Functions are served by public spaces:

Case Study A-3: The Great Court, The British 
Museum (London, UK)
Location: London, UK    |    Year: 2002

The Great Court of the British Museum, located at 
the heart of the museum, is a fully integrated, vast, 
covered new central space that reads vividly, and a 
new roof glazes the new public domain. The Great 
Court often hosts special events, performances, and 
educational activities that allow visitors to learn 
about the museum's collections and exhibitions in a 
vibrant setting. it increases the visitors' interest in 
the museums and improves their experiences and 
interactions with the Museum's collections (Foster, 
Sudjic, & De Grey, 2001). This approach captures 
the changes that characterized museums' missions in 
the past few years: to produce meaningful learning 
experiences for intended consumers by considering 
demographic, psychographic, personal, and cultural 
characteristics (Chang, 2015). The experience of the 
Great Court shows that an artistic museum can act 
as a public educational institution to meet the needs 
and expectations of different targeted groups. 

Functions are served by public spaces:

Figure 3: Activities in Public Spaces of EMMA Espoo 
Museum of Modern Art - Source: EMMA.org

Value 
Creation

Public 
Engagement

Flexibility & 
Adaptability

Accessible & 
Permeable

Figure 2: Innovative Public Spaces of The Studio Museum 
in Harlem - Source: (Barwick, 2020)

Value 
Creation

Public 
Engagement

Flexibility & 
Adaptability

Accessible & 
Permeable

Public 
Engagement

Flexibility & 
Adaptability

Accessible & 
Permeable

Figure 4: The Great Court, The British Museum - Source: 
(Foster, Sudjic, & De Grey, 2001)
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2.2. The Concept of Museum Education:

The idea of the ‘learning arena’ in museums is to 
create scenarios that promote interactivity and 
engagement of the visitor, where they are active 
agents discovering and exploring on their own. This 
approach deviates from museum learning 
experiences, usually characterized by 
professionality and observation rather than touching 
and interacting. The model calls viewers to touch, 
make changes, engage with the content directly, and 
involve themselves in the exhibited material to 
incite curiosity and generate understanding (Simon, 
2010). Museum-related initiatives, including the 
democratization processes of design, architecture, 
and program flexibility (McNeil, 2018), (Spiridon 
& Sandu, 2016).

2.2.1. Theories of Museums’ Education:

Museums have evolved from static repositories of 
artifacts into dynamic learning environments. This 
shift is driven by various learning theories 
emphasizing active engagement, social interaction, 
and meaning making.

Learning Theories Behind Museums as Learning 
Arenas:

Learning theories provide a framework for 
understanding how information is absorbed, 
processed, and retained during learning. In 
museums, these theories can help us understand 
how visitors interact with exhibits and gain 
knowledge from their experiences.

Constructivist Theory posits that learners 
construct their own understanding and knowledge 
of the world through experiences and reflection on 
those experiences (Hein, 1998). With their diverse 
collections and interactive exhibits, museums 
provide a rich context for learners to build 
connections, ask questions, and test hypotheses.

Sociocultural Theory: This theory highlights the

importance of social interaction and observation in 
the learning process (Vygotsky, 1978). Museums, 
by nature, are social spaces where learning can 
occur through interaction and discussion with 
others. Museums foster social learning by 
encouraging dialogue and collaboration through 
group tours, workshops, and family programs.

Multiple Intelligences Theory: This theory 
suggests that individuals have different kinds of 
“intelligence” therefore learn in different ways 
(Gardner, 1983). Museums can cater to these 
different intelligences through varied exhibit 
designs. The Museum of Science in Boston, for 
instance, offers a range of exhibits that appeal to 
different senses and types of intelligence, from 
hands-on exhibits (kinesthetic) to visually 
stimulating displays (spatial) to interactive talks 
(linguistic) (Hohenstein & Moussouri, 2017).

Experiential learning theory further emphasizes 
the role of hands-on experiences in knowledge 
acquisition. Museums excel in this regard by 
offering activities that allow visitors to touch 
objects, participate in simulations, and engage with 
the exhibits in a tactile way.

In conclusion, learning theories provide valuable 
insights into how museums can enhance their role 
as learning arenas. By understanding and applying 
these theories, museums can create more effective 
and engaging learning experiences for their visitors 
(Hohenstein & Moussouri, 2017).

2.2.2. Case Studies B – Examples of Museums 
Applying Learning Theories

Case Study B-1: The Exploratorium in San 
Francisco

The Science Museum champions interactive 
exhibits, encouraging visitors to experiment, play, 
and discover scientific concepts firsthand.

Applied learning theory:

Figure 5: Learning Theories behind museums as learning 
arenas - Source: Authors

Figure 6: The PS of Exploratorium in San Francisco
Source: Museum website
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Case Study B-2: The Museum of Science in 
Boston, USA

This museum offers a range of exhibits that appeal 
to different senses and types of intelligence, from 
hands-on exhibits (kinesthetic) to visually 
stimulating displays (spatial) to interactive talks 
(linguistic).

Applied learning theories:

Case Study B-3: EMMA Espoo Museum of 
Modern Art

EMMA has taken education as their primary task. 
This contemporary museum uses its public spaces, 
indoor and outdoor, to engage the public and foster 
learning. It activates learning through a rich, 
changing agenda of activities that suits all age 
groups and holds exhibitions to showcase the 
visitors’ outcomes.

Applied learning theories:

2-3 Technology in Museums: Supporting 
Visitors' Learning Experience

Modern museums incorporate technology in their 
design and features for different purposes:

1. Enhancing Visitor Engagement: 
Modern museums function as spaces where they 
help create a unique atmosphere that would create 
appropriate incentives for further learning facilitated 
through the integration of design and technology in 
the learning process (Flynn & Barwick, 2020); 
(Alexander, 2014). There has been a change in 
physical access and understanding of the openness 
of spaces with the concern for physical 
characterization of experiences of the visitors 
socially as well as educationally (Macleod, 2005). 
Museum architecture today fulfills many roles, 
including storage of cultural artifacts, as a public 
meeting place, and as a factor in city renewal 
(Sirefman, 1999) 

2. Enhancing Museum Accessibility:
Specific technological improvements can make the 
museum more accessible to a larger population, 
including the physically disabled. Large screens 
with directions to touch and audio instructions for 
all four language-speaking visitors will be installed. 
Museums widely adopt mobile and digital 
technologies to enhance physical and virtual 
accessibility (Lisney, Bowen, Hearn, & Zedda, 
2013). 

Figure 7: The PS of The Museum of Science in Boston, USA                                                                               
Source: https://www.mos.org/

Figure 8: The PS of The Museum of Science in Boston, USA                                                                               
Source: https://emmamuseum.fi/
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3. Enhancing Visitor Engagement: 
Recently, museums have been interested in using 
interactive technologies to promote visitor 
experiences and engagement. These techniques 
include passive ones like projection mapping, 
Digital screen, and Digital audio systems to which 
we exclude Touch Screens, QR codes, and virtual 
reality that need user participation and are 
considered an active engagement that possesses much

popularity among technology users (Karayilanoğlu 
& Arabacioğlu, 2020). Thus, interactivity, 
multimedia forms, the choice of a convenient 
interface, and its existence all influence the 
improvement of attendees’ engagement, as found in 
data obtained from several surveys of users that 
suggest that they have positive attitudes towards 
active engagement. (Hammady, Ma, Strathern, & 
Mohamad, 2020, Hammady, 2021)

Digital 
Tool 
Type

Tool Description
User 

Engagement 
Level

Image

Passive 
Digital 
Tools

Digital 
Screens

Display videos or 
images to 

enhance visual 
perception 

without user 
interaction.

Low

Digital 
Audio 

Systems

Deliver audio 
content to convey 

information, 
create ambiance, 

or provide context 
without active 

user input.

Low

Projection
-Mapping

Projects digital 
images onto 
surfaces to 

transform spatial 
atmosphere 

without requiring 
user interaction.

Low

Figure 1: Digital welcome boards enhance the museum 
experience by displaying dynamic content such as 

museum history, tour expectations, event schedules, social 
media feeds, and visitor information. (Chalerjee, 2022)

Figure 2: An audio visual company Pure AV has installed 
advanced audio and visual systems at the Science and 

Industry Museum and the Liverpool FC Museum in the 
UK to enhance visitor engagement and storytelling (Bring 
your exhibits to life with audio visual technologies, n.d.)

Figure 3: Projection mapping, “The Klimt's Nights” 
at Atelier des Lumières, Paris (Karayilanoğlu & 

Arabacioğlu, 2020)
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Digital 
Tool 
Type

Tool Description
User 

Engagement 
Level

Image

Active 
Digital 
Tools

Touch 
Screens

Interactive 
displays allow 
users to access 

information, play 
games, or watch 

videos by 
touching the 

screen.

High

Quick 
Response 

(QR) 
Codes

Directs users to 
digital content, 
such as apps or 

information, 
through device 

scanning.

Medium

Virtual 
Reality 
(VR)

immerses users in 
a virtual 

environment via 
headsets, enabling 

interaction with 
digital content.

High

Figure 4: The Canadian Museum for Human Rights 
engages visitors using digital technologies like 

touchscreen displays. (Steve Chronic, Canadian 
Museum for Human Rights)

Figure 5: QR codes and Macba APP at Barcelona Museum 
of Contemporary Art (Karayilanoğlu & Arabacioğlu, 2020)

Figure 6: The “Louvre Museum’s” “Mona Lisa: Beyond 
the Glass" VR exhibit offers an immersive exploration of 

Leonardo da Vinci's masterpiece, revealing hidden 
details and the painting's history (Richardson, 2024 )
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Digital 
Tool 
Type

Tool Description
User 

Engagement 
Level

Image

Active 
Digital 
Tools

Augmente
d Reality 

(AR)

Overlays digital 
elements onto the 

real world, 
enhancing the 

physical 
environment with 

interactive 
features.

High

Mixed 
Reality 
(MR)

Combines AR 
and VR, allowing 
interaction with 
both digital and 

real-world content 
simultaneously.

High

Artificial 
Intelligen

ce (AI)

Personalized 
experiences using 
data analysis and 

intelligent 
algorithms to 

enhance visitor 
engagement.

High

Figure 7: AR implementations in Tate Britain, 
London, UK, (Karayilanoğlu & Arabacioğlu, 2020)

Figure 8: Mixed reality technology in museums enables 
visitors to engage with exhibits in innovative ways, 

blending the real and virtual worlds to enhance learning 
and interaction. (VR & VR at The Museum, 2016)

Figure 9: Artificial Intelligence is transforming museums 
by personalizing visitor experiences and enhancing 

engagement through interactive exhibits (Stiebel , 2023)

Case Studies C: Technology in Museums
Examples of Technology Application in Public 
Spaces & Museums 

Case Study C-1: Enhancing Learning in Public 
Spaces Using Technology:

Tehran, 2019 

(Nouri, Rafieian, & Ghasemi, 2019) investigated the 
effects of ICTs on educational engagement in 
Tehran's central urban spaces. When British 
researchers tested using digital tools, such as 
smartphones, iPads, and interactive screens 
connected to free Wi-Fi, to share historical and 
cultural information across several sites, public 
interaction with the information blossomed. 

Table - 1: Passive and Active Digital Tools in Museums- Source: Authors
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Public Space Technological Strategy included:

- Mobile devices, such as smartphones and iPads, 
enable themselves to become autonomous 
entities for content exploration. 

- Smart Screens: People can explore interactive 
and educational content with touch-sensitive 
screens on building facades. 

- Free Wi-Fi allows people to try, learn, and gain a 
deeper engagement experience. 

- Design Community Engagement Process: This 
study demonstrated the importance of creating 
inclusive, participatory public spaces. 

Key Findings: Integrating ICTs in urban public 
spaces improves visitors' interaction and 
knowledge-building experience. Among the highest 
contributing sources of variance, the study argued 
for user-centered design to understand how visitors 
would prefer and behave when building practical 
digital learning tools.

Implications: This study provides examples of how 
ICTs can convert urban public spaces into living-
learning centers. 

Case Study C-2: The Cleveland Museum of Art, 
Ohio, USA, 1916

The Cleveland Museum of Art (CMA) uses digital 
technologies to engage and educate. A notable one 
is "Gallery One," highlighted by (Murphy, 2015), 
which includes both the "ArtLens Gallery" and an 
"ArtLens App." These tools include self-guided 
interactive tours, short films on edifying themes, or 
more detailed information about certain artworks 
that encourage personalized experiences and 
increased knowledge of the collection.  The 
museum's website promotes its mission to digital 
education via classes and online tours. These digital 
platforms enable the museum to reach a wider, more 
diverse community of children. Adding these 
technologies to the mix has greatly enhanced the 

experience for visitors by promoting engagement.

Key Findings and Implications: Digital tools 
enhance learning and visitor interaction overall (as 
Murphy's study clearly demonstrates). This case 
emphasizes the need for user-oriented IT 
development of digital tools that comply with 
various visitor expectations.
Insights: This case demonstrates the enduring spirit 
of humanity; it also exemplifies how we can push 
our limitations to actualize innovative educational 
experiences within museums and achieve scalable 
access with AR and VR technologies.

Case Study C-3:  The Australian Centre for the 
Moving Image (ACMI) in Melbourne, Australia, 
2002
Founded in Melbourne in 2002, the Australian 
Centre for the Moving Image (ACMI) explores 
film, television, digital culture and art. The museum 
has transformed into an interactive, tech-enabled 
place that augments how visitors learn and engage. 
As Williams & Verevis (2018) noted ACMI has 
“morphed from being a focus of the traditional 
screen museum to becoming a more dynamic, 
interactive location for diverse audiences” due to its 
digital offerings and, by now, also wanting to offer 
screen literacy.

Figure 9: Examples of Technologies used in enhancing 
Learning in Public Spaces Using Technology in Tehran

Figure 10: The interactive digital experience of ArtLens Wall 
at the Cleveland Museum of Art.- 

Source: (ArtLens , n.d.)

Figure 11: Innovative use of technology and interactive 
exhibits to enhance visitor engagement and provide immersive 

digital experiences. Source: (acmi, 2002)
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Use of Technology: ACMI uses a range of digital 
technologies to bring these new kinds of immersive 
experiences into being. Some important 
technological features are: 

• Interactive Exhibits: Touchscreens, augmented 
reality, and digital displays that enable visitors to 
explore content interactively for self-paced 
audiences or have personalized learning 
experiences. Digital Screenings & Workshops – 
The region has won the best-in-class audio-
visual technology to run a variety of video 
screenings and live workshops, which can 
directly provide practical and deep viewing with 
film and digital media.

• User Experience and Behavior: ACMIs can 
use innovative technology that can take a 
traditional exhibition and fully convert it into an 
interactive learning environment. The I±I serves 
to help students, educators, and the public 
imagine new possibilities for themselves, their 
communities, and the world by providing 
intuitive interfaces that create a more inclusive 
and personalized form of learning based on 
complex content.

Key Findings and Implications: Improving visitor 
participation and potential learning outcomes, the 
turn to digital engagement at ACMI in response to 
these shifts, according to Williams & Verevis 
(2018). The museum's use of technology illustrates 
how technology can be used to improve educational 
experiences and bring people together.

Insights: The success of ACMI suggests that 
museums can use digital platforms to establish 
interactive and educational spaces for at least a 
portion of their visitor base. Future initiatives could 
continue to look for creative digital solutions that 
enhance visitor experiences. (WorldsScreen, 2009).

3. Learning Takeaways and Recommendations 
from Case Studies:

As concluded by Mostafa (2016) “The learner's 
experience should be the focus of the learning 
process, not only its intended outcomes”.

1. Interactive and Individualized Experiences: 
Museums that implemented new methods to 
create a truly unique experience through digital 
features personalized for each visitor (Murphy, 
2015), there are now interactive touchscreens, 
virtual headset displays, and extremely user-
friendly apps that guide users on tours in a fun 
and immersive way (Rosenberg, 2013). By 
doing so, not only does the practice cater to 
educate and engage in a meaningful way but 
also allows exhibits to be more inclusive, thus 
giving avenues for a wider audience to relate 
back with.

2. Enhancing Educational Engagement in 
Urban Public Spaces with ICT: A study that 
explores education engagement and the use of 
digital learning tools (specifically mobile 
devices and interactive screens) revealed the 
potential of these tools/systems to facilitate 
interaction, both individually and 
collaboratively, with cultural content (Nouri, 
Rafieian, & Ghasemi, 2019). Museum learning, 
too, is clearly in line for some tech-related help.

3. Building Immersive Environments: The 
advantages of converting the space of museums 
into an interacted area clearly evidence how 
digital installations and audiovisual systems can 
help museums re-cultivate their environment to 
promote and support visitor meaning making 
and understanding (Williams & Verevis, 2018). 
By adopting such a strategy, you would have 
stories to tell that would be amazing cultural 
and historical narratives of Saudi Arabia.

4. Interactive Exhibits: The Shadow Box and 
Color Wall are two examples of how new 
hands-on digital tools and immersive 
experiences in exhibits show a blending of 
technology with traditional exhibits into 
interactive learning spaces (Rosenberg, 2013). 
This method not only makes people click to 
engage but also makes them excited about the 
learning process.

Figure 12: Innovative visitor experience in (ACMI), featuring 
environments designed to engage audiences and enhance their 
connection with the exhibits. Source: (Australian Centre For 

The Moving Image – Visitor Experience, 2021)
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3.2 Research Methodology:

The research applies a case study qualitative 
methodology. An analytical study was applied to 
selected international museums as case studies for 
incorporating their public spaces into their learning 
venues and the type of technical tools and 
applications used for this mission. In researching 
the context of Saudi Arabia, the study draws 
insights from the broader literature of international 
museums employing their public spaces for 
educational activities to understand the potential of 
the Saudi National Museum, SNM, as a community 
educational arena.

4. Case Study: The Public Spaces of the Saudi 
National Museum

4.1. Background of The Saudi National Museum

The National Museum of Saudi Arabia, located in 
Riyadh, Saudi Arabia, in the al-Murabaa Heritage 
District, was established in 1999 as a part of the 
King Abdulaziz Historical Centre. Its 
comprehensive collection of artifacts provides a rich 
weaving of the nation's history, from its pre-Islamic 
era to the present day. The museum's educational 
programs are designed to engage visitors of all ages 
and backgrounds, offering a variety of learning 
experiences, including guided tours, workshops, and 
interactive exhibits.

One of the museum's key educational objectives is 
to promote cultural understanding and appreciation. 
By showcasing the diverse cultural heritage of 
Saudi Arabia, the museum aims to foster a sense of 
national identity and pride among its visitors. 
Additionally, the museum seeks to contribute to the 
broader understanding of Islamic culture and its 
global influence.

4.2. Selection Criteria for Public Spaces 

The study followed a specific criterion for selecting 
the public spaces in SNM to apply the proposed 
placemaking educational settings using technology:

1. Limited usage and less active areas.
2. Indoor or outdoor spaces near the entrance and 

can be a part of the tour.
3. Not to conflict with existing use.
4. Avoid conflict with visitors’ circulation paths.
5. Possibility of transformation with minimum 

intervention.
6. Easy for the visitors to observe, access, and 

engage.
7. Dimension and Proportion of the selected area.

4.3. Transformation Strategies:

§ Proposing creative strategies to transform 
selected public spaces into engaging learning

Figure 13: Arial view of The Saudi National Museum and Al-
Murabaa Historical Palace

Figure 15: Site plan of the Saudi National Museum showing 
its relation in the urban context

Figure 14: Architecture floor plan of the Saudi National 
Museum showing main and side entrances
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environments. 

§ Study the selected public spaces through 
visits, photographs, and floor plans.

§ Suggested Interactive installations or digital 
displays related to museum exhibits.

§ Recommended learning activities suitable in 
public spaces.

§ Use of emerging technologies for interactive 
learning.

§ Provide comfortable seating for informal 
learning discussions and resting. 

§ Consideration of Arabic language and cultural 
relevance in learning materials

4-3-1- Transformation Area 1:

Museum main entrance plaza.

Activity: Information, Storytelling, Spatial 
experience of historical events and places.

Technology: 

- Quick Response (QR) Codes

- Augmented Reality (AR):

- Interactive Touch Screens,

- Display Screen 

- Smart mobile cameras,

Space installation: 

- Stand installations

- Motion Sensors

- Touch screens

Figure 17: Spatial characteristics of the two selected spaces

Figure 19: Space after transformation

Figure 16: Floor plan of the Saudi National Museum 
showing the two selected spaces

Figure 18: Transformed Area 1: Museum main entrance plaza- 
Space Before transformation
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4-3-2 Transformation Area 2:

Museum Lounge

Activities: Storytelling of Historical events

Technology: Hologram: 3D moving ghosty figure

Space installation: Three steps seating theater

4-3-3 Implementation: 

Developer teams can better unite globally with 
people in the development market to make the most 
immersive and quality content. For instance, the 
virtual reality experience "Mona Lisa: Beyond the 
Glass," installed at the Louvre, may give the Saudis 
an idea of how to tell mind-boggling stories about 
their history and heritage (Richardson, 2024). 
Practice closer relationships with schools through 
digital teaching scenarios that could apply on-site 
and at a distance, allowing the learning process to 
move beyond the conventional museum visit. 
(Refae & Mostafa, 2018)

Overall Impact: These digital tools will transform 
these fields into lively educational spaces, thus 
reinforcing the link with the Saudi culture and history

and setting and motivating innovation and 
community engagement.

5. Conclusion and Recommendations:

Discussed experiences of international cases that 
clearly showed successful practices when the public 
spaces associated with museums were transformed 
into learning arenas. Digital tools and new emerging 
technologies play a pivotal role in that success. 
However, in order to maintain the visitors and link 
to the museum, it is required to provide ongoing 
learning programs with attractive, interactive 
activities that suit all ages, especially children and 
youth. 

The study opens the door to investigate more deeply 
the activation of the public spaces of the Saudi 
National Museum and takes advantage of its 
currently underused spaces to turn them into smart, 
active learning arenas. The museum's digital 
transformation will foster community engagement 
through interactive workshops, cultural events, and 
collaborative projects, creating a vibrant hub for 
culture exchange.

Interactive exhibits and virtual reality experiences 
will engage visitors in a dynamic learning 
environment, providing a deeper understanding of 
Saudi history and culture through Immersive 
experience.

The museum's digital initiatives will reduce the 
need for printed materials and minimize 
environmental impact, aligning with the nation's 
commitment to environmental stewardship.

The future of the Saudi National Museum is filled 
with possibilities as it continues to evolve as a 
leader in, and inspiring visitors from around the 
world. It could also be a community hub where 
people come not just to see exhibits but to learn, 
engage, and connect with others. 

This vision represents a significant shift in how 
museums view their role in society and how to 
serve vibrant communities.

Future research could explore the impact of such 
engagement on community development, continued 
learning, and social cohesion.

Figure 21: Transformed Area 2: Museum Lounge- Space after 
transformation

Figure 20: Transformed Area 2: Museum Lounge- Space 
Before transformation
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Unveiling Saudi Arabia's Heritage: Metaverse Games as 
Catalysts for Museum Innovation and Cultural Preservation

Abstract

Museums have long been dedicated to preserving 
the nation’s rich cultural heritage. However, 
traditional museum experiences often fail to engage 
younger audiences, who increasingly seek 
interactive and immersive alternatives. This 
research investigates the potential of metaverse 
gaming as a novel approach to museum experiences 
and cultural conservation in Saudi Arabia. The 
study centers on Metalula, a metaverse game 
designed as an interactive virtual museum that 
meticulously replicates the Tomb of Bin Lihyan in 
AlUla. The game was developed with the primary 
goal of finding new ways to connect younger 
generations with cultural heritage by integrating 
gaming elements with innovative museum practices 
and advanced metaverse technologies. Metalula 
aims to create an immersive and engaging 
experience that resonates deeply with young users, 
transforming cultural exploration into a meaningful 
activity that bridges the gap between traditional 
heritage preservation and the digital interests of 
modern audiences.

An engagement assessment was conducted with 84 
participants, divided into two groups: one using 
virtual reality headsets and the other using mobile 
devices. The findings reveal the significant potential 
of metaverse games to revolutionize museum 
experiences and enhance cultural preservation. 
These digital platforms can foster intercultural 
understanding among younger generations, making 
cultural heritage more accessible and relevant. In 
the context of the region’s rapidly evolving cultural 
landscape, this research underscores the need for 
further exploration and development of metaverse 
technologies. It highlights the opportunities these 
innovations offer for revitalizing Saudi Arabia’s 
cultural traditions. By encouraging active 
participation, metaverse games can help preserve 
the nation’s heritage in a way that resonates with 
future generations, ensuring that these rich 
traditions remain vibrant and accessible.

Keywords

Metaverse, Digital Museums, Gamification, 
Extended Reality, Virtual Reality, Engagement, 
Cultural Heritage.

1. Introduction

The metaverse opens up extraordinary experiences, 
allowing people to engage in real-world scenarios 
while enjoying a sense of entertainment. These 
dynamic games offer not only adventures but also 
the chance to connect with classmates in a shared 
digital space (Oliveira & Cruz, 2023; Jo et al., 
2024). As the line between the physical world and 
virtual environments becomes increasingly blurred, 
it creates opportunities for rich interactions and 
even trade within these immersive spaces 
(Bhattacharya et al., 2023; Çallı & Ediz, 2023). As 
such, these shifts are changing cultural heritage 
through presenting various thrilling ways through 
which people from different walks of life can 
communicate (Jo et al., 2024).
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By keeping our traditions, promoting artistic stock 
and enabling larger public access to immersive 
experiences, museum metaverse games can turn 
upside down the way we understand culture in 
interactive terms (Hashem et al., 2023). The rise of 
metaverse applications marks a point in which art 
becomes a blended practice as it allows museums to 
transcend real-world limits beyond tangible spaces 
through innovative engagement models attracting 
new audiences (Sanghvi et al., 2024). This research 
investigates ways through which metaverse can 
improve museum experiences for young adults by 
using latest means of presenting historical stories 
creatively. It also considers problems encountered 
by old and new visitors so as to unveil prospects for 
improving innovation and user engagement among 
contemporary individuals (Ramezani et al., 2024).

1.1 Motivation 
The motivation for this research arises from the 
noticeable disconnect between traditional museum 
experiences and the evolving interests of younger 
generations in Saudi Arabia. In an era where digital 
engagement is paramount, younger audiences are 
increasingly drawn to interactive, immersive 
platforms that allow them to actively participate in 
cultural exploration rather than passively observe it. 
This shift in preferences highlights a critical need to 
reimagine how cultural heritage is presented and 
preserved in the Saudi context.

By investigating the potential of metaverse games 
like "Metalula," this research seeks to explore how 
these innovative technologies can bridge the gap 
between traditional cultural preservation methods 
and the expectations of modern audiences. The goal 
is to discover how such platforms can not only 
engage younger generations in meaningful ways but 
also make Saudi Arabia's rich heritage more 
accessible, vibrant, and relevant to future 
generations. This exploration is driven by the desire 
to ensure that the nation's cultural legacy continues 
to thrive in a way that resonates with contemporary 
society, fostering a deeper connection between past 
and present.

1.2 Aim and Objectives
The goal of this study is to investigate how 
metaverse gaming may serve as an innovative 
instrument in the service of enhancing museums’ 
operations and safeguarding cultural legacy in Saudi 
Arabia. Therefore, it will explore how immersive 

technologies like metaverse games can be integrated 
into museum practices with a view to engaging 
youth and fostering sustainability for the rich 
culture that characterizes the Saudi nation.

The objectives of the works are as follow;

§ To explore the concept of the metaverse and 
its potential applications in the preservation 
and promotion of cultural heritage within the 
context of Saudi Arabia.

§ To showcase how metaverse games, 
specifically through the case study of 
Metalula, can attract and engage younger 
generations by offering interactive and 
immersive museum experiences.

§ To identify and outline the challenges and 
opportunities associated with utilizing 
metaverse games for cultural heritage 
preservation, with a focus on technological, 
cultural, and educational aspects.

2. Literature Review 

The digital transformation of museums through the 
metaverse has been explored by various scholars, 
each contributing valuable insights to this emerging 
field. One notable study is by Longo et al. (2023), 
who examined the potential of the MetaSea project 
to modernize cultural sites. Their research 
highlighted how metaverse technologies could 
enhance cultural offerings, particularly for younger 
generations. In-depth semi-structured interviews 
and field observations were carried and made to 
show that metaverses provide better edutainment 
alternative for Gen Z who are more inclined to 
engage with heritage than other people in the 
society.

Adoption of metaverse exhibitions as a new method 
against traditional physical ones is the study done 
by Lee J. et al. (2024). It points out that one can 
access them easily because they are temporary and 
imaginative, unlike conventional exhibitions. 
Investigating another aspect of these topics is 
gamification in metaverse exhibitions, which shows 
how interactive elements and mission completion 
facilitate support of visitors’ understanding of 
offline exhibition narratives while improving 
engagement with exhibition themes.

In their research, Mystakidis et al. (2024) looked 
into how social VR environments within the Metaverse
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have been applied in online museums and found 
that WebXR technology and gamification led to 
increased engagement as well as the motivation of 
elementary education teachers together with their 
students. Thus, the research provides guidelines for 
developing efficient playful learning strategies in 
virtual settings.

Agustini K. et al. (2023), studied how gamification 
and virtual reality affected instructional approaches 
towards Prehistory courses in Indonesia at 
UNDIKSHA level. They used ADDIE model while 
designing an educational game that raised students’ 
motivation, activity and comprehension levels by 
91.81% average response rate along with effect 
score of 0.80 denoting a high degree of efficacy 
over time.

Alabau A. et al. (2024) attempted to amalgamate 
multilayer animations with sophisticated shader 
technologies with the aim of improving visitor 
social interactions within the metaverse showrooms. 
In the process of exploring immersive, user centric 
VR experiences, their research project incorporated 
a Mars-themed virtual exhibition developed using 
Unity and Spatial.io against limitations imposed by 
external scripts for a broader initiative in digital 
museology.

Unali M. et al. (2023) examined how virtual 
museums (VM) evolved from the late 1980s when 
they first emerged through different technological 
advancements along with interactive systems that 
came into place over time. They identified some 
major milestones which include Guggenheim 
Foundation’s 1999 Virtual Museum along with 
UNESCO’s 2003 Charter on Digital Heritage.

Wu R. et al. (2024) shared the findings of their 
investigations into the key determinants of young 
users’ continuous engagement with digital twin-
enhanced metaverse museums where hedonistic, 
utilitarian, social, and technological dimensions 
were revealed to be critical determinants. In this 
study, which used communication’s uses and 
gratification theory (UGT), Partial Least Squares 
Structural Equation Modeling (PLS-SEM) was 
applied on a selection of 307 participants who found 
out that users’ continued intention for engaging in 
the Metaverse Digital Twin Museum (MDTM) is 
influenced significantly by hope, information, self- 
presentation, social interaction, social presence and 
immersion. Chen Y. et al. (2024) delved into the ways 
AR affects tourists’ post-experience intentions through

socio-technical perspective, concentrating on 
technical individual and situational factors. Survey 
data obtained from 254 Liangzhu Museum visitors 
who wore AR glasses were analyzed for their effect 
on AR usage as well as destination revisit intentions 
via satisfaction, which was influenced by such 
variables as technical novelty, individual trust in 
technology, and beauty, education, etc.

2.1 Problem Statement 

The preservation and promotion of Saudi Arabia's 
rich cultural heritage is a critical priority for the 
nation's museums, yet traditional museum 
experiences often struggle to engage younger 
generations who increasingly seek interactive and 
immersive experiences beyond static displays and 
conventional exhibits, leading to a potential 
disconnect that threatens the sustainability of 
cultural heritage preservation in the digital age. 
Emerging technologies like the metaverse offer a 
unique opportunity to reimagine cultural heritage 
presentations, particularly for younger audiences; 
however, the integration of these technologies into 
museum practices, especially in the Saudi context, 
remains underexplored. This research aims to fill 
this gap by exploring the potential of metaverse 
games as innovative tools for museum innovation 
and cultural preservation in Saudi Arabia, focusing 
on how metaverse gaming, specifically through the 
case study of Metalula, can be effectively integrated 
with architectural design and museum practices to 
create engaging, immersive experiences that 
resonate with younger generations, thereby 
fostering greater cultural understanding and 
ensuring the sustainability of Saudi Arabia's cultural 
heritage for future generations.

3. Methodology

This study employed a mixed-methods approach to 
develop and assess Metalula, a metaverse game 
designed as an interactive virtual museum 
replicating the Tomb of Bin Lihyan in AlUla. The 
goal was to explore how metaverse technology can 
engage younger audiences in cultural heritage. To 
assess the engagement level of users, 84 participants 
were divided into two groups: one using virtual 
reality headsets and the other using mobile devices. 
Participants explored the virtual museum, and their 
interactions were observed. Afterward, they 
completed a survey measuring engagement, 
satisfaction, and overall experience. The data were
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analyzed to compare engagement levels between the 
two groups, focusing on user satisfaction and the 
educational value of the experience (as illustrated in 
Figure 1, a flowchart representing the methodology 
process).

3.1 Site Selection and Cultural Context

The Tomb of Bin Lihyan was chosen in view of its 
significant historical past and its potential for 
immersive digital recording due to the rich cultural 
heritage it represents in Al-Ula, Saudi Arabia. This 
tomb, which dates back to the 1st century AD gives 
us important knowledge about the burial customs 
among Lihyanites in olden days (Han et al., 2023). 
The objective was to create a metaverse game that 
could truly represent the site in a virtual world, 
hence giving users a chance for an interactive and 
educational excursion that mixes amassing of 
cultural histories and present technological 
advancements. Figure 2 shows the architecture of 
tomb modeling.

As illustrated in Figure 3, a flowchart representing 
the user journey within “Metalula: Innovating 
Cultural Preservation through Metaverse Games in 
Saudi Arabia's Museums” is presented. The starting 
point symbolizes users’ entry point into the 
Metaverse environment (Ali, 2024). The first stage 
is called Introduction (Intro) and immerses users 
into a virtual experience that has an Exterior Scene 
(Tomb), offering a visually rich portrayal of an 
ancient tomb thus setting up historical and cultural 
context. Motion Graphics are included which enhance 
cinematographic appearance while there are also 
Descriptions and Info for Site which provide

detailed education content on its historical 
significance. 

Collecting ancient coins is one of the activities that 
form part of this introduction to the experience. This 
is a game-like approach designed to promote 
exploration and interaction while simultaneously 
learning about the heritage of Saudi Arabia. The 
second level has more detailed sections that build 
on the cultural narrative presented at the outset 
leads to the main room in the museum. From here, 
users can interact with sculptures (Item 1, Item 2, 
Item 3…). As they advance to level three, 
interactivity and content become richer still. Finally, 
there are the theater room where one can get deeper 
understanding of Saudi heritage through watching 
documentaries, cultural performances among other 
kinds of films being shown. In conclusion, it aims at 
providing an entertaining yet informative journey 
through Saudi Arabian culture with the use of 
modern gaming and virtual reality techniques. 

3.2 Steps involved in the Integrating Metaverse 
Games in Museums

The game players must find ancient coins that are 
hidden all over the place so that they can reach the 
tomb's inside and navigate a digital museum filled 

Figure 1: Methodology process flow chart

Figure 3: Proposed Game scenario development architecture
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with statues and objects significant to the history of 
Saudi Arabia. The journey concludes in a virtual 
auditorium where players can access a documentary 
video about Hinat, an ancient Nabataean female 
found in Hegra (AlUla) grave dating from 2000 
years ago. Searching phase and task assigning phase 
is shown in figure 4 (a) and (b).

3.2.1 Game Development and Metaverse 
Platform
Creating immersive virtual experiences is the main 
goal behind game development and metaverse 
platforms. They utilize advanced technologies to 
build interactive environments where users can 
engage, explore and collaborate in real time 
bridging the gap between gaming and the vast 
digital universe.

3.2.2 Platform Selection
The Spatial platform was selected for its ability to 
provide immersive, interactive and multi-user 
experience on a variety of devices including VR 
headsets, mobile phones, tablets and desktops. The 
wide range of these devices makes it easier for 
different kinds of audiences to access this platform. 
In order to enrich the virtual setting with metaverse 
characteristics, the Spatial Creator Toolkit Standard 
Development Kit was used. This SDK enables live 
user interactions that improve the overall virtual 
feeling.

3.2.3 3D-Modeling and Virtual Environment 
Creation

§ Modeling Tools: Virtual Museum was created in 
Unreal Engine. 3ds blender was used extensively 
for sculpturing various objects in the virtual 
museum.

§ Optimization: The modeling phase managed to 
keep a fine balance between the detailed 
representation of cultural elements and meeting

performance requirements of Spatial SDK. 
Consequently, there were fewer vertices and 
tillable textures applied to ensure high visual 
quality and a smoother user experience.

§ Integration: The 3D environment was exported 
from Unreal Engine and imported into Unity 3D, 
a versatile game engine that supports interactive 
experiences. The Spatial SDK was then 
integrated into the Unity project, allowing for the 
development of metaverse functionalities such as 
avatar creation, navigation, and real-time user 
interactions.

3.3 Testing Procedure

Participants were asked to navigate the virtual 
environment, interact with the sculptures, and watch 
the video presentation within the theater. Images of 
the testing procedure is shown in figure 5 (a-d).

Their engagement levels were measured through 
engagement questionnaire.  The testing phase aimed 
to identify the effectiveness of the metaverse game 
in engaging users and conveying cultural heritage 
content.

3.4 Analysis on Descriptive Statistics

Data was collected from 84 young participants 
using a comprehensive set of questions about their 
experiences with “Metalula” game using VR 
Headsets, and the Smartphones. It was computed 
descriptive statistics to assess preference and 
experience with these devices. Minimum, maximum 
and median values were calculated for 12 questions 
about playing the game experiences using VR 
Headsets and Smartphones as shown in Table 1. 

Figure 4: (a) Task Assigning through metaverse 
(b) Searching Phase

(a) (b)

(a) (b)

(c) (d)

Figure 5 (a-d): Images of the testing procedure
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The analysis of the data collected from 84 
participants who used both VR headsets and 
smartphones to experience the “Metalula” game 
reveals clear trends in user preferences and 
experiences. Across various aspects of gameplay, 
including immersion, engagement, and overall 
satisfaction, the VR headset consistently 
outperformed the smartphone.

Participants generally reported higher levels of 
immersion and engagement when using the VR 
headset. Many indicated that they felt more 
absorbed in the experience, with time seemingly 
slipping away, while the smartphone experience 
was less engaging, often receiving more neutral or 
negative feedback. These findings suggest that the 
immersive nature of VR technology has a 
significant impact on how users interact with and 
perceive digital content, particularly in 
environments designed to replicate real-world 
cultural sites.

Moreover, the aesthetic appeal and sensory engagement

provided by the VR headset were rated highly,  with 
participants expressing strong agreement that the VR 
experience was both attractive and rewarding. In 
contrast, the smartphone experience, while still 
appreciated, did not evoke the same level of 
enthusiasm or satisfaction. This difference 
highlights the potential of VR technology to create 
more impactful and memorable experiences, 
especially in contexts where visual and sensory 
richness are essential.

Overall, the data suggests that VR headsets offer a 
more compelling and immersive platform for 
interactive experiences like “Metalula”, particularly 
when the goal is to engage users in cultural 
exploration and education. The positive feedback 
for the VR headset emphasizes its potential as a 
powerful tool for enhancing digital museum 
experiences, making cultural heritage more 
accessible and engaging for younger audiences. 
This analysis underscores the importance of 
leveraging advanced technologies to create more 
dynamic and effective educational tools that resonate
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Item Questionnaire Item
VR Headset Smartphone 

Min Median Max Min Median Max

1 I lost myself in this experience 4 4 5 1 3 5

2 The time I spent using the 
application just slipped away 3 5 5 1 2 5

3 I was absorbed in this experience 4 4 5 1 2 2

4 I felt frustrated while using this 
application 1 1 4 1 2 4

5 I found this application confusing to 
use 1 2 4 1 2 3

6 using this application was taxing 2 2 4 2 2 4

7 this application was attractive 4 5 5 1 3 5

8 this application was aesthetically 
appealing. 3 5 5 1 4 5

9 This application appealed to my 
senses. 4 4 5 1 4 5

10 Using this application was 
worthwhile 4 5 5 1 4 5

11 MY experience was rewarding. 2 5 5 1 4 5

12 I felt interested in this experience. 1 5 5 1 4 5

Table 1: Descriptive statistics
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with modern audiences.

To assess the difference in perceived value and user 
satisfaction between the VR headset and smartphone

experiences, a one-sample t-test was conducted. The 
sum of all responses to the questions was computed 
to create a composite score, which was then labeled 
as the "Perceived Value and User Satisfaction" 
factor. The type of device used (VR headset or 
smartphone) served as the grouping variable, and 
"Perceived Value and User Satisfaction" was the 
target variable. 

Table 2: Group Statistics of VR Headset and 
smartphone.

The group statistics, as presented in Table 2, show 
the mean scores for both the VR headset and 
smartphone groups. The mean score for the VR 
headset group was 39.40 with a standard deviation 
of 2.83, while the smartphone group had a mean 
score of 36.23 with a standard deviation of 2.82. 
This initial observation indicates that participants 
generally reported higher perceived value and 
satisfaction when using the VR headset compared to 
the smartphone.

 

Hypothesis Testing

Null Hypothesis (Ho): There is no difference 
between Perceived Value and User Satisfaction of 
VR Headset and smartphone. 

Alternative Hypothesis (Ha): There is a difference 
between Perceived Value and User Satisfaction of 
VR Headset and smartphone.

The results of the t-test, summarized in Table 3, 
provide statistical evidence to reject the null 
hypothesis. The p-value obtained from the t-test was 
less than 0.05, specifically p = 0.000, indicating a 
significant difference between the two groups.

The t-test results show a significant difference in 
perceived value and user satisfaction between the 
VR headset and smartphone groups, with the VR 
headset scoring 3.17 points higher on average. This 
difference is statistically significant, as indicated by 
the t-value of -5.139 and a p-value of 0.000. The 
95% confidence interval for the difference in means 
ranges from -4.39 to -1.94, further supporting the 
conclusion that the VR headset provides superior 
user experience compared to the smartphone.

The findings from the t-test indicate that the 
perceived value and user satisfaction are 
significantly higher for the VR headset compared to 
the smartphone. This suggests that the VR headset 
offers a more engaging and satisfying experience 
for users, making it a better option for immersive 
applications like the “Metalula” game. Therefore, 
the null hypothesis is rejected, and the alternative 
hypothesis is accepted, confirming that the user 
experience with the VR headset is indeed superior 
to that with the smartphone.

Type N Mean Std. 
Deviation

Std. Error 
Mean

Perceived 
Value and 

User 
Satisfaction

Smartphones 42 36.2381 2.81814 .43485

VR headset 42 39.4048 2.82894 .43651

Levene's Test t-test for Equality of Means

F Sig. t df Sig. 
(2-tailed)

Mean 
Difference

Std. Error 
Difference

95% Confidence 
Interval of the 

Difference

Lower Upper

Perceived 
Value and 

User 
Satisfaction

Equal 
variances 
assumed

.235 .629 -5.139 82 .000 -3.16667 .61615 -4.392 -1.940

Equal 
variances 

not 
assumed

-5.139 81.9 .000 -3.16667 .61615 -4.392 -1.940

Table 2: Descriptive statistics
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5. Conclusion

The research ends up concluding that integrating 
metaverse technologies through the game 
“Metalula” may be an avenue for effectively 
engaging younger audiences with the Saudi 
Arabia’s culture. This is largely due to the inability 
of conventional museum experiences to engage this 
age group which prefers interactive and immersive 
encounters. By simulating the Tomb of Bin Lihyan 
in AlUla, “Metalula” provides a dynamic and 
immersive virtual museum experience that fits 
within contemporary interests and technological 
developments. The research points out that 
incorporating architectural design principles into 
museums together with advanced metaverse 
technologies will enhance the viewing experience 
considerably. These innovations create an engaging 
environment, which totally captivates the young, 
who have come to understand more about their 
historical and cultural contexts through real-time 
interactions and detailed information. It has also 
been established that metaverse games can act as 
instruments for cultural preservation as well 
innovation when it comes to museums. More 
importantly, such theories help make heritage more 
relatable and accessible for the younger generation 
by promoting intercultural understanding as well as 
appreciation skills among these individuals. The 
research demonstrates how metaverse games could 
reignite Saudi Arabia's initiatives on protecting its 
cultural heritage, and suggests that further study and 
development are required in this area as it continues 
to evolve. By making it more engaging and 
interactive, such a strategy may help maintain 
strong cultural preservation that is relevant to the 
youth of tomorrow, thereby keeping their heritage 
up to date.

Metaverse games offer significant potential benefits 
for cultural preservation by increasing global 
accessibility to cultural heritage through virtual 
recreations of historical sites and artifacts, enabling 
engagement that transcends geographical 
limitations. They also serve as digital archives, 
preserving high-resolution 3D models of cultural 
artifacts, complementing traditional preservation 
methods. Additionally, metaverse games enhance 
visitor experiences and learning outcomes by 
providing immersive, interactive environments that 
deepen users' understanding of cultural history and 
create stronger emotional connections.

6. Future Scope

This study raises several important areas that 
require further research and development. Firstly, 
longitudinal studies are necessary to determine the 
effects of metaverse experiences on users’ cultural 
understanding and engagement over a long period 
of time, particularly how continuous interactions 
with virtual environments influence one’s 
appreciation for cultural heritage and conventional 
museum visits. Furthermore, it is important that 
future research investigates how emerging 
technologies such as augmented reality (AR) and 
artificial intelligence (AI) can be integrated into 
these metaverse platforms to improve interactivity 
as well as personalization. Accessibility and 
inclusivity issues need to be addressed for 
metaverse experiences offered to people who may 
not be able to fully understand or use them digitally 
because they do not have access to technology or 
good electronic literacy. This could possibly involve 
creating simplified interfaces or offering educative 
content. Additionally, continuing studies are 
required so as to guarantee that digital environments 
depict cultures accurately and respectfully; 
therefore, a close collaboration with historians, 
archaeologists or cultural specialists is essential in 
order for the projects not to lose their original 
meanings.
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ةقاعلإا يوذ صاخشلأل فحاتملا ةرادإ

 ثحبلا ةیمھأ
 عـیمجل ةاـیحلا ةدوـج نـم أزـجتی لاً ءزج ةرسیملا ةحایسلا نأ رابتعاب
تاـمولعم ریفوـت يرورـضلا نـم ناـك كلذل ةقاعلإا يوذ صاخشلأا
فحاــتملا لــخاد يــف اــھذاختا بــجاولا ریبادــتلاب ةــقلعتمو ةدناــسم
حایــسلا عــیمجل ةرــسیم ةراــیز قــیقحتل ؛ةــقاعلإا يوذ صاخــشلأل
:ىلإ ثحبلا فدھیو .مھتاجایتحاو مھتاردق فلاتخاب
 ةـقاعلإا يوذ صاخـشلأا ھـجاوت يـتلا قئاوعلاو تایدحتلا ةسارد-

.فحاتملا لخاد
صاخـشلأا تاـبلطتم ةـمئاومل اـھریوطتو فحاـتملا ةـئیھت قرط-

.ةقاعلإا يوذ
 بــجی يــتلا ةــثیدحلا ةزــھجلأاو ةیرورــضلا تاءارــجلإا دــیدحت-

.فحاتملا يف ةقاعلإا يوذ صاخشلأل اھریفوت
 يوذصاخـشلأل ةـنملآاةـیفحتملا ةـئیبلا تافصاوم ىلع فرعتلا-

.ةقاعلإا

 ثحبلا ةلئسأ
يوذ صاخشلأل فحاتملا يف اھرفاوت بجاولا تاءارجلإا يھ ام-

؟ةقاعلإا
يــف لوــصولا ةلھــسةیریــسیتلا تاءارــجلإا قــیقحت نــكمی لــھ-

 ؟ةقاعلإا يوذ صاخشلأل فحاتملا

ثحبلا صخلم
 ةـسسؤم ھـنأب :ICOM ةـیملاعلا فحاتملا ةمظنم يف فحتملا فرعیُ
 ساــنلا ةــماعل اــھباوبأ حتــفتو ،هریوــطتو عــمتجملا ةــمدخ ىــلع لــمعت
 درـفلاكولـس لیكـشت يـف فـحتملا رودل ارظنو .تایوتسملا فلتخمو
 يوذـل اھتامدـخ میدـقت يف ةیملاعلا فحاتملا تأدب دقف اًیفاقثو اًیعامتجا
 لــماكتت ىــتح اًیراــضح اًدــعبو ،اًیناــسنإ اًــعباط ذــخأت ثــیحب ةــقاعلإا

 ثـحبلا لوانتیو .مھتاعمتجم يف نیلعاف ءاضعأ اوحبصیو مھتایصخش
 نــم ةــیلاغلا ةــئفلا هذــھب اــھمامتھاو لاــجملا اذــھ يــف فحاــتملا رود
 ةـئیھت ةیفیك ثحبلا لوانتی امك .عیمجلل ةحایسلا راعش عفرو ،عمتجملا
 عــیمج يــف ةــقاعلإا يوذ تاــبلطتم ةــمئاومل اــھریوطتو فحاــتملا
 لبــسلا لــك رفاوــت رــبع كــلذو ةــینقتلاو ةــئیبلاو ،ةیرــشبلا يحاوــنلا

 فرعتلاو فحاتملا تایوتحم ىلع علاطلاا نم مھنكمت يتلا لئاسولاو
 ةـلدلأاو ،ةـینقتلا تاحوللاو ةیداشرلإا تاحوللا لثم ،ءانع نود اھیلع
 تاردـحنملاو لخادـملا ةـئیھتو ،لوـجتلاو ةیمیلعتلا تاءاقللاو ةیسمللا
تاــضورعملل ةــقباطم جذاــمن لــمعو ،ةیــسیئرلا مللاــسلا راوــج ىــلإ
 فورـظو بـسانتت تاـعوبطم دادـعإو ،اھـسمل نم نوفوفكملا نكمتی
 ةزھجلأاوتاءارجلإل يلیلحتلا يفصولا جھنملا ثحبلا عبتاو .ةقاعلإا
 ةـیلآو ،ةـقاعلإا يوذ صاخـشلأل فحاـتملا لـخاد اھرفاوت بجی يتلا
ءاــنثأ ةــقاعلإا يوذ صاخــشلأا اــھھجوی يــتلا قــئاوعلا نــم صلختــلا

 مـھأ نـمو .ئراوـطلا تلااـح يف مھل ناملأا ططخو ،فحاتملا ةرایز
ً افاصنإوً لاومش رثكأ ملاع ءانب وحن امدق يعسلا ةرورض ثحبلا جئاتن
 عـیمج بذـج ىـلع ةرداـق فحاـتملا لـعجو ،ةقاعلإا يوذ صاخشلأل
 اھودـھعتی ىـتح ،ةـقاعلإا يوذ اًـصوصخ مھحئارـش ةفاكب نینطاوملا
 ثـحبلا ىـصوأ كلذـكو .ةیراـضحلا اـھزونك ىـلع فرـعتلل ةرایزلاب
 ةـلاعّفو ةرـكتبم لوـلح داجیلإ ينقتلا ریوطتلاو يملعلا ثحبلا عیجشتب
 ءاكذـــلاو ةـــیكذلا تاـــینقتلا مادختـــسا لـــثم ةـــقاعلإا يوذ تایدـــحتل
.يعانطصلاا

ةلادلا تاملكلا
 ضرـعلا ،فحاـتملا ةئیھت ،ةقاعلإا يوذ صاخشلأا ،ةیفحتملا ةرادلإا
.عمتجملاو فحتملا ،يفحتملا

ةمدقملا
صرـفلا ةـحاتإ بـجو ةـقاعلإا يوذ نـم حایّسلا دادعأ عافترلا ةجیتن
 ةـبرجت قـلخ ىـلإ يدؤـی اـمم ةیحایـسلا تلاحرـلا يـف ةكراـشملل مھل

 عقاوملاــب عتمتــسیو ىرــی ةــقاعلإا يوذ نــم حئاــسلا لــعجت ةیحایــس
 صاخـشلأا تاجایتحا يبلت ةئیب ریفوت ةرورضو ،فحاتملاو ةیحایسلا
 ضراـعم نـم فـحتملا يـف ةـمدقملا تامدـخلا ةفاك يف ةقاعلإا يوذ
 تامدـخلاو قفارملا عیمجل لوصولا نامض كلذكو ،ةیفاضإ تامدخو
 تاــجایتحا تامدــخلا هذــھ يــبلت نأ بــجیو .مــھل ةــمدقملا ةیحایــسلا
 مـھفلا ةلوھـسو ةـعتملا نم مھنكمتل ةفلتخملا مھطامنأب حایسلا تاردقو
 )235 :2022 ،ةیطع( .تامولعم نم فحتملا لخاد مدقی امل

يدنفأ نسح فیطللا دبع .د.أ
دوعس كلملا ةعماج ،راثلأاو ةحایسلا ةیلك

ةرھاقلا ةعماج ،راثلأا ةیلك
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عضوبةحایسلابةطونملاةیموكحلاتاسسؤملاوتاھجلاتمتھادقو
ةكلمملايفةقاعلإايوذصاخشلأاةحایسلةمظنملاتایللآاوةلدلأا
ردصو،ةقاعلإاثاحبلأناملسكلملازكرملثم،ةیدوعسلاةیبرعلا

تاعاطقوةیحایسلاتاھجولللماشلالوصولليداشرلإالیلدلاھنع
.ةینارمعلاةئیبلايفلماشلالوصولليداشرلإالیلدلاو.ءاویلإا
طسبملالیلدلاةقاعلإايوذصاخشلااةیاعرةئیھنعردصو
ةیقافتاةدحتملامملأاتردصأو.تآشنملللماشلالوصولارییاعمل
مملأاةیضوفم(ةقاعلإايوذصاخشلأاقوقحلةدحتملامملأا
.)2021،ناسنلإاقوقحلةیماسلاةدحتملا

ةددعتمتاقاعإكانھف:ةقاعلإايوذصاخشلأاتافینصتً:ایناث
:يفلثمتت

.رسیملالوصولاوةكرحلاىلعرثؤتيتلاةیكرحلاتاقاعلإا•

وأعمسلاوأةیؤرلاىلعةردقلاىلعرثؤتيتلاةیسحلاتاقاعلإا•
.لصاوتلا

فقاوملايفتایكولسلاىلعرثؤتدقيتلاةیكاردلإاتاقاعلإا•
ظافتحلااوملعتلاوأكاردلإاىلعةردقلاوأ،ةیعامتجلاا
ىتحوأةتقؤموأةمئادتاقاعلإانوكتنأنكمیو.تامولعملاب

.حایسلاتامدخلةبسنلابرابتعلاايفكلذذخأيغبنیو،ةیفرظ

دحوتلابنوباصملاصاخشلأاىری:دحوتلايوذصاخشلأا•
صاخشلأانعفلتخملكشبملاعلابنورعشیونوعمسیو
صاخشلأاضعبيناعیو.لاًوزعماًناكمھلعجیدقامم،نیرخلآا
ةحصلاتلااحوأ/وملعتلاتابوعصنماضًیأدحوتلابنیباصملا
نیباصملانیرئازلاعملماعتللةدیجلاتاسرامملانمو.ةیلقعلا
نیباصملاحایسللةراثلإاةضفخنمتائیبءاشنإبمایقلادحوتلاب
ةئداھةقطنمریفوت:كلذلمشینأنكمیو،ناكملإاردقدحوتلاب
رثكلأاقرطلاددحتةیسحطئارخجاتنإو،ءاخرتسلااةفرغلثم
راوزلاجاتحیدق.ةتفاخلاةءاضلإاتاذقطانملاوءًودھ
ىلعاذل،تامولعملاةجلاعملتقوىلإدحوتلابنوباصملا
ءاطعإوألاؤسحرطدعبارًوبصنوكینأيفحتملادشرملا
مزلاذإھتباتكوأنایبةغایصةداعإامًئادنكمیو،تامیلعتلا
.رملأا

يغامدلاللشلالثمةبكرمتاقاعإنمنوناعینیذلاراوزلا•
ةقاعإنمرثكأھبنیحئاسلاضعبف.ةقاعلإايوذلافطلأاو
ةدعاسملانمةنیعمتایوتسمبلطتتدقةدقعمةلاحوأةدحاو
اذھبةیاردكانھنوكینأبجیثیحب.ةنورملاويعولاو
يتلالبسلالضفأةفرعملصاخشلأاعمحوتفملكشبلصاوتلاو
،ةقاعلإايوذصاخشلأاقوقحماظن(مھمعداھللاخنمنكمی

٢٠٢٣(.

 ةــیناكمإو ةــقاعلإا تاــبلطتم لــك دــیدحت ةبوعــص نــم مغرــلا ىــلعو
يوذ نــم نیحئاــسلا ةــقث باــستكا يرورــضلا نــم ھــنأ لاإ ،لوــصولا
 قئاوعلا دیدحت ىلع ةردقلاف .يلاثم لكشب مھل تامدخلا میدقتو ةقاعلإا
 ةحایــسلا ھــیلإ ىعــست اــم وــھ عــیمجلل ةــیباجیإ ةــبرجت قــلخل اــھتلازإو
 اـھیلإلوـصولا نـكمی يـتلا قـفارملا لوـح ةفرعملا ریوطتف .ةرسیملا
 نـــكمی ةـــلماش ةــمدخ میدــقت نــم نكمیــس اــھریفوت نــكمی يــتلاو
.عیمجلا لبق نم اھریدقتو اھب عاـتمتسلاا

ثحبلاتاحلطصموفیراعت

روصُقبباصمُصخشلكھبدصقیو:ةقاعلإايوذصاخشلأا
وأ،ةیلقعلاوأ،ةیمسجلاھتِارُدُقيفرقِتسمُلكِشبيلكُوأيئزجُ
ّلقُیيذلادحلاىلإ،ةیسفنلاوأ،ةیلصُاوتلاوأ،ةیمیلعتلاوأ،ةیسحلا لِ
صاخشلأانمِھلاثمأفورظيفةیداعلاھتاجایتحاةیبلتةیناكمإنم
.)2023،64،ملاسلا(ةقاعلإايوذریغ

ةیبلتلةیرورضلاتاءارجلإانمةعومجم:ةیریسیتلاتابیترتلا
يوذنمصاخشلأانمةعومجموأصخشلةصاختابلطتم
قوقحلاعیمجب،مھریغعمةاواسملامدقىلع،مھعتمتلفكت،ةقاعلإا
بسانتمریغاًئبعلكشتلاو،اھلمھتسراممو،ةیساسلأاتامدخلاو
.اھمدقتيتلاتاھجلاىلع

ةـیناكمإلـفكتيتلاةبسانملاریبادتلاةعومجم:لوصولاةیناكمإ
مدقىلع،ةمدقملاتامدخلاىلإةقاعلإايوذصاخـشلأالوـصو
ةطیحملاةـیداملاةـئیبلاىـلإاضًیأمھلوصوو،مھریغعمةاواسملا
لئاسوكـلذيـفاـمب،تلااصـتلااوتاـمولعملاولـقنلالئاسوومھب
ىرخلأاتامدـخلاوقـفارملاو،لاصـتلااوتاـمولعملامـظنوةینقتلا
.)٢٠٢٣،ةقاعلإايوذصاخشلأاقوقحماظن(ةـماعللةحاتملا

،)ةقاعلإايوذصاخشلألرفسلانیكمت(ينعت:ةرسیملاةحایسلا
ةیحایسلاتلایھستلاریفوتلوحةرصتقمتسیلةرسیملاةحایسلاف
.ةقاعلإايوذصاخشلألرسیملالوصولاریفوتلب،طقفةیمدخلا
تابلطتملقیمعمھفوھفدھلااذھقیقحتلةیساسلأاروملأانمف
هذھلاصًیصخةممصملاةیفاكلامعدلاتامدخریفوتوةقاعلإايوذ
يوذصاخشلألةعتمموةنمآةبرجتنامضلتابلطتملاوتاجایتحلاا
يھاھیلإلوصولانكمیيتلاةیتحتلاةینبلاریفوتنإثیح،ةقاعلإا
 ,Department of Agriculture(ةرسیملاةحایسللساسلأا

2016:1:28(.

ةقیرطبةباتكلاو،صوصنلاضرعوتاغللاكلذلمشیو:لاصتلاا
،ةریبكلاةعابطلافورحو،سمللاقیرطنعلاصتلااو،لیارب
لئاسوىلإةفاضلإاب،لامعتسلااةروسیملاةددعتملاطئاسولاو
،ةیطخلاوةیعمسلا،ةلیدبلاوةززعملالاصتلاالاكشأوبیلاسأو
ایجولونكتكلذيفامب،رشبلاةطساوبةءارقلاوةطسبملاةغللابو
ةدحتملامملأاةیضوفم(لامعتسلااةروسیملالاصتلااوتامولعملا
.)2021،ناسنلإاقوقحلةیماسلا

ةقاعلإايوذبھتقلاعوفحتملافیرعتً:لاوأ

سیلفحتملاف،فحتملليناسنلإارودلاىلعدكؤتفحتملاتافیرعت
ھتلاسرلارًیصقتدعیھیفرتلاىلعھفدھرصحو،طقفھیفرتللًاناكم
ةسسؤموھفحتملاو،يفحتملايعولاوأفحتملاةفاقثسسؤتيتلا
ملعتللعیمجلامامأةصرفلاةحاتإويعامتجلاااھروديدؤت
.رورسلاوةجھبلاثعبیيلامجبولسأبةمولعملارشنوةدافتسلااو
ضرعیو،هریوطتوعمتجملاةمدخىلعلمعتةسسؤمفحتملاو
،ةعتمملاةفاقثلاوةساردلاضرغبھتئیبوناسنلإابقلعتیامعیمج
فحاتملاتأدبو.تایوتسملافلتخموسانلاةماعلھباوبأحتفیو
ذخأتثیحب،ةقاعلإايوذصاخشلألاھتامدخمیدقتيفةیملاعلا

يفنیلعافءاضعأاوحبصیومھتایصخشلماكتتىتحً،ایناسنإًاعباط
فــحتملثمةرــیھشلاةــیملاعلافحاتملاضعبلثم.مھتاعمتجم
يفمارونابفحتمويرابفحتمو،اكیرمأ–ةیكیرملأاةعابطلا راد
.لوبنطسإ

ةقاعلإا يوذ صاخشلأل فحاتملا ةرادإ
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.ةددعتم تاغلب يتوصلا دشرملا ریفوت ةیناكمإ-

 ةـعجارملاو حیـقنتلل عـضخت اـھنوكل اھمدـقت يـتلا تاـمولعملا ةقد-
.ةقبسملا

 هدـــنع فـــقوتلاو فـــحتملا نـــم نیـــعم ءزـــج راـــیتخا ةـــیناكمإ-
 ً.اددجم اھعامسل ھعاجرتساو

 رــقتفت ةزــھجلأا هذــھ نأ لاإ تاــیباجیلإا هذــھ نــم مغرــلا ىــلعو-
.يدیلقتلايحایسلا دشرملا اھب موقیو اھرفوی يتلا لعافتلا صرفل

 داـشرلإا تامدـخ میدـقتب فحاـتملا ضـعب موقت :ةیداشرلإا تاشاشلا
 اھعـضو متـی تاـشاش قـیرط نـع ةـقاعلإا يوذ نم حایسلل يحایسلا

 اـمم سـمللا ةیـصاخب تاـشاشلا هذـھ لـمعتو ،ةـسیئرلا لخادملا ىلع
 ةــلحر دــیفتتو اــھعم لــعافتلا ىــلع ةــقاعلإا يوذ صاخــشلأا دعاــسی
.ھتانوكمو فحتملا لوح ةیفیرعتو ةیفاشكتسا

 يوذ نــم حئاــسلا دعاــسی :)دــعب نــع داــشرلإا( يــضارتفلاا داــشرلإا
ىــلع لوــصحلا يــف ةحایــسلل لــقنتلا مھیــلع بعــصی نــمم ةــقاعلإا
ىــلإ رفــسلل ةــجاحلا نودــب تاداــشرلإاو تاــمولعملا نــم مھتاــجایتحا
 ةـقاعلإا يوذ ةـئف نم حئاسلل حنمی يضارتفلاا عقاولاف .ةدیعب تاھجو
 ىـنبت اـم للاـخ نـم كـلذو ،عـقاولا يـف اھقیبطت نم نكمتی لا تاربخ
 تاـئیب قـلخ قیرط نع لایخلاو عقاولا نیب جزم نم ةینقتلا هذھ ھیلع
 فـحتملليـقیقحلا عـقاولا لـیثمت ىـلع ةردـق اھیدـل ةیحایـس ةیضارتفا
 قـیقحت نـكمی يـكلو .اـھعم لـعافتلا ةـقاعلإا يوذ نـم حئاـسلل حیتتو
 وـبأ( :ةـیلاتلا تاودلأا رفوت نم دبلا يلاثم لكشب يضارتفلاا داشرلإا
.)645:2022 ،دجملا

 تاعامـس ىـلع يوـتحت ةـعبق لكش ىلع يھو ،ةینورتكللإا ةذوخلا .أ
 ةـــئیبلا نـــع ةیتوـــصلا تارثؤـــملا ةـــقاعلإا يوذ نـــم حئاـــسلل لـــقنت
.اھروزیس يتلا ةیضارتفلاا

 حئاـسلا دوزـت تاراـظن نع ةرابع يھو ،داعبلأا ةیثلاث تاراظنلا .ب
 اًـمامت ةـقباطمو داـعبلأا ةیثلاث ةمسجمو ةكرحتم روصب ةقاعلإا يوذ
 ھــنأكو ناــكملا ةدھاــشم ىــلع ةــقاعلإا يوذ حئاــسلا دعاــستو ،عــقاولل

.يعقاو

ةیرصبلا ةقاعلإا يوذل فحاتملا لیھأت ً:اعبار

لــخاد ةرــبكملا تاــسدعلاو اــصعلا لــثم ةدعاــسم لئاــسو ریفوــت-
.فحتملا

)2 ةروصلا(  .لیارب ةقیرطب ةبوتكملا ةیداشرلإا تاحوللا-

 ضراــعملا وأ مئادــلا ضرــعلا تاــنازخ يــف ةحراــشلا تاــقاطبلا-
 ةتقؤملا

.لیارب ةقیرطب ةبوتكملا تاجولاتكلا-

.فحتملالخادةیسملضراعموتاعاقدوجو-

،ةیرصبلاةقاعلإايوذصاخشلألفحتملاتاراسملیھأت-
)3،4روصلا(.ةیعمسضرعتاشاشریفوتو

دشرملالثمةقطانلاتاینقتلاويتوصلادشرملادوجو-
.ينورتكللإا

میمصتلةیرصبلاةقاعلإايوذنمفحاتملايفءانمأنییعت-
.ةیرصبلاةقاعلإايوذنمنیرئازللضرعلاتانازخوضراعملا

 صاخـشلأا تاـبلطتم مئاوـتل اـھریوطتو فحاتملا ةئیھت ةیفیك :اًثلاث
 ةقاعلإا يوذ

 ةـقاعلإا يوذ صاخـشلأا مادختـسا ىدم سایق ىنعت لوصولا ةیناكمإ
 نأ نــكمی يــتلا ةــیلاعفلا سفنــب فحاــتملا لــخاد ةــمدقملا تامدــخلل
 ةـلوجب مھماـیق ةلوھـسو .ةـقاعلإا يوذ ریغ نم صاخشلأا اھمدختسی
 عــیمج يــف لــماك لكــشب ةكراــشملاو ،لقتــسم لكــشب ةــحجانةــیفحتم
 ةـقاعلإا يوذـل فحاـتملا ةـئیھت تاءارجإ عونتتو .فحاتملاب ةطشنلأا
تایـضرلأاو ،باوـبلأاو جراـخملاو لخادملاو ،تارایسلل فقاوم نم
 جراـخمو ،اـھعاونأو ةءاـضلإاو ،تاـعفارلاو دعاـصملاو ،تارمملاو
 ،يــفحتملا ضرــعلا تاــنازخو قرــطو ،راذــنلاا ةزــھجأو ،ئراوــطلا
 لـخاد ةراـشإ ةـغل نیدشرم دوجو ةرورضو يفحتملا داشرلإا كلذكو
 تلاـصاوم لئاـسو رفاوـتو ،عـقوملا نـع تارـشن ریفوـتو .فحاتملا
 لخادــملا ىــلع تاــتفلالاو ،ةــقاعلإا يوذ صاخــشلأل ةدّــعُم لــقنو
 ةیتوصلا تاداشرلإاو تامولعملا میدقتو ةفلتخملا قفارملاو باوبلأاو
 تامدــخ دوــجو ةرورــض عــم .مھتاــیناكملإ ةبــسانملاو عــقاوملا نــع
 مـئلاتو مھتاردـق بـسانت ةـیھیفرت تاـیلاعف ذـیفنت قـیرط نـع ةیھیفرت

.يسفنلاو يعامتجلاا مھاضر ىلع سكعنی امم مھتقاعإ ةیعیبط

 صاخـشلأل فحاـتملا لخاد اھریفوت بجی يتلا ةیدیلقتلا تاینقتلا .١
ةقاعلإا يوذ

ةــعونتم روــصو تاــمولعم ىــلع يوــتحت يــتلاو :ةیحایــسلا ةــلدلأا
 نـكمیو لـقنتلاو لـمحلا لھـسو ابًـسانم لیلدـلا مـجح نوـكیو طئارخو
 مادختـسا نـكمیو .يـنورتكلا لكـشب ةـیكذلا فـتاوھلا ىلع ھضارعتسا
 خـسن فـییكت للاـخ نـم ةـقاعلإا يوذ صاخشلأا عم ةیحایسلا ةلدلأا

.)277:2022 ،طایخو يفطصم( ةقاعإ لك ةعیبطل ھصصخم

ةــھجولا لــخاد تاــھاجتلااو نكاــملأا دــیدحتل :ةیحیــضوتلا طئارــخلا
 ىـلا جاـتحت يـتلا ةیحیضوتلا حیتافملا ضعب ىلع يوتحتو ،ةیحایسلا

)1ةروصلا( .ةیحایسلا ةلحرلا يف قلاطنلاا لبق حرش

 صاخـشلأل فحاـتملا لـخاد اھریفوت بجی يتلا ةثیدحلا تاینقتلا .٢
ةقاعلإا يوذ

 يوذ حایـسلا لبق نم ھمادختسا نكمیو :ينورتكللإا يتوصلا دشرملا
 ةــینفلا ضراــعملاك ةیحایــسلا قــفارملا ضــعب يــف ةیرــصبلا ةــقاعلإا
 لـخاد ةددـحم نكاـمأ راـیتخا يـف ةزـھجلأا هذـھ دعاـستو ،فحاتملاو
 اـمب يـنورتكللإا يتوـصلا دشرملا تازیمم صیخلت اننكمیو ،فحتملا
:يلی

)260-225 ،2015 ،نسحلا( .ةیداع ةیسمل طئارخ :)1 ةروصلا(

ةقاعلإا يوذ صاخشلأل فحاتملا ةرادإ



81

.ھقلازنا عنمل ھل دنسمك ةقاعلاا يوذ صاخشلأا

 يریـصق مدخت ثیح تاعافترلاا ةفلتخم ضاوحلأا نم ددع رفوت-
 .ةكرحتملا يساركلا ىلع نیسلاجلاو ةماقلا

 ةــمواقمو ةــتباث هاــیملا تارود يــف تایــضرلأا حطــسأ نوــكت نأ-
 .)12 ،2003،ةطیاعملا( .قلازنلال

 ةلھـس باوـبأو ،ةـجاحلا دـنع راذنلإا لئاسو لكب ةدوزم نوكت نأ-
 .قلاغلإاو حتفلا

 لیلدــلا( .هاــیملا قــفد يــف ةــیكیتاموتولأا مكحتــلا ةزــھجأ مادختــسا-
 ةـیبرعلا ةـكلمملل ةـینارمعلا ةـئیبلا يف لماشلا لوصولل يداشرلاا
.)2010،ةیدوعسلا

 لھسیعقوم يف ھضبقم نوكی نأ بجی )نوفیسلا( درطلا قودنص-
 ءاــنثأ اًــصوصخو ھــیلإ لوــصولا ةــقاعلاا يوذ صاخــشلاا ىــلع
.مھسولج

 ةیعمـسلا ةـقاعلإا يوذ صاخـشلأل فحاـتملا لیھأتو ةئیھت :اًسداس
)عمسلا فاعضو مصلا(

 حرــشو ةراــشلإا ةــغلب ةددــعتملا طئاــسولا لــیلد ریفوــت ةرورــض-
.ةراشلاا ةغل عم فحتملا لخاد ةیلعافتلاو ةیلیجستلا ملافلأا

 ةدعاــسملا ةیعمــسلا ةزــھجلأاو ،توــصلا نیــسحت مــظن مادختــسا-
 .ةلومحملا

.فحتملا لخاد ةراشلإا ةغلب صاخ دشرم دوجو-

.ةراشلإا ةغل مادختسابةیفحتم ضورع لمع-

 زرـــبأ حرـــشل تـــنرتنلاا ىـــلع ةراـــشلإا ةـــغلب ةـــمجرت ریفوـــت-
.فحتملا تاضورعم

 ةقاعلإا يوذ صاخشلأل فحاتملا ةئیھتل ىرخأ تاءارجإ :اًعباس

)5 ةروصلا( باكرلا لیمحتو فاقیإ قطانم .١

 ،ةــقاعلإا يوذــل لوــصولا لھــس تارایــسلل فاــقیإ ناــكم راــیتخا-
.ةیھیجوتلا تاتفلالا دوجو نم دكأتلاو

 ،اھلامعتـسا ةـقاعلإا يوذ ىلع لھسی يتلا باكرلا لیمحت قطانم-
 لكــشب ةزــیمم نوــكتو ،تارایــسلا فاــقیلإ تاحاــسم ریفوــت عــم
 .حضاو

 .ةقاعلإا يوذ تلافاح فقاومل ةیداشرإ تاتفلا دوجو-

 ةیكرحلا ةقاعلإا يوذ صاخشلأل فحاتملا لیھأتو ةئیھت ً:اسماخ
 كرحتميسرك( صاخشلأا مادختسا نیب ةیكرحلا ةقاعلإا طامنأ ددعتت

:يلی ام ةاعارم بجیو )تازاكع–تادانس–

 ةراـیزلا ریـسیت ضرـغب ازیمم انول تایضرلأاو تارمملا ءاطعإ•
.ةیكرحلا ةقاعلإا يوذل

.ةیسیئرلا مللاسلا راوج ىلإ تاردحنملاو لخادملا ةئیھت•

 .تاردحنملاو ملاسلل ةیسایق داعبأ•

 اــھقوعی لاو رــظنلا ىوتــسم يــف تاــضورعملا نوــكت نأ ةاــعارم•
.تاقوعم وأ زجاوح

 تارـممو لخادـم يـف ةـكرحتملا يـساركلاب ةـكرحلل لاـجم كرت•
.فحتملا

 .تاعفارلاو ،ةمئلاملا دعاصملاو ،مللاسلا ریفوت•

هایملا تارودو ةماعلا تامدخلا
 لـخاد ةزـھجملا هاـیملا تارود اـھنمو مـھل ةیمدخلا قفارملا رفاوت
 ھـجاوت يتلا تاـبوعصلا دـشأ نم يھف ،تاقاعلإا عیمجل فحاتملا
 اـھلعجو ،مـھل ةیـسفنلا ةلاحلا ةاعارمو ،ةصاخلا تاجایتحلاا يوذ
.ءاسنلاو لاجرلا ،راغصلاو رابكلا بسانت

اــھبو هاــیملا تارود ىــلإ ریــشت يــتلا تاــتفلالا دوــجو ةرورــض-
 .رصبلا فاعض صاخشلأا دعاست اھنلأ زومرلا

 ةرفاوــتم ةــعوبطملا تاــمیلعتلا تاــحولو تاــتفلالا لــك نوــكت نأ
 مــظن لــك طــبر متــیو ،لــیارب ةــقیرطبو ،ةرــیبك ةــعابط فرحأــب
.ئراوطلل ضماو ءوضب ئراوطلا تلااح يف ءلاخلإا

 ،كرـحتملا يـسركلا لوخدـب حمسی ریبك هایملا ةرود لخدم نوكی-
نـملأو مــكحتلا ةداــیزل ماـمحلا دــعقم نم برقلاب دـناسم رـفوتو

 ،نسحلا( ، لیارب ةقیرطب ةبوتكم ةقاعلإا يوذب ةصاخ تاراسم :)2 ةروصلا(
2015، 225( 

 تاراسملا ضرع :)4 ةروصلا(هاجتلاا رییغت رصانع :)3 ةروصلا(
ةیرصبلا ةقاعلإا يوذل ةیضرلأا

WDU (n.d.)

ةقاعلإا يوذ صاخشلأل فحاتملا ةرادإ

 ،نسحلا( ، لیارب ةقیرطب ةبوتكم ةقاعلإا يوذب ةصاخ تاراسم :)5 ةروصلا(
2015، 225( 
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 وأ زجاوـح نود ةراـیزلا راـسم ىـلإ ةقاعلإا يوذ لوصو ةلوھسل
)7 ةروصلا( .قئاوع

 نامـضل قلازـنلال لـباق رـیغو نـشخ حطس تاذ نوكت نأ يغبنی-
 .ةقاعلإا يوذ ةملاسو نمأ

ةداـیزل ردـحنملا بناوج دحأ ىلع )نیزبارد( دنسم دوجو ةاعارم-
.مكحتلا

دعاقملاو تاحارتسلاا نكامأ .٥

راـظتنلاا قطاـنمو لابقتـسلاا قطاـنم يـف دـعاقملا دوجو ةاعارم-
 دـعاقمو ،ةـمئلام ةحارتـسا نكاـمأ ریفوـتل تارمملا نم برقلابو
.ةقاعلإا يوذ نم صاخشلأل ضوھنلاو سولجلل ةلھس

 دــعاقملا ناــكم دــیدحتو ،رــھظلل ةــماعدو عارذــلاتادانــس ریفوــت-
 .ةیحایسلا ملاعملا راوجب

 .ةـطیحملا ةئیبلاو اھتیفلخ عم ةنیابتملا ناوللأا تاذ دعاقملا رایتخا-
 ،اـصعلا قـیرط نـع فـشكلل ةـلباق ةحارتسلاا يسارك نوكت نأو
 تاحارتــسلاا نكاــمأ نــم برقلاــب تاــیافنلا ةــیعوأ ریفوــت عــم
.لیارب ةقیرطب ةبوتكملا تاملكلا قیرط نع حوضوب اھدیدحتو

ةقورلأاو تارمملا .٦

يساركلا عنملو ،ةقاعلإا يوذ نم صاخشلأا ةیامحل ةنمآ تارمم-
.فلخلل عوجرلا نم لقنتلا ةزھجأو ةكرحتملا

يوذ صاخـشلأل جورـخلاو لوخدلا طاقنل ةیتوص تاراشإ دوجو-
 جورــخلاو لوخدــلل يــئرم ھــیبنت دوــجوو ،ةیرــصبلا ةــقاعلإا
 ناــك اذإو ،عمــسلا فاعــضو ةیعمــسلا ةــقاعلإا يوذ صاخــشلأل
.زجاوحب دوزملا مھل دشرملا راتخی كرحتم رمملا

 مدختـسیو ،ةزراـبلا سیراـضتلا وأ قـئاوعلا نـم ةیلاخلا تارمملا-
 ةءاـضم نوـكتو ،قلازنلال ةمواقملاو ةیوتسملاو ةبلصلا لخادملا
 .فٍاك لكشب

 ةـیلمع لـعجت ثـیح داجسلاب ةاطغملا تایضرلأا مادختسا بنجتی-
 يـف تاـحتفلا بنجتو ،ةبوعصلا ةیاغ يف ةكرحتملا يساركلا عفد
تلاـجع وأ اـصعلا مامأً اـقئاع نوـكت لا ىتح تاـیضرلأل حـطس

 ةیداــشرلإا تاــتفلالاو تاراــشلإا يــف ةــیتلآا تاراــبتعلاا ىــعاری
)6 ةروصلا( :ةقاعلإا يوذ صاخشلأل

 هاـجتلال ةیحیـضوتلا روـصلا لـثم طامنأ ةدع ىلع تاتفلالا نوكت-
 روــصلا ،مادختــسلاا تاــمیلعتل ةیحیــضوتلا روــصلا ،عــقوملاو
 رفاوـت ىـلإریـشت يـتلا ةیحیـضوتلا روصلا ،ةملاسلل ةیحیضوتلا
.ةمدخلا

 نوــكیو ،ةزراــبلا ماــسجلأا وأ قــئاوعلا نــم اًــیلاخ لخدــملا نوــكی-
دوـجو مدـعو ،قلازـنلال اًـمواقمو اًیوتـسمو اًـتباث لخدـملا قیرط
 فاـقیإ ةـقطنم وأ عراـشلا نـم لخدـملا ىـلإ قـیرطلا يـف قئاوع
.تارایسلا

.ةیفاك ةروصب ةءاضم لخادملا نوكت نأ-

جراخملاو لخادملا .٢

 فــقاوم نــم ةــبیرق نوــكتو ةــنمآو لوــصولا ةلھــس لخادــملا-
.تارایسلا

 ،حوــضوب جراــخملاو لخادــملا ددــحت تاــتفلا دوــجو ةرورــض-
 .مئلام لكشب ةءاضمو

 .راظتنلااو ةحارتسلال قطانمب ةدوزم لخادملا نوكت نأ-

 ءوـضلا رـشن يـف ةدعاـسملل حتاـف لخدـملا طئاوـح نول نوكی نأ-
 .ةیؤرلا ةیلباق ةدایزو

 يوذصاخـشلأا لوـصو لیھـستل ةیكیتاموتولأا باوبلأا مادختسا-
 ةیداــشرإ ةــحول دوــجوو ،)6 ،2003، اوــلب( ةــیكرحلا ةــقاعلإا
.ضرعملا مسا وأ ،فحتملا مسا اھیلع ،لیارب ةقیرطب ةبوتكم

 لوخدـلافـیرعت اھیلع نوكیو ،اصعلاب فاشتكلاا ةلھس تاباوبلا-
 ةـنیابتملا ناوـللأا مادختـسا عـم ،لوصولل يلودلا زمرلا مادختساب
.لوخدلا تاباوب زییمتل

ةیداشرلإا تاحوللاو ةیحایسلا عقاوملا لخاد ةرایزلا راسم .٣

 تاــبقعلا نــم ةــیلاخو ةیوتــسم قرــطلاو تاراــسملا نوــكت نأ-
  .ةزرابلا ماسجلأاو

 نــع ةراــبع ةیداــشرإ تاــملاع ىــلع تاراــسملا هذــھ يوــتحت نأ-
 ىتح ھمادقأب ةیرصبلا ةقاعلإا اذاھسسحتی نأ ام ،ةزراب تاراسم
.يتوصلا لیلدلا ھیلإ ھھجوی ام عبتی

 ددـحیو ،لـیارب ةـقیرطب ةـبوتكم ةحـضاو تاتفلا دوجو ةرورض-
.ئراوطلا تلااح يف ءلاخلإاو جورخلا طاقن ةیحایسلا ةعومجملل

تاردحنملاوتابمارلا .٤
 ةــحوتفملا ةیحایــسلا تاــئیبلا لــخاد )تاــبمار( تاردــحنم دوــجو-

ھــتاعاقنــیبو فــحتملا يـف تاردـحنملا دــجوتً لاثمف ،ةـقلغملاو

 ،ةقاعلإا يوذل تاملاعلا رھشأ لثمت يتلا ةیحیضوتلا روصلا :)6 ةروصلا(
)2020 ،طایخو يفطصم(

.ةیكرحلا ةقاعلإا يوذ ةكرح لیھستل تارمملا يف تاردحنم :)7 ةروصلا(
)Desjardins, 2020, 51(

ةقاعلإا يوذ صاخشلأل فحاتملا ةرادإ
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تاینتقملاو ضراعملا .٨

 تاـمولعملا لیـصوتل ةـلیدب لئاـسو رفاوـت ضراـعملا يف ىعاری-
 وأ لــیارب ةــقیرطب تاروــشنملا :لــثم ةــقاعلإا يوذ صاخــشلأل

.ةیعمسلا ةقاعلإا يوذ نم صاخشلأل ةراشلإا ةغل يمجرتم

 عـطقلل لوـصولا ةـحاتإ عم ،ةیلعافتةیفحتملا ضراعملا نوكت نأ-
 بـسح( ضرـعملا قطاـنم نـم ةـقطنم لـك يـف دـیلاب ةضورعملا

 تاودأـب كاسملإا ةقاعلإا يوذل حاتیو ،)ةضورعملا عطقلا ةعیبط
.ةلوھسب ضراعملا يف ةزھجلأاو مكحتلا

 نكاــمأ رفوــتو ،ةعــساو تاــضورعملا نیــب تارــمملا نوــكت نأ-
.ضرعلا قطانم لخاد ةحارتسا

 مـھفلا ىـلع ةدعاسملل ةیفارغوتوف روصو ،ةیطخ تاموسر رفوت-
 ةــقاطب نوــكت نأو .ةءارــقلا يــف تابوعــص نــم نوناــعی نــمل
 يـف ضرعلا تلااص لخاد ةحاتم ضرعملاب ةصاخلا تامولعملا
 طــخب تاــعوبطم ،ةیتوــص– لــیارب ةــقیرط( لــثم ةــلیدب لاكــشأ
 .)ریبك

 ةیرـصبلا ةقاعلإا يوذ نم صاخشلأل حمست ةیسمل طئارخ دوجو-
.ضرعملا تاراسمو ةئیب روصتب

 ،مـھل ةحضاو ةروصلا لصت يكل ،داعبلأا ةیثلاث تامسجملا ةعاق-
 تامـسجم مادختـسا وأ ،رـصبلا فاعضل ةنیابتم ناولأ مادختسابو
 ةـقیرطب اـھیلع بـتكی اًـنایحأو ،ةـفلتخم تایوتـسمب داـعبلأا ةیئانث
 .لیارب

 نـع تاـمولعملا ىـلع لوـصحلا يـف ةزراـبلا موـسرلاب ةناعتسلاا-
 تاحاـسملاو ةیرامعملا ةینایبلا موسرلاو طئارخلاو ةینفلا لامعلأا
.)225 ،2015 ،نسحلا( داعبلأا ةیثلاث

 ضیرـعلا طخلاـب ةـبوتكم ضرـعملا لخاد ةباتكلا نوكت نأ يغبنی-
.حضاولا

 فـصولاو ةكرحلاو ھیجوتلا يف رصنعك ةیتوصلا ةینقتلا مادختسا-
 مدــقی ثــیح ،ةیــضرلأا تاراــسملاب ةــنورقمةــیفحتملا ضورــعلل
 نرـتقی ثـیحب ،سأرـلا ةعامـس قـیرط نـع ةلوج يتوصلا لیلدلا
تاداـشرإب ةءورـقم نوـكت راـسملا يـف ةیـضرأ تاملاعب راسملا

.ةیتوص

ءامــسلأ ةیتوــص تاراــشإ ھــنع ردــصی يذــلاو يتوــصلا لیلدــلا-
.اھمقرو تاعاقلا

 ةیعانطــصلااو ةــیعیبطلا ةءاــضلإا ىوتــسم يــف مكحتــلا ةاــعارم-
 .رصبلا فاعضو ةیرصبلا ةقاعلاا يوذل ایؤرلا فورظ نیسحتل

 فـیرعتل ھـلخادو دعـصملا باـب حتف دنع ةیتوص تاداشرإ دوجو-
 يأ ىــلإو مھھجوــت قــیرطب ةیرــصبلا ةــقاعلإا يوذ صاخــشلأا

 هاـجتا رـیغت ءانثأ ھیجوتلا يف يتوصلا داشرلإا دعاسی امك ،قباط
 دــنع ةــیریذحت ةیتوــص تاداــشرإ ىــطعیو ،ةیــضرلأا تاراــسملا
.طئاحلا وأ مللاسلا وأ زجاوحلا نم ةقاعلإا يوذ بارتقا

ضرعلاتانازخ.٩

نكمیناكميفضرعلاتانازخلخادةیفیرعتلاتاقاطبلاعضو-
قسنمناكمكانھنوكینأو،اھتءارقلاھنمبارتقلاانمراوزلا
طئاحلاىلعقلعتو،ضرعملاءاحنأةفاكيفةیفیرعتلاتاقاطبلل

.ةیكرحلاةقاعلإايوذنمنیحئاسلابسانتلبسانمعافتراىلع

.ةكرحتملا يساركلا

 ةــقاعلإا يوذ ىــطعت ةیــضرلأا يــف ةمدختــسملا ةداــملا رــییغت-
رخآ ناكم ىلإ ناكم نم لاقتنلااب ساسحإ ةیرصبلا

دعاصملاو مللاسلا .٧

 ةـقاعلاا يوذ نـم صاخـشلأا يسارك بسانیل دعصملا مجح ربك-
 ةــیلآنوــكت نأ لــضفیو ،حتــفلا ةلھــس باوــبلأا نوــكتو ،ةــیكرحلا

 باــب حتــف يــف رــیبكلا دوــھجملا ةــقاعلإا يوذ ىــلع رفوــت ثــیح
.دعصملا

 بـجی اـمك ،دعاصملا لخاد لیارب ةقیرطب ةیداشرإ تاحول دوجو-
 ،2019،مدآ( يتوـص لیلدك حاضیلإل اضیأ ةیعمس لئاسو رفاوت

645(.

 قاــھرإ ببــست لا ىــتح دعــصملا ناردــج ىــلع دناــسم دوــجو-
 ،9 ،8 روصلا( .دعصملا لخاد مھفوقو ءانثأ تازاكعلا يمدختسم

10(

 ةـكرحلاةـیرحب حمسی يذلا يفاكلا لكشلاب دعصملا باوبأ عاستا-
.ماطترا ثودح مدعل نمآ نوكیو

 ریفوــتل ةیتوــصلا تاــمیلعتلا عــم ةــیكیتاموتلأا باوــبلأا مادختــسا-
 دــنعو قباــطلا دــنع دعــصملا لوــصو لــثم حئاــسلل تاــمولعملا
 ةزـھجأ قـیرط نع ةیكیتاموتولأا باوبلأا يف مكحتلا عم ،لوزنلا
 .ءارمحلا تحت ةعشلأا وأ ءوضلاب لمعت

 نیحئاـسلا دوزـتل دعـصملا ةـبرع بناوج لك ىلع نیزبارد رفوت-
.دعصملا كرحت ءانثأ تابثلاب ةقاعلإا يوذ

 تاعفارلا مادختسا ىلإ ةیكرحلا ةقاعلإا يوذ نم نیحئاسلا ھیجوت-
 دعاـصملل لاًیدـب ربتعیُو فحاتملا يف ةمھملا تازیھجتلا نم يھو
 ةــــــكرحتملا يــــــساركلا يمدختــــــسمل ةــــــصصخم يــــــھو
 . )12 ،2003،ةطیاعملا(

 نیزباردو مللاسلا ناردج ىلع ةمعادلا ةیبناجلا دعاصملا :)8 ةروصلا(
.ةیرصبلا ةقاعلإا باحصلأ لیارب ةقیرطب ةزھجم

1:192. WDU (n.d.)

 طیرشو ،ناوللأا يف نیابتلا :)9 ةروصلا(
ھلفسأو جردلا ىلعأ فشكلل لباق يسح

ملسلا تاجرد رییاعم :)10 ةروصلا(

)2010 ،ءاویلإا تاعاطقو ةیحایسلا تاھجولل لماشلا لوصولل يداشرلإا لیلدلا(
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ةدعاسملاةزھجلأللیغشتلاومكحتلاتایلآ.١٢

فورحاھیلعنوكیو،سمللابتاشاشلاورارزلأالمعتنأ-
لبقنماھیلعروثعلالھسنكامأيفو،نوللاةنیابتمةزراب
.ةقاعلإايوذصاخشلأا

ةئیھىلعىرخأبتكولیاربةقیرطبةبوتكملاةلدلأاریفوت-
ةبوحصملاویدیفلاةطرشأوةیبتكمتامدخریفوتو،تاناوطسا
تاشاشمادختساو،ةیتوصلاتلایجستلاصوصنوحورشب

.يرصبويعمسضرع

ئراوطلاتلااحيفءلاخلإا.١٣

ةلحرلاللاخةقاعلإايوذحایسلاةملاسونمأةیلوؤسمعقت
لانمةیحایسلاةعومجملانیبدجویدقف،فحتملاىلعةیحایسلا
كاردإوةملاسلاونملأابةقلعتملاتامیلعتلامھفىلعةردقلانوكلمی
ىلإةفاضلإاب.ةئراطلاتلااحلايفمیلسلكشبفرصتلاورطاخملا

دنعراذنلإاسارجأعامسوأرطاخملاةیؤرىلعةردقلامدع
.ةیرصبلاوةیعمسلاتاقاعلإايوذنمصاخشلأا

يوذنمحایسلاةیامحلاھبمایقلايغبنیيتلاتاءارجلإانمو
:يلیامئراوطلاتلااحيفةقاعلإا

جراخمنكاملأةقاعلإايوذنمنیحئاسلاةفرعمنمدكأتـلا-
لثمةثراكيأثودحلاحيففرصتلاةیفیكوئراوطلا
.لاثملالیبسىلعلزلازلاوأقئارحلا

لثمةقاعلإايوذحایسلاصئاصخعمراذنلإاةزھجأبسانتتنأ-
ةقاعلإايوذصاخشلألةیتوصلاراذنلإاةزھجأمادختسا
يئرمءوضاھنعردصیيتلاراذنلإاةزھجأو،ةیرصبلا
.عمسلافاعضوةیعمسلاةقاعلإايوذصاخشلأل

ئراوطلاتلااحيفراذنلإاریفوتلةددعتمقرطدوجونمدكأتلا-
.ةیرصبلاراذنلإاةزھجأو،ةادانملامظنلثم

ةقطنمدیدحتو،ئراوطلاةلاحيفءلاخلإاتاءارجإبیترت-
نأنامضلةقاعلإايوذنمصاخشلأاةیاعربةصاخراظتنا
.اقبسمددحمعقومدنعةحاتمةدعاسملانوكت

امیفاھمھفنكمیوةحضاووةطیسبتاتفلادوجونمدكأتی-
دوجوىلعلدتيتلاك،ةقاعلإايوذلةملاسلاونملأاصخی

.تاتفلالالكةءاضإورطخ

صاخشلأالبقنماھعامسنكمیيتلاةعومسملاتاتفلالادوجو-
نكمیلابقتساةزھجأمادختسابراصبلإافعضنمنوناعینیذلا
.ھیجوتلاىلعةدعاسمةادأكاھمادختسا

ثحبلاتایصوت

ةغليفةصاخفحاتملابةقاعلإايوذصاخشلألفئاظوریفوت-
.ةراشلاا

متیامك.موسرنودبوأ،ةقاعلإايوذنمراوزللتاضیفخت-
.قاعملاصخشلاقفارملةدحاوةیناجمةركذتحنم

ةلھستاودلأاوتاحوللالثمةضورعملارصانعلانوكت-
ءزجلايفةریغصلاتاینتقملاعضوىلعصرحلاو،لوصولا
فحتلاوأتاینتقملاعضوو،ضرعلاتانازخنميماملأا
.اھفلخةریبكلا

ةیكرحلاةقاعلإايوذصاخشلأابسانتيتلاضرعلاتانازخ-
يفنوكتيتلاواھیلعحرشلل،ةكرحتميساركنومدختسیو
ةلھسنوكتو،نیرئازلاىلعًارطخلكشتلاو،رظنلاىوتسم
ةءاضإمادختساعم،ةیرصبلاةقاعلإايوذلاھعقاومنعفشكلا
.رصبلافاعضبسانتلاھلخادةضورعملاعطقلاىلعةمئلام

لاو،نكممدحىصقلأاھنمبارتقلاارئازللتانازخلاحیتت-
راسميفئجافملكشبزربتلاأو،ةداحایاوزتاذنوكت
.ةكرحلا

ةدشرملابلاكلاوةدعاسملاةزھجلأا.١٠

لیلد،نوفوركیم(ةقاعلإايوذلتادعموتازیھجتدوجو-
تامدخمیدقتىلايدؤیامم)كرحتميسرك،لیربةقیرطب
.ةیحایسلاةلحرلاحاجنىلإيدؤیمثنمو،ةزیمتم

فشكتسملالثمةیسمللاوةیعمسلاتاودلأاوةزھجلأاریفوت-
ءاضیبلااصعلاعمقلطلاءاوھلايفلامعتسلالممصملايتوصلا
.ةدشرملابلاكلاوأ

ةلوجلاللاخيلخادلالاصتلاامظنوأئراوطلافتاوھریفوت-
مادختساىلعصرحلاعمنوللاةنیابتمنوكتنأوةیحایسلا
.لیاربةقیرطبةبوتكموةسوملمصوصنورارزأ

ةقاعلاايوذصاخشلأللاصتلااتامدخوةمظنأ.١١

.عومسمتوصىلإصنلالیوحتجمانربریفوت-

ةزھجأمادختسابةیحایسلاةعومجملاىلإتامولعملامیدقت-
لیدبقیسنتبةحاتمنوكتتامولعملاسفنو،ویدیفلابضرعلا
فرحلأابةعابطلاوأ،لیاربةقیرطبو،يعمسلاضرعلالثم
)11ةروصلا(.ةریبكلا

لثمةــیحایسلاتاــھجاولالـخاديـنابملايفةــیلعافتلاةزھجلأا-
،ةیئابرھكلاحیتافملاةحولوأ،سمللابلمعتيتلاضرعلاتاشاش
وأفوقولاعضويفمادختسلالمئلامعافتراىلعاھعضومتیو
.سولجلا

 توصلا ریبكتو عمسلا ىلع ةدعاسملا تاودلأا نم جذامن :)11 ةروصلا(
 ،ءاویلإا تاعاطقو ةیحایسلا تاھجولل لماشلا لوصولل يداشرلإا لیلدلا(

2010(
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ةیقافتا.)2021(.ناسنلإاقوقحلةیماسلاةدحتملامملأاةیضوفم
ينوناقلاراطلإاقئاثو،ةقاعلإايوذصاخشلأاقوقح
.ةیلودلاناسنلإاقوقحليساسلأا

.)2023(.ةقاعلإايوذصاخشلأاقوقحماظن

https://laws.boe.gov.sa/BoeLaws/Laws/LawDetails/
e52b691a-785c-42a7-8916-b07d00e4fd38/1

قیوستلانیبامةیضارتفلاافحاتملا.)2022(.فطاعءایلع،ةیطع
،ثارتلاوقدانفلاوةحایسلاةلجم،ثارتلاھنمقرويمقرلا
.5،235:254ددعلا

ةیبنجلأاعجارملا:اًیناث

Department of Agriculture. (2016). Accessibility 
Guidebook for Outfitters & Guides 
Operating on Public Lands. United 
States.1:28.

Desjardins, E. J. (2020). Building Accessibility 
Handbook 2020 - Illustrated Commentary 
on Accessibility Requirements. British 
Columbia Building Code 2018.51

WDU (n.d.). The Universal Standards Guide For 
Persons With Disabilities: universal 
standards for persons with disabilities. 
World Disability Union 
Accreditation Center Istanbul, 1:192.

هذھعملماعتلاوةراشلإاةغلنعفحاتملابنیلماعللتاروددقع-
.ةیلاغلاةئفلا

فحاتملاعم،تارازولاو،ةیریخلاتایعمجلانیبنواعتلا-
.ةقاعلإايوذلاھتئیھتيففحاتملاةدعاسمو

ضراعممیظنتوةدعاسملاةلدلأاوتاعیرشتلاونیناوقلارادصإ-
.مھبةصاخ

ةركتبملولحداجیلإينقتلاریوطتلاويملعلاثحبلاعیجشت-
ةیكذلاتاینقتلامادختسالثمةقاعلإايوذتایدحتلةلاّعفو
.يعانطصلااءاكذلاو

عجارملاةمئاق

ةیبرعلاعجارملا:لاًوأ

يفيعانطصلااءاكذلاوایجولونكتلا.)2022(.لمأ،دجملاوبأ
،ةروصنملاةعماج،صرفلاوتایدحتلايحایسلاداشرلإا
.553-483،)5(11،قدانفلاوةحایسلاةیلكةلجم

تازیھجتلاللاخنمفحاتملاةلاسر.)2019(.ىسیعماصع،مدآ
،)4(89،ةیناسنلإامولعلاوبادلآاةلجم،ةینقتلاوةیداعلا

645-658.

راصبأىنبمءاشنلإطورشلاوایازملا.)2003(.قیفوتدمحم،اولب
،ةیرصبلاةقاعلإاةمدخولیھأتللراصبإ،)ةینفةسارد(
.6،ةیدوعسلاةیبرعلاةكلمملا

لابقتسلاينطولافحتملاةئیھت.)2015(.نامیلسيردنبلا،نسحلا
كلملاةعماج،ریتسجامةلاسر،ةیرصبلاةقاعلإايوذ
.260-225،دوعس

نعممھلايوذاضرریثأتسایق.)2023(.دمحمةزع،ملاسلا
قوسلايفمھجمدىلعمھلةمدقملاةیحایسلاتامدخلا
ةحایسلليلاعلايرصملادھعملا:رصم.يحایسلا
.89-64،)1(4،قدانفلاو

يداشرلإالیلدلا.)2010(.ةقاعلإاثاحبلأناملسكلملازكرم
،ءاویلإاتاعاطقوةیحایسلاتاھجولللماشلالوصولل
.ةیدوعسلاةیبرعلاةكلمملا

يداشرلإالیلدلا.)2010(.ةقاعلإاثاحبلأناملسكلملازكرم
ةیبرعلاةكلممللةینارمعلاةئیبلايفلماشلالوصولل
.ةیدوعسلاةیبرعلاةكلمملا،ةیدوعسلا

يوذةحایس.)2020(.دبعنسح،طایخ؛قداصبنیز،يفطصم
.)يحایسلاداشرلإاوةماقلإاورفسلايفاھتابلطتم(ةقاعلإا
.(1:493،ةیفاقثلاقداصلارادةسسؤم:قارعلا.)1ط(

نكاملأاوينابملاتازیھجت.)2003(.دومحمدوواد،ةطیاعملا
يوذونیقوعملا-لقنةودنقاروألجس،ةحوتفملا
.12،ضایرلا،تلاصاوملاةرازو،ةصاخلاتاجایتحلاا
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 :فحاتملا قايس يف قيوستلا رود
ضايرلاب ينطولا فحتملا روهمج ةلاحل ةسارد

 قـیقحت يف قیوستلا رود دیدحت ىلإ ةسمخلا ةرواحم يف ثحبلا ىعسی
 ،ھـقیبطت ھـجاوت يـتلا تایدـحتلا ىـلع زـیكرتلا عـم ،فحاـتملا فادھأ
 تایجیتارتــسلاا يــف ثــحبلا ضیفتــسی اــمك ،ھــیف ةرثؤــملا لــماوعلاو
 ةأـشنملل ةلماـش ةـسرامم ىـلإ قیوـستلا لوـحت يتلا ةَّیِلَمَعلا تاودلأاو
 ساـیقل اًـجذومنأ يدوعـسلا ينطوـلا فـحتملا ثـحبلا ذختیو .ةیفحتملا
 هاجت يلحملا عمتجملا تاھجوت للحُّیو ،ةیقیوستلا ھجمارب ةیلعاف ىدم
 فـیظوتلل تایـصوتلا نـم ةـعومجمب ثـحبلا متتخی ،اًریخأو .فحتملا
.يفحتملا قیوستلا تایملعل دیجلا
:ىلإ ثحبلا فدھیو

 يذـلا ضوـمغلا حاـضیتساو ،قیوـستلا نـع ةَّیِطَمنَلا ةرظنلا ةلازإ•
.يفحتملا قیوستلاب قحلی

نــم دــیزملا جامدــنلا عفدــی اــمم قیوــستلا تادــئاع ىــلع دــیكأتلا•
.فحاتملا تاطاشن يف ھتاسرامم

تاودلأاو ةــفرعملاب اــھیلع نیمئاــقلاو فحاــتملا ءاردــم دــیوزت•
 اـھنیكمتل يـفحتملا قیوستلا لاجم يف ةثیدحلاو ةَّیِلَمعلا بیلاسلأاو
.مھتآشنم يف

 يـف ھلغشی يذلا رودلاو ھنم فدھلاو قیوستلا ىنعم :لولأا روحملا
يفحتملا قایسلا
 ةكرـشلا ھمدختـست يذـلا بولـسلأا ھنأ ىلع ایًدیلقت قیوستلا ىلإ رظنیُ
لــكشبنلاعلإا قـیرط نـع ،نـیكلھتسملل تامدخلا وأ تاجتنملا عیبل

ثحبلا صخلم
 ثـیح ،يـفحتملا قایـسلا يـف قیوستلا مادختسا روطت ةساردلا تلوانت
 عـمو .فحاـتملاب ھـتاقیبطت يـف ادًـیقعتو اًراـشتنا رـثكأ قیوستلا حبصأ
 دوـجو عـم ،اتًوافتم فحاتملا تاسایس يف قیوستلا جمد لازی لا ،كلذ
 اذـھيـف قیوـستلا تاـناكمإو فادـھأ لوح نیریبك مھف ءوسو كابترا
.ةیبرعلا انتقطنم يف اصًوصخ ،قایسلا
عــمجل يقئاــثو يفــصوو يئارقتــسا :نیــجھنم تمدختــسا ةــساردلا
 يــف ضوــمغلا حاــضیتسا فدــھب ،ةقباــسلا تاــیبدلأا نــم تاــمولعملا
 يئاـصقتسا جھنـم تمدختـسا اـمك .اـھلیعفتو يفحتملا قیوستلا ةیرظن
 فـحتملا نمةمدختسملا ةیقیوستلا تاودلأا ةیلعاف ىدم سایقل يلیلحت
 .يلحملا عمتجملا تاھجوت ىلع اھتاریثأتو يدوعسلا ينطولا
فادـھأو قیوـستلا فادـھأ نیـب طبرـلا ةرورـض ىلع ةساردلا تددش
 اـمك .فحاـتملا قایـس يـف قیوـستلل لماشلا رودلا تزربأو ،فحتملا
 ةرادإ يــفةــحرتقملا قیوــستلا تایجیتارتــسلا ةــیلمع تاــقیبطت تمدــق
 تاـسرامملا هذـھ قاـطن عیـسوت ةیمھأ ىلع ةدكؤم ،يفحتملا قیوستلا
.فحاتملا لمع بناوج ةفاك لمشتل

ةلادلا تاملكلا

 ينطوــلا فــحتملا ؛فحاــتملا روــھمج ؛ةــثیدحلا تاــینقتلا ؛قیوــستلا
.يقیوستلا جیزملا ؛ يدوعسلا

ةمدقملا
 فیرـصتل ةـیراجتلا تاـمظنملا تعَـس ،ةیعانـصلا ةروـثلا رصع ذنم
 نـم زرـب .جیورـتلاو عـیبلا يف ةثیثح ادًوھج ھینبتم ،مخضلا اھنوزخم
 فدھتـستو ةـسفانملا ةدـح عـم لماعتلل بولسأك قیوستلا موھفم اھدعب
 Kotler( قوـس لـكل زـیمتم ضرـع میمـصتب اھقاوسأ تاكرشلا ھیف

et. al. 2008(. ماـع يـف ماـق ،ثیدـحلا قیوـستلا وبأ ،رلتوك نأ ىلإ 
 )قیوـستلا موـھفم عیـسوت( ھــتلاقم يـف موــھفملا اذھ عیسوتب ،1969

Ni et. al. 2003قاــطن عــسوت لــعفلاب مــت ،تاینیعبــسلا لوــلحبو 
 )Kotler et. al. 2008( ةـیحبرلا رـیغ تاـمظنملا لمـشیل قیوستلا

 فحاـتم يـف قیوستلا تاسایس نم دیدعلا تذفُِن تاینینامثلا فصتنمبو
 داــمتعا نأ لاإ )Wang, 2024( ىرــخأ نادــلبو ةدــحتملا ةــكلمملا
 نیــب يلاــعفناو داــح شاــقن عوــضوم ناــك تاــسرامملا هذــھ قــیبطتو
 ضعبـلا لداـج .)(McLean, 1997 تاـینینامثلا لئاوأ ذنم نیینھملا
 فحاـتملا قـقحت نأ اـھللاخ نـم نـكمیُ ةیوق ةلیسو رفوی قیوستلا نأب
 ىدـمب نیككـشم اوـلظو ةـبَیِربِ نورـخآ اـھیلإ رـظن نیـح يف ،اھماھم
 مغرو .) (Sandell & Janes, 2007اھریثأت نم اًفوخ وأ اھتمءلام
 راــشتنا داــیدزاو ةرــیخلأا تاونــسلا يــف رــیخلأا رــیكفتلا اذــھ عــجارت
 يـف قیوستلا جمد نأ لاإ ؛فحاتملا ملاع يف ھتاقیبطت روطتو قیوستلا

 مـھفلا ءوـسو كابترلاا لازیلا امك .اتًوافتم لازی لا فحاتملا تاسایس
 يـتلا ةلكـشملا نـمكت اـنھو .ھـتایناكمإو ھنم فدھلاب ناطیحی ناریبكلا
.اھجلاعل ثحبلا ىعسی

يقوزرملا دعس قاوشأ
ثارتلا ةرادإ يف ریتسجام ةثحاب

ضایرلا ،دوعس كلملا ةعماج



87

نـــم لـــكل تلایـــضفتلاو تاـــجایتحلااو تاـــعقوتلاو تاروــــصتلاو
 دكأ دقو .)(Sandell & Janes, 2007 ةلمتحملاو ةیلاحلا ریھامجلا

 فدـھلا دـعی مـل ھـنإ ركذ امنیح )2008( نورخآوKotler كلذ ىلع
 ىـلع روـثعلا اـمنإو ؛تاـجتنملل ءلاـمع ىـلع روثعلا وھ قیوستلا نم
.ءلامعلل تاجتنم

قیبطتلاو ةیرظنلا نیب يفحتملا قیوستلا :يناثلا روحملا

 ةـعومجم يف ةدوجوم ةیسیئرلا ةماعلا ھتانوكمو قیوستلا تایرظن نأ
 ,Bradford( تاینیتــسلا ىــلإ اــھخیرات دوــعی يــتلا تاــیبدلأا نــم

2005; Ni et. al., 2023( تاــیرظنلا نــم ةرــیبك ةبــسن نأ لاإ 
 نــم لاًدــب تاــنھكتلا ىــلإ دنتــستو يجاتنتــسا لكــشب ةقتــشم ةــثیدحلا
 يـف متـی اـم ةًداـع ھـنإف ،يـبیرجتلا راـبتخلاا ءارـجإ دنعو .ةظحلاملا
 نـم لاًدـب ةرـیبكلا تاكرـشلا لـخاد ،لاـثملا لیبـس ىـلع ؛ةنیعم تائیب
تاكرــشلاو ؛تامدــخلا نــم لاًدــب علــسلا ىــلع زــیكرتلاو ؛ةریغــصلا
 قاوــسلأاب متــھتو ؛حبرــلل ةــفداھلا رــیغ تاكرــشلا نــم لاًدــب ةــیحبرلا
:ىــلإ كــلذ ىدأ دــقو .ةــسناجتملا رــیغ قاوــسلأا نــم لاًدــب ةــسناجتملا
 ةدـــئافلا تادـــئاع نـــم لاًدـــب ةـــیمكلا تاـــیجھنملا ىـــلع زـــیكرتلا
)Bradford, 2005(، فحاـتملل يئاـھنلا جتـنملا لـعفلاب يـھ يـتلاو 
 اھـسایقنـكمی لا يـتلاو )ةراـیزلا ةـبرجت نـم ةدـئاعلا ةـیفاقثلا ةدئافلا(
.اًیمك

 يـف تاـفلاتخلاا ضـعب ىلإ ءوضلا طیلست نم دبلا ناك ،كلذل ةجیتنو
 لكشب ةقتشملا تایرظنلا كلت قیبطتل ةبترتملا راثلآاو ،فحاتملا قایس
.فحاتملا قیوست يف اھقیبطت متیل لامعلأا عاطق نم ریبك

 رـصانعلا نیـب زـییمتلا ىلإ لیملا ،فحاتملا قیوست تایبدأ يف ظحلای
 رجاــتملاك ،فــحتملل يراــجتلا بــناجلاف .ةــسوململا رــیغو ةــسوململا

 ةلـصفنم ةیقیوست ةیجیتارتسإب لمَاعُی ،لاثملا لیبس ىلع ایادھلا لحمو
 بـصنیف سوـململا رـیغ بـناجلا اـمأ .ةـیراجتلا ھـتفیظو عـم ىشامتت
 لا يـتلاو "ةـبرجتلا" وـھو لاأ فـحتملل يـقیقحلا جتـنملا ىلع زیكرتلا
 ,Hooper-Greenhill, 2003; McLean( ةعلسك اھنیزخت نكمی

2005; Gonsales, 2021(، ةبرجتلا" جتنملا اذھ نأ ىلإ رظنلابو" 
 اًـضیأنوكی دقو ،فحتملا راوز عیمجل ةرورضلاب حلاص نوكی لا دق
 ،كـلذ يـنعیف ،)Kotleral., 2008( نیـفلتخم صاخشلأ ةریثك ءایشأ
لا اـننأ اـمك ،فحاـتملا ىـلإ ساـنلا باـھذ ببـس اقًح فرعن لا دق اننأ
 نـم ءاـج يذـلا جتـنملا نوـكی دـقف .ةقدب ةبرجتلا نوردقیُ فیك فرعن
 ایادـھلا رـجتم وأ ىـھقملا وأ ةـعومجملا يـف نیـعم رـصنع وـھ ةـلجأ
 ،ةـجتنُم ددـحی نـم وھ رئازلا .يعامتجلاا لوبقلا ىتح وأ تاراكذتلاو
 نیـبلـصفلا ةـیناكمإ مدـعف ،طـقف "ةبرجتلا" درجم اھاری لا دق يذلاو
.فحاتملا عاطق يف عقوتمو عئاش رمأ تامدخلا

يفحتملا قایسلا يف قیوستلا ىلع ةرثؤملا لماوعلا :ثلاثلا روحملا

 لا ءزجاھنوك قیوستلا لشف وأ حاجنب ریبك طابترا تاذ لماوع كانھ
:رصانعلا كلتل زجوم درسنسو ،فحتملا تایلمع نم أزجتی

 يـتلا هاـنعمو ھتیوھ فحتملا حنمت يتلا يھو :ةیفحتملا تاینتقملا .١
 تاــینتقملا ریــسفت رــبتعیو .اــھتبرجت للاــخ نــم روــھمجلا اھكردــی
ةداـیز نوـكت دـقو .قــیوستللو روــھمجلل ةـمساح لـماوع اـھضرعو
 نأ طرـشب نـكلو ،ةدـیجلا تاـینتقملا دوـجول ةجیتنلا يھ راوزلا دادعأ
 .)McLean, 2005( ءانعلا قحتسی اًئیش راوزلا ربتخی

 روـھمجلا ذـخأب فحاتملا ينابم دییشت متی مل ،اًمیدق :فحتملا ىنبم .٢
 ،لاًصأ اھیف عطقلا عمج مت ةمخف لزانم تناك امنإو ،رابتعلاا يف

 .Tobelem, 2007; Gonsales, 2021; Ni et. al( يـساسأ
 قــیقحتل يعــسلاو ةــصاخلا تاــسسؤملا ملاــعب اًــطبترم لــظو .)2023

 ىـلع ھـقیبطت لبق ةیحبرلا ریغ تامظنملا عاطق لمشیل دتما مث ،حبرلا
 فحاــتملا ىــلإ لــصیل ھــتایلمع لاــجم تعِــسُو موــیلاو ،ةــفاقثلا ملاــع
)Gonsales, 2021; Wang, 2024(. 

 تامدخلا قیوست يف نیصصختملل داحلا صقنلا نع تاساردلا تفشك
 مـھف رـصتقی اـم ابًلاغف .موھفملا اذھل مھف ءوس ىلإ ةفاضلإاب ،ةیفحتملا
 ,.Došen et. al( لـیومتلا بذجو جیورتلل ةادأ ھنأ ىلع ھل نیریثكلا

 ،جیورــتلا ھــمدقی اــمم رــثكأ لمــشی قیوــستلا نأ نیــح يــف )2021
 تاــملاعلا ءاــنبو ،تاــجتنملا ریوــطتو ،قوــسلا ةــسارد نمــضتیو
.ریثكلا اھریغو ،ةیوھلاو

 ىـلع ثیدـحلا قیوستلا Tobelem(2007: 296,309) فرع دقو
 رــیغ وأ ةــیراجت ،ةــمظنمل حمــست لــمعلل ةلیــسوو لــیلحتلل ةادأ :ھــنأ
 نــمو ،ةرادلإا عورــف دــحأ وــھو ،لــماكلاب اھفادــھأ قــیقحتب ،ةــیراجت
 ھـقیبطتمتیـس يتلا تلااجملا وأ لاجملا دیدحت ةسسؤملا ةداق ةیلوؤسم
 ھـجو ىـلع يـفحتملا قایسلا يف قیوستلا سیول رتیب فرع امنیب .اھیف
 نوـكتو ،ضرـعملا وأ فـحتملا ةـمھم دكؤت ةیرادإ ةیلمع :ھنأ دیدحتلا
 يمدختـسم تاـجایتحاب ءاـفولاو عـقوتلاو لاعَّــفلا دیدحتلا نع ةلوؤسم
.)Lewis, 2005: 217( فحتملا

يــف قیوــستلا ئداــبم فحاــتملا نــم دــیدعلا يــنبت نــم مغرــلا ىــلعو
 طعت ملفحاتملا تایبدأ نأ لاإ ،ةتوافتم تاجردبو ،ةیضاملا تاونسلا
 موھفمل روھظ لوأ ناكف .) (McLean, 2005ایفاك امامتھا قیوستلا
 اـمك ،يـضاملا نرقلا تاینیتس يف فحاتملا ةرادإ تایبدأ يف قیوستلا
Broadening the" يـفیلو رلتوـكل يكیـسلاكلا صنلا يف قثوم وھ

Concept of Marketing" يریدــم مــظعم" نأ اورــكذ ثــیح 
 ثارـتلاىـلع ظاـفحلا" اھنأ ىلع ةیساسلأا مھتیلوؤسم رسفی فحاتملا
 دـیدعلل ةبـسنلاب فحاـتملا ربتعت ،كلذل ةجیتنو ."ةمداقلا لایجلأل ينفلا
 ناعرـس يتلا راثلآا نم ًلاایمأ مضت ةدراب ةیماخر ةحرضأ سانلا نم
 ,Kotler & Levy( ".ةـبعتُملا مادـقلأاو بؤاـثتلل لاـجملا حـسفت ام

 نوـنفلل ناـتیلوبورتم فـحتمل روـضحلا ةداـیز اورسفو .)11 :1969
 ةدــیدجلا ةرادلإــل ةیقیوــستلا ةفــسلفلل ةــجیتن اــھنأ ىــلع كروــیوین يــف
 .قیوستلا تاودأو فحتملل

 دیلوت وأ ،راوزلا دادعأ ةدایزل فحاتملا ىلع نیمئاقلا نم دیدعلا ىعسی
 ،ةـیاغلا هذـھل قیوـستلا نوـفظویو ،لاـملا لـباقم ةمیق میدقت وأ ،لخدلا
 فحاـتملل ىمـسلأا ةـیاغلا .فحاتملا دوجو نم ةیاغلا تسیل هذھ نكلو
 روعشلا میظعتل فدھی قیوستلاو .ةیساسلأا اھتفسلف فادھأ قیقحت يھ
 .روھمجلا ةبرجت میظعت اًینمضو ،فحتملا فادھأب ماعلا يعولاب

 يـف قیوستلا رود روصتل ناتزیمم ناتقیرط زنیجولدناس ظحلا دقو
 ھـنأىـلع اـم دـح ىـلإ قیض لكشب ھیلإ رظنی لولأا .فحاتملا تایبدأ
 ماــعلا ماــمتھلاا ةداــیزل ةممــصملا تاودلأا وأ تاــینقتلا نــم ةــعومجم
 ) Sandell & Janes, 2007( اـھنم ةدافتـسلااو فـحتملا ضورعب

 ةمیقلا قلخىلإ رظنلا يف )ةیدیلقتلا تاكرشلا( تامظنملا رمتست ثیح
 ىدـــملا ىــلع ءادلأا نیــسحت ىــلإ يدؤــی اــمم ،قیــض روــظنم نــم
 تاـــجایتحا ةـــیبلتب ةـــمادتسملا ةـــمیقلا قلـــخ نـــیلھاجتم ،رـــیصقلا
 موـھفملا اـمأ )Kramer & Porter, 2011( ةـیمھأ رـثكلأا ءلامعلا
 وأ ةفسلف ھنأىلع قیوستلا زنیجولدناس ىریف اًیلك فلتخملاو ،يناثلا
 فـــحتملا تاـــیلمع زـــكرم يــف روــھمجلا عــضی وــھف ،لماــش ھــجوت

 مدــقیو .ھتطــشنأو ھــفئاظو عــیمج ىــلع لــقأ وأ رــبكأ ةــجردب رثؤــیو
 حـلاصملل مــھفلاو يــعولا للاـخ نــم ةــعونتملا ھـضورع فـحتملا

ضایرلاب ينطولا فحتملا روھمج ةلاحل ةسارد :فحاتملا قایس يف قیوستلا رود
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مـسوملا بـسح راوزـلا دادـعأ فـلتخت :مظتنملا ریغ بلطلا•
.مویلاو رھشلاو

فـحتملا يـف فاـك لكـشب نوكراـشی راوزلا :لماكلا بلطلا•
.جماربلاو ضراعملاو

 جمارــبلا نــم يــفكی اــم فــحتملا مدــقی لا :دــئازلا بــلطلا•
.بلطلا ةیبلتل قفارملاو تامدخلاو

 نــم تاــئفلا نیــب زــییمتلا ةــیمھأ ىــلعNechita (2022) دــكأ دــقو
 نوـبغری لا نیذـلا نیـضفارلا نـم مھـضیقنو ،راوزـلا ریغ وأ راوزلا
 اـھلیوحتلیحتسملا نم داكی يتلا صاخشلأا ةئف مھو ؛فحتملا ةرایزب
 مھبذـجل ةمدختـسملا ةیجیتارتـسلإا عادـبإ نع رظنلا ضغب ،راوز ىلإ
 يـف ضاـفخنلاا نأTobelem (2007) رـكذ نیح يف .فحتملا ىلإ
 كلذ جلاع بلطتیو .تاجتنملا نم رثكأ وأ دحاو ىلع نوكی دق بلطلا
 وأ ،ةدـیدج تاـعومجم وأ ،دیدج حانج وأ ،ةتقؤم ضراعملل طیطختلا
تاـمظنملا ضـعب ھـجاوت دـق لـباقملا يـفو .دیدج روھمج نع ثحبلا

 لـیلقت بـجی انھو .ةرایزلا ةدوجل دسفملا ماحدزلااب ببستی ارًیبك اًبلط
 .ةیئاقتنا ریغ وأ ةیئاقتنا ةقیرطب هرشن وأ ،مئاد وأ تقؤم لكشب بلطلا

فحاتملا يف قیوستلل يلَّمعلا قیبطتلل تاودأ :عبارلا روحملا

 لـیوحتلحاـتفملا وـھ راكتبلااو ،ةدیرف دراوم ایازمب فحتم لك عتمتی
 يف دعاسی ام نأ مدقت امم صلختسنو .ةیقیوست ایازم ىلإ دراوملا كلت
 رـشابم لكـشب نارثؤـیو ،نییـسیئر نیبناج امھ فحتملا دوجو زیزعت

 قــیقحتو ،ةــفاقثلا كلھتــسم تاــجایتحا اــمھو ،ةــسسؤملا قیوــست ىــلع
 نأ وـھ نیتجاـحلا نیتاـھ نیـب عـمجلل يلاـثملا لـحلاو .فـحتملا ةمھم
 عـمجلل نیبناـجلا لاـك نیـب نزاوـتلا قـیقحت ىـلإ فحاتملا ءانمأ ىعسی
هذـھ لھـست يتلا تاودلأا نم ةعومجم للاخ نم كلذو .ةءافك رثكلأا
:ةیلمعلا

فحتملا ةمھم دیدحت .١

 للاـخ نـم كـلذو .قیوـستلا ةفـسلف لوبقب أدبی قیوستلا نأ سیول ركذ
 لوأ نإ ثـــیح ً،لاوأ ةـــیرادلإا تاـــسایسلا يـــف قیقدـــتلاو ةـــعجارملا

 ةــمھمو ضرــغلا ناــیب( يــف ةــیدجب رــظنلا يــھ ،قیوــستلا تاوــطخ
 ماـظنل ةـیبناجلا راـثلآا دـحأ نأ سیول ركذیو .ھترادإ ھقف يف )فحتملا
 ةداـعإىـلع فحاـتملا ءاـنمأ راـبجإ وھ ایناطیرب يف فحاتملا لیجست
 ةلــص اذ رــیغ حبــصأ اــھنم رــیثكلا نأ ثــیح ،مھــسیسأت قئاــثو میــیقت
 كـلتمی ،ةـیناطیربلا ةـلاحلا يـفو )Lewis, 2005( ةـیلاحلا ھتاقایـسب
 طرـشلا اذـھ نأ لاإ ،ھـسیسأت ذـنم ھـتیاغ ددـحی ضرـغلل انًایب فحتملا
 يـف فحاـتملا ءاـشنإ ةـصخر جارختـسا طورـش نمـض بولطم ریغ
 رمأ وھو،).ت.ب ،عدبأ( ةیدوعسلا ةیفاقثلا ةرازول عباتلا عدبأ ةصنم
 يف رظنلا ةداعلإ ةجاحلا ىلع سیول دكؤیو .ةیدجب ھیف رظنلا نم دبلا
 اھدـیدجت ةداـعإو ،ةنـسلا يـف لـقلأا ىـلع ةدـحاو ةرـم فحتملا ةمھم
 ،ةـمھملا هذھ قیقحتل تاجایتحلاا دیدحت مث .تاونس سمخ لك لماكلاب
 تامدـخلا ریفوت عم تاجایتحلاا كلت ةیبلت ةیلمع أدبت نأ نكمی اھنیحو

Lewis, 2005)(. 

ةتباثلاو ةحضاولا ةیوھلا .٢

 ةیتوـص وأ ةیرـصب تـناك ءاوـس ةیسحلا ةأشنملا ةیوھ نأ مولعملا نم
 ،ةـسوململا رـیغ اھلوـصأ نـم رـبتعت اـھب ةـطبترملا ةعمُـسلا ىتح وأ
 ,Lewis( ةأـشنملا ةـیوھ سـكعت اـھنإ ثـیح .لـقث تاذ ةـمیق لكشتو

2005; Kotler et. al., 2008; Wang, 2024( ةــــــــملاعلا نإ

 ىـلولأا ةـجردلاب عـطقلا كـلت عـم مـئلات اـمب ةـیرثلأا عـطقلا ضَرعتُو
)McLean, 2005; Kotler et. al., 2008; Gonsales, 

 ةـقیرطب اھمیمـصت متـی ةـثیدحلا فحاـتملا يناـبم نأ نیح يف )2021
 ,Panagiotis ةرــصاعملا فحاــتملل ةــثیدحلا فئاــظولل بیجتــست

 نوــكت نأ ةرــكف مــعد ةــیمھأ ىــلعUlus(2021) دــكؤیو .)(2023
دوــجو ةرورــض ىــلإ اًریــشم ،ةــیعامتجلاا ةاــیحلا يــف رود فحاــتملل
 ةحاـسم دوـجوب عاـبطنلاا ءاـطعلإ ،ھـیفرتلا نكاـمأو معاطمو يھاقم
.ةیعامتجلاا ةایحلل

 نـم مھفقوـمو ةـیمیظنتلا تاـیللآاب نیفظوملا ةقلاع نإ :نیفظوملا .٣
 روـھمجلا روصتو فحتملا ةعیبط ىلع مساح لكشب نارثؤی روھمجلا

 نأ ،كـلذ ریغ وأ نیفرتحم اوناك ءاوس ،فحتملا يفظومل نكمیف .ھنع
وأ ةیحطــس ةــبرجت میدــقت للاــخ نــم رــئازلا ةــبرجت ىــلع اورثؤــی
 وـفظوم عـیمج نوـكی نأ مـھملا نـمو .) (McLean, 2005ةزـیمم
 ناـیبو ،يـفحتملا لـمعلا تاـیقلاخأب ھمات ةفرعمو ةیارد ىلع فحتملا
 .ةمھملا هذھ قیقحت نم اءًزج اونوكیل ،فحتملا ةمھمو ضرغلا

 ،فـحتملا ىـنبمو ،ةیفحتملا تاینتقملا ضرعتت :ةیمیظنتلا تایللآا .٤
 ةـفاقثىـلع ،رـشابم رـیغو رـشابم لكشب ،رثؤت طوغضل نوفظوملاو
 فــحتملل "ةــیمیظنتلا تایللآا"ـــب ھتیمــست نــكمی اــم يــھو .فــحتملا
)McLean, 2005(. لـماوعلا ىـلإ ةـیمیظنتلا ةـیلكیھلا ىنبلا ریشتو 
 نـم دبلاو .ةلعافلا تاھجلا تادقتعمو تارایخو لاعفأ ىلع رثؤت يتلا
 لـماوعلاو )يلخادلا میظنتلا نم ةقتشملا( ةیلخادلا لماوعلا نیب زییمتلا
 ةــیموكحلا تاــسایسلا لــثم ،)اــیًجراخ ةددــحملا تاقایــسلا( ةــیجراخلا

 فلاتخاــبو )Gray, 2016( ةــینھملا رییاــعملاو ةــیلاملا تاردــقلاو
 اـم اـبًلاغف .)خـلإ... ؛ةـیعماج ؛ةـینطو ءاوس فحاتملل ةیمیظنتلا رطلأا
 ةرطیــسلا نأ لاإ .ةــطیحملا ةــیعامتجلاا وأ ةیــسایسلا بــناوجلاب رثأــتت

 ةـیلیومتلا بـناوجلا يـف نُـمكی ام ةداع فحتملل يمیظنتلا لكیھلا ىلع
McLean, 2005)(.

 لیھـستل ایًئزج ،"ةفدھتسملا ریھامجلا" موھفم رھظ دقل :روھمجلا .٥
 تاــینقت لاــخدلإ ةًباجتــسا وــھ رــخلآا ءزــجلا نــكلو ،قیوــستلا ةــیلمع
 روـھمجلا دـعیو )Hooper-Greenhill, 2003( فحاتملل قیوستلا
 لاـف،قیوـستلا روـحم مـھف كلذبو ،ةرصاعملا فحاتملا زیكرت روحم
 .رظاــنلا نیــعب لاإ ةــعومجملا نمــض عــطقلل يــقیقحلا ىــنعملا لــمتكی
 ىـلع ھعیجـشتو روـھمجلا بذـج ىـلع قیوستلا تایجیتارتسا دمتعتو
 ) (McLean, 2005زفاـحك ًلاماـك فـحتملا قایس مادختساب ةرایزلا
 )1( ،ریھاـمجلا نـم عاوـنأ ةـینامث كارشإب ةرصاعملا فحاتملا متھتو
 راوز ىـــلإ ةدـــحاو ةرـــمل راوزـــلا لـــیوحت )2( ؛ددـــج راوز بذـــج
 )4( ؛فــحتملل ءاــضعأ ىــلإ راوزــلا لــیوحت )3( ؛نیدــئاع نیــسمحتم
 لمــشت ةــعونتم ریھاــمج ءاــنب )5( ؛نییلاــحلا ءاــضعلأاب ظاــفتحلاا
 ىـلإ ءاضعلأا لیوحت )6( ؛ةیقرعلا تاعومجملاو ،بابشلاو ،لافطلأا
 Kotler(  حایسلا بذج )8( و ؛نیعوطتملاب ةناعتسلاا )7( ؛نیحنام

et. al., 2008(. تــس ىــلإ ریھاــمجلا ءلاؤــھ بــلط میــسقت نــكمیو 
 :)2008( نورخآو Kotlerـل اًقفو بلطلل تلااح

 دـقو فـحتملا ضورـع نوكلھتسملا بحی لا :يبلسلا بلطلا•
.اھنوبنجتی

 لا دق نكلو ،يوــق ماــمتھا نــیكلھتسملا ىدل :نماكلا بلطلا•
لا دـق وأ .ةـمئاقلا جمارـبلاو ضراـعملا نـع نیضار نونوكی
.فحتملا تامدخ دوجوب نوملعی

فــحتملا جمارــب فحاــتملا راوز مدختــسی :بــلطلا ضاــفخنا•
.تقولا رورمب لقأ لكشب

ضایرلاب ينطولا فحتملا روھمج ةلاحل ةسارد :فحاتملا قایس يف قیوستلا رود
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 اًراـسفتسا يناـثلاو ،فـحتملا يمدختـسم ةباجتسا نع اًراسفتسا لولأا
 نأ بـجی اـمھلاكو .اـھنیوكتو اھعضوو ةلمتحملا قاوسلأا مجح لوح
 .)(Lewis 2005 فحتملا لمعل ةیرھوج رثكأ وھ لولأا نكلو ،متی

لـیلحت للاـخ نـم ىـلجتت راوزـلا كولـس مـھفل بـناوجلا مـھأ دحأ نإ
 ؛ةراـیزلا رارـق ذاـختا وأ ةراـیزلا لبق ام .1 :ةرایزلل ثلاثلا لحارملا

 ًلاثـمف .)(Kawashima, 1998 ةرایزلا دعب ام .3 ؛ةرایزلا ءانثأ .2
 ،نیرـئازلا ىدـل ةفلتخملا تایكولسلا ةظحلام كنكمی ،ةرایزلا ءانث يف
 راوزلا كرحت ةعرسو ةضورعملا ءایشلأا عم لعافتلا تقو فلاتخاك
 تاـنایب فحاتملا كلتمت ،ایًلاحو .)Nechita, 2022( ضراعملا ربع
 تاـیلمعك قیوستلا ثاحبأ يف اھمادختسلا ةعونتم رداصم نم راوزلا

 عــقاوملاو Wi-Fiتلااــصتاو عــقوملا تلایــلحتو ركاذــتلا ءارــش
 لومحملافتاھلا تاقیبطتو يعامتجلاا لصاوتلا لئاسوو ةینورتكللإا
 ءاكذـلامادختـسابو .تاقیبطتلا هذھ للاخ نم ةلومحملا ةزھجلأا عبتتو
 لكـشب فحاتملا روھمج مھفو تانایبلا هذھ لیلحت نكمی ،يعانطصلاا
 تاراـیزلابؤـبنتلل ةفاـضلإاب ةباذجو ةصصخم براجت ریفوتو لضفأ
.)French & Villaespesa, 2019( ةیلبقتسملا

ةیقیوستلا ةطخلا .٤

 ةــماعلا فادــھلأاو ةــمھملا فــحتملل ةیجیتارتــسلإا ةــطخلا فــصت
 .جماـنرب وأ لـمع ةدحو لك عم قیوستلا ططخ لماعتت امنیب ؛ةمظنملل

 تاـضقانتلا دیدحت ً،لاوأ .ضارغأ ةدع ةبوتكملا قیوستلا ةطخ مدختو
 ىـلعزـیكرتلا نـم دـیزت ،اًـیناث .تارـغثلاو لوقعملا ریغو لوھجملاو
 ریوــطت ،اًــثلاث .ةیــسیئرلا قیوــستلا ایاــضقو ةدــیدجلا قوــسلا فورــظ
 اـم ةًداـعو .فادـھلأا قـیقحتل يـنمز لودـج عـضو ،اًـعبار .فادھلأا
 ،يلاـحلا يقیوـستلا عضولا ،يذیفنتلا صخلملا :ةیلاتلا ماسقلأا نمضتت
 صرفلا لیلحتو ،طباوضلا ،ةینازیملا ،قیوستلا ةیجیتارتسا ،فادھلأا
.)Kotler et. al., 2008( تایدحتلاو

 يـف فعـضلاو ةوـقلا طاـقن( ریھـشلا SWOTلیلحت مادختسا نكمیو
 Nechitaركذـی ثـیح .)ةـئیبلا يـف تادـیدھتلاو صرـفلاو ،ةـمظنملا

 ،قیوــستلا يــف مــھم ةــیجراخلاو ةــیلخادلا ةــئیبلا لــیلحت نأ(2022)
 بجیو ،اھتایلمعو اھتانوكم ضعبل وأ ةسسؤملا لماكل هءارجإ نكمیو
 نـمكیو .ةدـیج ةسارد ىلع ةرادلإاو قیوستلا تارارق عیمج دنتست نأ

 قـقحت ةیقیوـست تارارق ذاختا يف ةیقیوستلا ةطخلا يف يدحتلا رھوج
 عـم ةـمئاوملاب تایجیتارتـسلااو فادـھلأا زارـحإ نیب لثملأا نزاوتلا
 .)(Kotler and Kotler, 2007 ةحاتملا دراوملا

 يقیوستلا جیزملا .٥

تاودلأـــل ةدـــیدع تافینـــصت قیوـــستلا يـــف نوـــصصختملا ممـــص
 نمـضتیيذـلا فینـصتلا وـھ اًراشتنا اھرثكأو ،ةیقیوستلا تایرظنلاو
ندروــبل "يقیوــستلا جیزملا"ـــب ةامــسمو ةیــسیئرلا عــبرلأا زئاــكرلا
، جیورتلا ، جتنملا ، رعسلا(Ps "4" رصتخملا ھلكش يفو .)1964(
 قیوــستلا ةــسارد ریوــطت يــف اـًـمھم اًرودَ بـِـعلَ يذــلاو ، )ناــكملا
)Bradford, 2005( ةـفاضإ مت دـقو )لـیكشتل ةـلداعملل )صاخشلأا 
 .ةكــسامتملا قیوــستلا ةــطخل"Ps5" ةیــساسلأا ةــسمخلا رــصانعلا

:اھلیصفتو

 نكلو ،ةیلام بساكم قیقحتل سیل فحتملا "جتنم" قیوست نإ :جتنملا
 للاـخ نـمروـھمجلا اـھیلع لـصحی يـتلا ةـیھیفرتلاو ةیمیلعتلا ةمیقلل
 ةـیروفلا رـیغو ةـسوململا رـیغ بـساكملا ىـلع زیكرتلا عم ،ةبرجتلا
)Hooper-Greenhill, 2003(. ةـمزح نوـكت نأ يرورـضلا نم

 ،مـــیمصت ،زـمر ،مـــسا نوـكت دق فـحتملا ةیوھ نم ءزجك ةیراجتلا
 ھـتاجتنم زـیمیو ،فـحتملا يـف دـیرف رـصنع ىلع ةملاع وأ ،ةراــبع
 ;Zhang, 2020( لاجملا سفن يف نیرخلآا نیسفانملا نع ھتامدخو

Xue, 2023 (. تاودلأا ىوـقأ نـم اـھئانب دعب ةیوھلا كلت نوكت دقو 
 ةـیراجتلا ةملاعلا نأWang (2024) ركذی .قیوستلا يف ةمدختسملا
 ىـلإ ةـیفاقثلا اـھتلالاد لـقن عـم ةیراجتلا اھتمیق لیصوتب موقت فحتملل
 ةـیراجتلا ةـملاعلا جاتحت ،فحتملا ةیوھل اًزمر اھرابتعابو .روھمجلا
 ،اــقًیمع اـًـعابطنا كرــتیو ،اــھدرفت ىــلع ءوــضلا طلــسی میمــصت ىــلإ

 .سانلا ىلإ اھانعمو اھمیق لصویو

 ةــیباجیإ تــناك اذإ .ةــصاخلا ھتیــصخش فــحتم لــكل نأ سیوــل ركذــی
 )Lewis, 2005( اـھرییغت بـجیف ةیبلس تناك اذإو ،اھزیزعت بجیف
يلأ ةـیوھلا ءاـنب تاوـطخ مـھأ نم باذجلاو بسانملا مسلاا رایتخاو
يــف مــھم بولــسأ ةركاذــلاب قــلعت يــتلا ةریــصقلا ءامــسلأاو .ةأــشنم
 ةـلیوطلا ءامـسلأا نـم رـثكأ ةركاذـلا يف ءاقبلا ىلع اھتیلباقل ،قیوستلا

.ةدقعملاو

 ،ھــتءافك راــبتخا مــھملا نــمف ،مــسلاا ناــك اــمھم ھــنأ سیوــل دــكأ دــقو
 مـسلاا ىلع وسرلا دعبو .ةلمتحملا تاھاكفلا وأ تاقیلعتلا نع ثحبلاو
 عباـط سـكعت ةـقیرطب ةأـشنملا بولـسأو راعـش يـف ھـجاردإ نم دبلا
 رــھظیف .رارــصإب ةــصاخلا ةــملاعلا كــلتب كــسمتلا بــجیو .فــحتملا
 تاودأ نـم فحتملاـب قـلعتی اـم لـك ىـلع صصخملا مسلااو راعشلا
 نأ بـجیو .باوـبلأا ىـتحو ةـیقرو سایكأو تارشنو تاتفلاو ةیبتكم
 كـلذ نإ ثـیح .)قباسلا عجرملا( فحتملل ةًیرصح ةملاعلا هذھ نوكت
 يـف فـحتملا ءاـقب ىـلع ظفاـحتو ،ةـیوق ةینھذ طباور ءانب يف دعاسی
 ةحلـصملا باحـصأ نم مھریغو نیحناملاو ءاضعلأاو راوزلا ناھذأ
)Kotler et. al., 2008(.

رئازلا كولس مھفو قیوستلا ثاحبأ .٣

 ھــیدل درــف ىــتح وأ مــسق فحاــتملا مــظعم ىدــل دــجوی لا ،عــقاولا يــف
 ىــلع رــصتقی مھطاــشن نإــف اودــجو نإو ،قیوــستلل ةــصاخ ةیلوؤــسم
 .)Tobelem, 2007( ةـماعلا تاـقلاعلاو ةیفحـصلا تاـنایبلا رادصإ
 رـشبلا كولـس مـھف وھ قیوستلا ةرادلإ ربكلأا فدھلا نأ ندروب ركذی
 ملاـع وـھ رھاـملا قوـسملاو .اـھل نوضرعتی يتلا تازفحملل ةباجتسا
 يدرفلاكولسلل ةبقاث ةرظن ھیدلو ،يلمعو كردم عامتجا ملاعو يسفن
 ملاـع يـفروطتی يذلا كولسلا يف تاریغتلا عقوت ھنكمیو ،يعامجلاو
 ؛ةكـسامتم جمارـبل دـیجلا ءاـنبلا ىـلع ةـیعادبإ ةردق كلمیو ،يكیمانید
 نیـــسفانملاو ةراـــجتلاو نیكلھتـــسملل ةـــلمتحملا ةباجتـــسلاا روـــصتو

Borden, 1964)(.

 نـم ةـعومجم ھیدل صخش لك نأب ةلئاقلا رظنلا ةھجو قیوستلا ىنبتی
دـــیدحت ىـــلع قیوـــستلا وـــفرتحم لـــمعیو تاـــبغرلاو تاـــجایتحلاا
 ،فحاـتملايمدختـسم ةـلاح يـف ،نكل .اھتیبلتو نیكلھتسملا تاجایتحا
 كلت عیمجةـیبلت ىلع ةرداـق ریغ فحاتملاو ةعونتم تاجایتحا مھیدلف
 قوـسم ةـمھم نأ لاإ ؛)(Kotler and Kotler, 2007 تاـجایتحلاا
 ةحیرــشلل تاــبلطتملاو تاــجایتحلاا هذــھ ىــلع فرــعتلا وــھ فــحتملا
 قــیقحتلل ةــلباقو ةــمیق ةطــشنأو براــجت ىــلإ اــھلیوحتو ةفدھتــسملا

Kotler et. al., 2008)(.

 میمـصتلا اـھنأب قیوـستلا ثاـحبأ )2008( نورخآوKotler فرعیو
 ةلـصلا تاذ جئاـتنلاو تاـنایبلا نـع غلاـبلإاو لیلحتو عمجو يجھنملا
 ءادلأاو ءلاــمعلا اــضر نیــسحتو لــضفأ لكــشب قوــسلا ىوــق مــھفب
نمضتیف ."قوسلا ثاحبأ" نع "قیوستلا ثاحبأ" فلتختو .يمیظنتلا

ضایرلاب ينطولا فحتملا روھمج ةلاحل ةسارد :فحاتملا قایس يف قیوستلا رود
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 لئاـسر مدختـست لب ،ةیدیلقتلا تانلاعلإا مدختست لا يھو .ةریبكلا
 روـھمجلا لـعجت ةـقیرطب ممـصتو ،لـیمعلل نطابلا لقعلا بطاخت
 جیورـــتلل مدختـــسی يقیوـــست بولـــسأ ھـــنأ كردـــی لا فدھتـــسملا
 بوــلسلأا اذـھل ةـلیسو لــضفأ اـیجولونكتلا دـعتو .ةـمدخل/جـتنمل
)Nechita, 2022(. ضرـعمل جیورـتلا ؛اھمادختـسا ةـلثمأ نمو 
 يــكلملا ویراــتنوأ فــحتم نــم Ultimate Dinosaurs تــقؤم
 فحتملا راتخا ثیح ،ادوسینیم يف مولعلا فحتم يف ضورعملاو
 ةلباق تاروصانید تلادب صاخشأ ةرشع براقی ام ءادترا يدنكلا
 كـــلتل تاھویدـــیف صخـــش فـــلأ36 نـــم رـــثكأ دھاـــشو .خفنـــلل
 بوــكر ىــلإ اــغویلا نــم ءيــش لــكب نوــمقی مــھو تاروــصانیدلا
 ةجیتنكو )(Canadian Museum of Nature, 2016 ةراّبعلا
 ,Nechita(1600% ةبــسنب فــحتملا راوز ددــع داز ،ةرــشابم

2022(. 

 دـیربلا رـبع قیوـستلا ،تـنرتنلاا عقاوم ،يمقرلا لاصتلاا تاودأ•
 عـم ةـیلعافتلا بیلاـسلأاو ،ثـحبلا تاـكرحم نیسحت ،ينورتكللإا
 ،تاـــقیبطتلاو )ویدـــیفلا( تانودـــملاو طئاـــسولا لـــثم ،روـــھمجلا
 ،ةیتوــصلا ةــنودملا ،تانودــملا ،AdSense ، لــجوج تاــنلاعإ
 ;wiki) (Śmiałowicz, 2020( نواــــــــــعتلا تاــــــــــصنم

Gonsales, 2021; Nechita, 2022(.

 رـبع قیوـستلا زـیمتی ثـیح تـنرتنلإا ىلع ،ةیعامتجلاا تاكبشلا•
 لــقنلا ةعرــسو ،ةــیوقلا ةكراــشملاب يعاــمتجلاا لــصاوتلا لئاــسو
 ,Śmiałowicz( ةــیلاعلا ةــقدلاو ةــضفخنملا ةــفلكتلاو ،ةعیرــسلا

2020; Ni et. al., 2023; Li, 2024(. 

 تاــئمل لــصی اًروــھمج بذــجی يذــلاو ،ویدــیفلا باــعلأ نلاــعلإا•
.نیبعلالا نم نییلاملا

 تاـمولعم اـھیف رفوـتی نأ نـم دبلا يتلا ،لاوجلا فتاھلا تاقیبطت•
 يـمیلعت ىوـتحمو ،ةیـضارتفلاا ھـتلاوجو ،فـحتملا نـع ةلصفم
 تازــیمو ،ضراــعملاو تاــیلاعفلا لوــح تاراعــشإو ،يــھیفرتو
نیمدختــسملا براــجت ةكراــشمل ةحاــسمو ،فینــصتلاو ثــحبلا
 عـماـھلماكت نـم دـبلاو ،تاموصخلاو ءلاولا جماربو ،مھتامییقتو
.)(Yulianto, 2023 يعامتجلاا لصاوتلا لئاسو

 ةـیراجتلا تاـملاعلا عـم ةكارـشلاو نیرثؤـملا للاـخ نم جیورتلا•
 Big Fish" ریھـشلا ملیفلا ردص ،لاثملا لیبس ىلع ،تاكرشلاو

and Malonia " يــف نیــكب رــصق فــحتم دــقعو ،2016 ماــع 
 ریثأـت قیقحتل ةصصخم تاجتنم قلاطإب ملیفلا عم ةكارش نیصلا
 تاــمظنملا دیفتــست .)Ni et. al., 2023( قیوــستلا ةرــئاد رــسك
ملاـعلإا لئاـسو هاـبتنا بذـج يـف تاكارـشلا هذـھ نـم ةكراشتملا
ضـفخل دوـھجلا لـماكتو دراوـملا نیب عمجلاو ،ددجلا ریھامجلاو
.)Kotler et. al., 2008( فیلاكتلا

 تاوــنقلا مــھأ دــحأ وــھو ،)Word-of-Mouth( يھفــشلا ملاــكلا•
 ةـیعجرملا تاعومجمللو .فحاتملا ةرایزل صاخشلأا ىلع ریثأتلل
.فحاتملا ةرایزل سانلا ثح يف ریبك ریثأت نیغلابلل

ةثیدحلاتاینقتلا.٦

ضرعلاوةدیدجلاتاینقتلانیبلماكتلاقیقحتيرورضلانم
فحاتملالابقتسانیسحتلتاضورعملاریسفتيفيكیسلاكلا
لاــیجلأاب(نوْمسَُینموأ،ةــباشلالاــیجلألاــصًوصخ،تاـمولعملل
تــنرتنلإاىلإلوــصولاعـسوتعمو.)Nechita, 2022()ةیمقرلا

 ةـیانعب ةراـتخمو ةقـستم يـساسلأا فـحتملا جتنمب ةطبترملا تامدخلا
 لـضفیو ،ىـسنتُ لا ةـبرجت قـلخل فارتحاـب فـحتملا وفظوم اھمدقیو
.)(Nechita, 2022 ساوحلا ةددعتم ةبرجت ءاشنإ ةلواحم

يـف اًحوـضو رـثكلأا رـصنعلا يـھ لوخدـلا موـسر نوـكت دق :رعسلا
 ىـلع رـیبك ریثأـت ھل سیل ،تلااحلا مظعم يف ھنأ لاإ ،ریعستلا ةسایس
 لاــح يــف فــحتملا ركاذــت راعــسأ دــیدحت نأ اــمك .فــحتملا تادارــیإ

تاساردلا ترھظأ ثیح ،اھیلع فوقولا نم دبلا ةلأسم يھ ؛اھدوجو
 نیریخلأانأ ریغ ،نیمیقملا نم رثكأ عفدلل دادعتسا ىلع نیحئاسلا نأ
 ,.Bedate et. al( ةدـیدج ةـیفاقث قـفارم حاـتتفلا اًـسامح رثكلأا مھ

 راعـسلأا قـیبطت ىلع يوطنت تاسایس دوجو نسحتسی ،اذلو )2004
 ركاذــتل بــسانملا ریعــستلا ىــلع صرــحلا نــم دــبلاو .ةــجودزملا
 ،)ةـیراكذتلا ایادھلا ،ایرتیفاك( ةیلیمكتلا تامدخلاو ،ةتقؤملا ضراعملا
 ,Nechita( )مئاعدـلا ریجأـت ،تاحاـسملا ریجأت( ةصاخلا ةطشنلأاو

2022(.

 تاـجتنم ةـبرجت نـم نیكلھتـسملا نـكمت يتلا عیزوتلا تاونق :ناكملا
وأ ایًـضارتفا تـناك ،ھـجراخ وأ عـقوملا يـف ءاوس فحتملا تامدخو
 جراـخ عیزوتلا ىلع نیلاثم تاراطملاو تنرتنلإا رجاتم دعتو .اًیعقاو
 ىـلع Nechita (2022) دـكؤیو )(Kotler et. al., 2008 عقوملا

 ھـجوت يـتلا ةیداـشرلإا تاـحوللاو تاـتفلالا عـقاومب ةـیانعلا ةرورض
 يـف مساح لكشب مھست ثیح اھتاموسر حوضوو فحاتملا ىلإ راوزلا
.نیحئاسلا تارایز ةمئاقل بذج طاقنك فحتملا جاردإ

راوزـلا نومدـخی نیذـلا فحتملا لمع قیرف ءاضعأ مھو :صاخشلأا
 ةـعونتم ةـعومجم يف ةحلصملا باحصأ نم ةعومجم عم نولعافتیو
.)Kotler et. al., 2008( تاقایسلا نم

 ةلاـسرلـقن يـف مھاست يتلا ةانقلا يھو قیوستلا تاودأ دحأ :جیورتلا
 يـتلا ةطـشنلأا نـم ةلـسلس للاـخ نـم ،فدھتـسملا روھمجلل فحتملا
 جیورـتلا .روـھمجلل ةـبذاج ةـقیرطب فـحتملا جتـنم زارـبا ىـلإ فدھت
 ذـختیو .راوزـلا نـم رمتـسم قفدـت بذـج نم فحتملاْ نِكَمُّی فحتملل
 يـتلا بیلاـسلأا هذـھ نـمو .)قباـسلا عـجرملا( ةدـیدع ًلااكشأ جیورتلا
:يفحتملا قایسلا يف اھقیبطت نكمی

 قرطو فحاتمللجیورتلل ةیقیوستلا تلااصتلال ،ةیدیلقتلا طئاسولا•
 ،تاقـصلم ،ةـینلاعلإا تاـتفلالا تناك ءاوس ،ةیكیسلاكلا نلاعلإا
.ویدار ، ةینویزفلت تانلاعإ

 راوزلا تاعیبملا جیورت تاءارجإ فدھتست يتلا ،تاعیبملا جیورت•
 نـم ةدیدج تائف بذج وأ )تاكارتشلااو ،ءلاولا جمارب( نییلاحلا
 ضیــفخت ،تاــنوبوكو ،راعــسلأا يــف ةــتقؤم تاــضیفخت( راوزــلا
.)Nechita, 2022( )ةعومجملا

 لكــشی ثــیح رمتــسم لداــبت ىــلع دــمتعیو ،تاــقلاعلا قیوــست•
 ةـمظنملابو ةـمظنملا تامدـخو تاـجتنمب اقًیمع اًطابترا كلھتسملا
 ىـلإ تلاماـعملا لیوحتل قیوستلا تاودأ فحاتملا مدختست .اھسفن

ىـلع دـمتعت اھنلأ فحاتملل مھم فدھ اذھو .دملأا ةلیوط تاقلاع
 مھتاـعمتجمو ةحناملا تاھجلاو ءاضعلأاو نیمظتنملا راوزلا معد
)Kotler et. al., 2008( لا اًءزــج ةــماعلا تاــقلاعلا رــبتعتو 
.اھتلااصتاو ةمظنملا ةرادإ نم أزجتی

 ھــحرتقا موھفم ،)Guerilla Marketing( لاـــیروغلا قــیوست•
 نوــیكیرملأا لاــمعلأا لاـجر ةــقبطو1984 ماعنوسنفیل ياج
 تاـكرشلا ةـنمیھ لـظ يف نـیلضانملا ،ةدودحملا تاینازیملا يوذ
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لـیلحتلةـبسانملاةـیمكلابیلاسلأامادختسابيلیلحتلاجھنملا
ةًینورتكللإاةنابتسلااتھجوو.ةساردلافادھأقیقحتلتاـنایبلا
،نیمیقملاونینطاوملانمةیدوعسلايفةیلحملاتاعمتجملل
.2024لیربأ23خیراتنماًـموی25تاـنایبلاعمجقرغتساو
)508(تغلبةلثممةیئاوشعةنیعىلعةـنابتسلااتــعزوو
صئاصخاھصئاصخھبشتيتلاوةحاتملاةنیعلاةقیرطباًبیجتسم
،لولأاءزجلا:نیئزجىلعةنابتسلااتلمتشاو.يلكلاعمتجملا
ةلئسأثلاثنمنوكتی،يناثلاءزجلاو.ةیفارغومیدلاةلئسلأا
ينطولافحتملانعتعمِسنأوقبسلھ:يھو،ةقیقدوةددحم
لھو؟يدوعسلاينطولافحتملاترزُنأوقبسلھ؟يدوعسلا
فدھتو؟يدوعسلاينطولافحتمللةرایزلاراركتيفبغرت
:سایقةددحملااھتاباجإبةقیقدلاةلئسلأا

oتاعمتجملايعويفریثأتللفحتملايفملاعلإاةیلعافىدم
.فحتملادوجوبةیلحملا

oفحتملادوجوبيعولابيمیلعتلاىوتسملاریثأتىدم.

oيمیلعتلاىوتسملافلاتخابةیلعفلاةرایزلاتایوتسم.

oراركتيفراوزلاةبغرىلعينطولافحتملاةرایزرثأسایق
.ةبرجتلا

oنییلعفلاراوزلانمبرستلاةبسن.

oينطولافحتملاةرایزوحنةیلحملاتاعمتجملاتاھجوتسایق
.يوعسلا

oریھامجلانميبلسلابلطلاو،نماكلابلطلاةبسنسایق
.ةضفارلاو

 ،يوعـسلا ينطوـلا فـحتملا يـف جیورـتلاو ملاـعلإا ةیلعاف ىدم .١
.يمیلعتلا ىوتسملا ریثأتو

يعولةدیجةبسنءاصقتسلاايفنیكراشملاتاباجتساترھظأ
لباقميف،٪57ةبسنبيدوعسلاينطولافحتملادوجوبعمتجملا

ةدیجدوھجرھظیامم.)1لكشلا(فحتملادوجوباوملعیمل43٪
.عمتجملادارفأنیبهروضحزاربلإفحتملل

ةبراقتمةیمیلعتلاةحیرشلاسفننميعولابسنبتاقورفلاتناكو
ةبسنناكثیحلقأوأيوناثلامیلعتلاباحصأءانثتساب،اماعًون
 فعضلاقوفتيھو٪13فحتملادوجوبنوملعینیذلاصاخشلأا

لدـیاــمم،٪6ةبسنبفـحتملادوـجوبنومـلعیلانیذلامھئارظننع
هذھللوصوللفحتملااھمدختسیةدیجةیجیتارتسإكانھاھنأىلع
نــیابتيـفمـھیلیو.ماـعلامـیلعتلاجـھانمللاـخنـمنوـكتدـقوةـئفلا

ربعفحتملاةبرجترمتستس؛عمتجملاحئارشنمدیزملالمشیل
ةیضارتفلاافحاتملاعمبنجىلإاًبنجروطتلايفتنرتنلإا
)Kotler et. al., 2008(.عقاولاةینقتللوصولانیكمتعقوتُّیامك
ًلابقترـثكأسانلانوـكیسو،ةـمداقلاتاوـنسلايفربكألكشبززعملا

.اھمادختسلا

نوكراشینیمدختسملالعجتيضارتفلااعقاولابقیوستلاةبرجتنإ
سملایبذاجىوتحمقلخیومھساوحزفحیو،يدارإلالكشب
ززعیو،ةیراجتلاةملاعلامھفلمھریكفتزفحیامك.قیمعلامھكاردإ
 ,Zhu & Wang(يلعافتوقیقدقیوستققحیو،ىضرلاوءلاولا

عقاولاويضارتفلااعقاولانیبيساسلأافلاتخلاانمكیو.)2022
ةیمقرةئیبوھيضارتفلااعقاولاف.ةیمقرلاةئیبلاةعیبطيفززعملا
ةقیرطبخیراتلاقلخةداعلإبسانموھو،لماكلابةیعانطصا
لكشبةیعانطصاوةیمقرةئیبوھززعملاعقاولاامنیب.ةیضارتفا

 ,Kola(يعیبطلكشبةدوجوملاةئیبلاةیفلخىلع،طقفيئزج
2022(.

ةدیدجةقیرطفحاتملايفةشدردلاتاتوبوررفوت،رخآبناجنمو
امك،نوقھارملاولافطلأاةصاخراوزلالصاوتولعافتةدایزل
ةلئسلألتامولعمءلاكوكوأفحاتمللنیدشرمكلمعلااھنكمی
يفاھمادختسابوأ،تارایزلايططخمكوأ،ةطیسبلاةبوجلأاو
 ;Boiano al., 2003; Boiano et. al., 2018(بعللاتاینقت

Gaia et. al., 2019(.ءاكذلاتاتوبورحاجننامضلو
،اھبةددحمصئاصخرفاوتنمدبلا،يفحتملايعانطصلاا
جمانربنوكینأدبلا،)2020(نورخآو Varitimiadisبسحبف
عتمتی،اًددحمواًقیقدوتامولعملاباًینغواطًیسبيللآاةشدردلا
بذجیيلسم،ىنعماذىوتحممدقیوةیوقةثداحمتاراھمب
.ةعقوتملاریغتلاخدملاىلعبلغتیوزیحتلابنجتیو،روھمجلا

ةئیھبةلثممةیدوعسلاةیبرعلاةكلمملايفةفاقثلاةرازوتبكاودقل
اذھيفتاردابماھقلاطأبفحاتملاقیوستيفروطتلااذھفحاتملا
تاسسؤميفززعملاعقاولاويضارتفلااعقاولاتاینقتك؛نأشلا
مدختسملابراجتوةیضارتفلااتلاوجلامیظنتو،ىربكلافحاتملا
زجحلاو،يعامتجلاالصاوتلالئاسووبیولاعقاوم:لثم(ةیمقرلا

ضعبترفوامك.)أ،2021،ةفاقثلاةرازو()تنرتنلإاربع
ينطولافحتملااھنمو،اھتلااصلةیضارتفاتارایزفحاتملا
ثوحبلللصیفكلملازكرمفحتمو،كمصملافحتمو،يدوعسلا
.)ب،2021،ةفاقثلاةرازو(ةیملاسلإاتاساردلاو

هاجتيلحملاعمتجملاتاھجوتلیلحتوسایق:سماخلاروحملا
بلطلاعاونأويدوعسلاينطولافحتملا

نأ1909ماعيفانیدنوتوكنوجكراوینفحتمسسؤمىأر
هومدختسینلو؛هومدختسااذإلاإسانلادعاسینأنكمیلافحتملا"
نلو(ةظحلاملاكلتلفیضنو) (Lewis 2005"ھباوملعاذإلاإ
اذـھنـمو.)مھتاجاحيبلتةبرجتاودجولاحيفلاإةرایزلااودواعی
فحاتملاةھجاونـعقـیقدوددـحمءاـصقتسااـنممصقـلطنملا
ةفرعملةلواحميف،ضایرلاب"يدوعسلاينطولافحتملا"ةیدوعسلا
ةكلمملايفنیمیقملاونینطاوملانمةیلحملاتاعمتجملايعوىدم
يففحاتمللةمھمةھجاوھنوك،فحتملابةیدوعسلاةیبرعلا
.مھترایزةبرجترثأىدموةیدوعسلا

:ةساردللةیجھنملاتاءارجلإا•

ىلعتدـمتعا،ةـیئاصقتساةـنابتساللاخنمةیلولأاتانایبلاتعمج

.ةیلكلا ةنیعلا نم يدوعسلا ينطولا فحتملا دوجوب يعولا ةبسن :1 لكشلا

ضایرلاب ينطولا فحتملا روھمج ةلاحل ةسارد :فحاتملا قایس يف قیوستلا رود



92

 Department for( طـقف %31 ،فحاتملا ةرایز اھیف امب ،ةیدیلقتلا
Culture Media & Sport ,2016(، مدـــقو ةــلاصأ نم مــغرلاب 

.ةراقلا هذھ يفةیفحتملا ةفاقثلا

 تزـفح ةدـیج ةـبرجتب اوـجرخ راوزـلا ءلاؤھ نم ةریبك ةبسن نأ امك
 مـھنأ معنـب اوباـجأ نـمم ٪52 ةبسنب كلذو .ةرایزلا راركت يف مھتبغر
 ٪13 ةبـسنو .ةراـیزلا رارـكتب نوـبغریو دـحاو ةرـمل فحتملا اوراز
 اــمم .نیــمظتنملا راوزــلا نــم ةــسمحتملا ریھاــمجلا نــم نودــعی نــمم
 ناـك لـباقملا يفو .٪75 فحتملا ةبرجت نع نیضارلا عومجم لعجی
 راوزـلا نـم ٪5و ،٪30 يـھ ةدـحاولا ةرـملا راوز نم برستلا ةبسن
 برـعأ ثـیح ،فـحتملل ةرـیبك ةراـسخ مـھو .)5 لكـشلا( نیـمظتنملا

.ينطولا فحتملا ةرایز يف رارمتسلااب مھتبغر مدع نع ءلاؤھ

 ينطوــلا فــحتملا ةراــیز وــحن ةــیلحملا تاــعمتجملا تاــھجوت .٤
يوعسلا

 ،ينطوـلا فـحتملا ةراـیزب ةـیلكلا ةنیعلا مامتھا ىدم لیلحت مت اًریخأو
 ةرـملل فـحتملا ةراـیز يـف مھتبغر نع مھنم ٪64 براقی ام برعأو
 اـمىـلإ نوجاـتحیو ،عبـشی مـل نماـك بـلط ءلاؤـھ نوربتعیو ىلولأا
 برــعأ اــمنیب .فــحتملا باوــبأ هاــجت ىــلولأا ةوــطخلا ذــخلأ مھزــفحی

 نیررــكتم راوز مھنوــك يــف رارمتــسلاا يــف مھتــبغر نــع 13.6٪
 ءاـضعأ ىـلإ مھلیوـحتو مھیـف رامثتـسلاا نـم دـبلا ءلاؤـھو ،فحتملل
 ٪7.3 ناــك نــیح يف .فـحتملا ءاـقدصأ ءاـضعأ وأ فحتملل نیمئاد
 ،رارمتـسلااب نوـبغری لاو ،رـثكأ وأ ةرمل فحتملا اوراز نمم ابًیرقت

 هذــھ فــلخ باــبسلأا يف ثــحبلل فــحتملا ىـلع نــیمئاقلا جاـتحیو
 ةئیــس ةــبرجت لــقن يــف ابًبــس اوــنوكی لا ىــتح اــھتجلاعمو تاــھاجتلاا
ةبسنلاب اـمأ .لـمتحملا روھـمجلا نم دیزملا فحتملا رسخیف مھطیحمل

 تــناك رــخلآا فرــطلا يــفو .)سویرولاــكبلا( نییعماــجلا تاــقورفلا
 نیعاوـلا نـع فحتملاـب اھئاـضعأ لـھج دـیزی يـتلا ةدیحولا ةحیرشلا
 نـكلو ،يـلاعلا مـیلعتلا باحصأ مھ ةحیرشلا سفن نم فحتملا دوجوب
.)2 لكشلا( طیسب قرافب

يمیلعتلا ىوتسملا فلاتخاب ةیلعفلا ةرایزلا تایوتسم .٢

 نیب تارایزلا بسن يف يبسنلا مئاوتلا ةنیعلا نم تاءاصحلإا ترھظأ
ّلكُلا ةنیعلاب ةنراقم ةیمیلعتلا تایوتسملا  نییعماجلا ةبسن تناك ثیح .ةیِ
عومجملا نم فحتملل نیرضاحلا بسن تناكو ٪57 ةیلكلا ةنیعلا نم
 تاساردلا ةحیرش لثملابو ،٪54 يھ ةنیعلا يف فحتملا راوزل يلكلا
 ثــیح ةــلماكلا ةــنیعلاب ةــنراقم روــضحلا يــف ایًبــسن لــقأ تــناك اــیلعلا

 نــم ءزــج اوناــك مھنــم ٪9و ،ءاــصقتسلال اوباجتــسا نــم ٪ ةبــسن11
 میـلعتلا اتحیرـش نأ ركذـلاب ریدـجلاو ،ينطوـلا فحتملل نیلكلا راوزلا
 ةبــسن نیرــئازلا ددــع ةبــسن زواــجت نــم طــقف مــھ مولبدــلاو يوناــثلا

.)3 لكشلا( نییلكلا نیبیجتسملا نم مھتحیرش

ةبرجتلا راركت يف راوزلا ةبغر ىلع ينطولا فحتملا ةرایز رثأ .٣

 مـھ ةباجتسا508 نم ٪17 يلاوح نأ نیكراشملا تاباجتسا ترھظأ
 ٪4براـقی اـم طقف اـمنیب ،لقلأا ىلع ةدحاو ةرمل فحتملا اوراز نم
 لـمجم ةبـسن نإـف ،يلاـتلابو .)4 لكـشلا( نیررـكتملا راوزـلا نم مھ
 .٪21 يلاوحب ردقت ،لقلأا ىلع ةدحاو ةرمل فحتملا راوز

 ةـكلمملا يـفةیفحتملا ةفاقثلا ةثادح رابتعلاا يف ذخلأا عم ،ةبسنلا هذھ
 ماـعل ةیبورولأا ةیضوفملل حسمل اًقفوف .ةلوبقم ربتعت ،ابوروأب ةنراقم

ةــیفاقثلاةــطشنلأا يـف نـیكراشملا نـییبورولأا ةـبسن تـغلب ،2016

.ينطولا فحتملا دوجوب يعولا ىلع يمیلعتلا ىوتسملا ریثأت :2 لكشلا

يمیلعتلا ىوتسملا فلاتخاب ةیلعفلا ةرایزلا تایوتسم :3 لكشلا

ةیلكلا ةنیعلل فحتملل ةرایزلا ةبسن :4 لكشلا

 مھتبغر يف ةبرجتلا رثأو ،رثكأ وأ ةدحاو ةرمل فحتملا راوز بسن :5 لكشلا
ةرایزلا راركت يف

ضایرلاب ينطولا فحتملا روھمج ةلاحل ةسارد :فحاتملا قایس يف قیوستلا رود
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اھئانبوفحتملاةیوھعنصبمامتھلاانمریثكلاءلایإنمدبلا•
كلذيفامب،اھزاربإواھبكسمتلاواھتملاسىلعظافحلاو
يفةمدختسملاتاودلأاىوقأنماھنوكةیراجتلاةملاعلا
.قیوستلا

نأمھملانموةصخصخلارصعوھھیفشیعنيذلارصعلا•
.ھلتممصةبرجتلاهذھھنأرئازلارعشی

فحاتملاةئیھنیبقیثولانواعتلاولماكتلازیزعتبجی•
میقبةطبترملاعمتجملانمةدیدجلایجأءاشنلإمیلعتلاةرازوو
.ةیثارتلاوةیفاقثلافحاتملا

لاجملااذھيفرمتسملاریوطتلاوةعباتملاةرورضىلعدكؤننحنو
نمةدافتسلالاھیلعنیمئاقلاوفحاتملاءانمأوعدنو.مھملاويویحلا
ةساردلاهذھيفةحرتقملاةَّیلِمَعلابیلاسلأاوتاودلأاوتاقیبطتلا
.مھتآشنممدخیامباھفیظوتو

ىلإرملأاجاتحیامنإو،فحاتملالكلةدحاوةفصودجوتلا،امًاتخو
ةلواحمويعامتجلاااھجیسنواھتاجاحوةفدھتسملاریھامجلاةسارد
يھفحتملابابللاخنمرئازلالاخدإنإ.تاجاحلاكلتعابشإ

ةیلوؤسملاعقتو،ددجلاراوزللًةصاخ،بوسحممدقتوةمھمةوطخ
اءًزجولو،ققحتةبذاجةبرجتمیدقتيففحتملاىلعنیمئاقلاىلع
.ةرایزلاراركتةصرفنمدیزیيذلارملأا،رئازلاكلذتاجاحنم
راوزىلعلوصحلاةیمھأردقبوھنییلاحلاراوزلاىلعظافحلاف

.ددج

عجارملاةمئاق

ةیبرعلاعجارملا:لاًوأ

.2021يونسلاریرقتلا.)أ٫2021(.ةفاقثلاةرازو

ةیبرعلاةكلمملايفةیفاقثلاةلاحلاریرقت.)ب٫2021(.ةفاقثلاةرازو
.ماعلاءاضفلايفةفاقثلا:م2021ةیدوعسلا

ةرازو.ةیفاقثلاحیراصتلاوصیخارتلاةصّنم.).ت.ب(،عدبأ
:طبارلاىلعرفوتم.ةفاقثلا

https://abdea.moc.gov.sa)يفھیلإلوصولامت
.)2024سطسغأ06

ةیبنجلأاعجارملا:اًیناث
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لانـیذلاوةــنیعلاهذــھنـم)يـبلسلابـلطلا(نـیضفارلاصاـخشلأا
يلاوحمھتبسنتناكدقفةبرجتلاةصرففحتملاءاطعإبنوبغری

.)6لكشلا(15٪

تایصوتلاوةمتاخلا

ةسایسلاهذھنأىلعةملاعيھارًخؤمقیوستلابدئازلامامتھلاانإ
لكنأضارتفاىلعھجوتلااذھدنتسیو.اھتاذدحيفةیاغتحبصأ
يكلنیلمتحملاراوزلللضفأتامولعمریفوتوھبولطموھام
،ریثكبكلذنمرثكأوھلاعفلاقیوستلاامنیب.فحتملاىلعاوددرتی
عضووروھمجلاعمةیلعافرثكألكشبلصاوتلالوحروحمتیوھف

يفو.فحتملالخادةیفیظولاتایوتسملاةفاكلةیقیوستتاسایس
عامتسلالبھأتةلاحيفاھلمكأبةسسؤملانوكت،ةریخلأاةلاحلا
.ھتاجایتحاةیبلتورئازلل

يفامًامتقیوستلالوبقمتیملف،اًفنآھتشقانمتمتامكو،كلذعمو
يقابنعةلصفمتیاماًبلاغفةینبتمتلاحيفو،فحاتملاةسرامم
ةینمزةدملوددحمقایسيفددحملمعهرابتعابفحتملاتایلمع
لحمنمةصلختسملاجئاتنلاوھضرعمتامءوضيفو.ةددحم
:يلیامبىصوُی،ةساردلا

)فحتملاةمھموضرغلانایب(مامتھلاانمدیزملاءلایإ•
.فحتملابطیحملاقایسلابةلصتاذنوكتلرمتسملااھدیدجتو

قئاثو(لعجلاًیدحتفحاتملاةئیھوةفاقثلاةرازووعدن•
.عدبأةصنمنمصخرلارادصلإبلطتم)سیسأتلا

ةفیظوسیلو،لككةمظنملاھجّویلماشجھنوھقیوستلا•
فحتملاتایجیتارتساةغایصيفمھاسینأنمدبلاو.ةیجیورت
.ةیلبقتسملاھلمعططخو

كلھتسملاتاجایتحانیبةنزاوملانمفحاتملاءانمأىلعدبلا•
.ةمظنملاةمھمقیقحتو،ةفاقثلل

يذلاعقاولابكاوینأو،ھضورعيفرَّجحَتیلاأفحتملاىلع•
.ھبطیحملاعمتجملاھشیعی

نملكلتلایضفتلاوتاجایتحلااوتاعقوتىلعزیكرتلا•
بابسأةسارديغبنیامك.اھتیبلتوةلمتحملاوةیلاحلاریھامجلا

.لضفألكشبكلذمھفلراوزلاریغنمةرایزمدع

ةدافتسلااو،راوزلاىدلدیجعابطناكرتىلعصرحلانمدبلا•
-Word-of(يھفشلاملاكلاقیوستللاخنمكلذنم

Mouth (ةظوحلمجئاتنثادحإيفریبكریثأتنمھلامل.

يوعسلا ينطولا فحتملا ةرایز وحن ةیلحملا تاعمتجملا تاھجوت :6 لكشلا
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 ةيضارتفلاا فحاتملا مادختساب يخيراتلا يعولا ةيمنت
ةيدوعسلا ةيبرعلا ةكلمملا يف

قـیقحتىلعكلذرـثأويخیراتلادارفلأايعوةیمنتةیمھلأو
يعوءانبىلإلودلاتعس،عمتجملايفةلماشلاةیمنتلا فادـھأ
اھتاسسؤمتھجوو،اھبصاخلاخیراتلاللاخنميخیراتلااھئانبأ
ءافتكلاامدعو ةثیدحةیمیلعتلئاسومادختسابھتیمنتىلإةیوبرتلا
لقندنعةیمیلعتلاتارضاحملاوتاودنلاوأةیسردملابتكلاب
.)2017:ةدلاوخلا(ةیخیراتلاعئاقولاوثداوحلا

مادختسابملعتلاىؤرةرصاعملاةیوبرتلاتاھاجتلااينبتدعاسو
روھظوةثیدحلاةیمیلعتلالئاسولاروطتىلإةثیدحلاایجولونكتلا
يناطحقلا(ملعتلاومیلعتلالاجميفةینقتلاتاثدحتسملانمدیدعلا
تاسسؤمكةیضارتفلاافحاتملاروھظاھنم،)2016:رذیعملاو
يھف،ةیوبرتلاوةیملعلايحاونلاعیمجيفعمتجملاةمدخلةیفاقث
،ةینفلاھتاثورومو،ھخیراتو،عمتجملاةركاذظفحىلعلمعت
.)2020:نورخآويحراج(ةیعامتجلااوةیفاقثلاو

،ةیفاقثتاسسؤماھرابتعابةیمھأنمةیضارتفلاافحاتملاھلثمتاملو
ملعتلارداصمنمردصمكةبلطلااھنمدیفتسیةیوبرتةیمیلعتو
يملعلاریكفتلاةیمنتيفمھستيتلاوةثیدحلاةیبرتلابةطبترملا
ھجتا؛)2007:يردنكلا(يخیراتلاریكفتلاتاراھمو،يعادبلإاو
،خیراتلامیلعتيفةیضارتفلاافحاتملامادختساىلإةیبرتلاءاملع
نھذلاروضحو،ةلماكلاةكراشملابللاخنمملعتلازیمتلكلذو
يلیصحتلابلاطلاىوتسمعفريفھفیظوتةیناكمإو،راكفلأاقفدتو
خیراتلاملعتفادھأقیقحتللةبصخةئیبلثمیوھف،خیراتلاةداميف
.)2023:لمجلاودیاز(

ثحبلا صخلم

 ةیـضارتفلاا فحاـتملا مادختساب يخیراتلا يعولا ةیمنت ثحبلا لوانتی
 ھبــش جھنــملا ةــثحابلا تمدختــساو.ةــیوناثلا ةــلحرملا تاــبلاط ىدــل
 میمــصتلا وــھو ةــیبیرجتلا تامیمــصتلا دــحأ  مادختــسا مــتو يــبیرجتلا
 فدـھ قـیقحتلو.)ةـیبیرجتلاو ،ةطباـضلا( نیتعوـمجملا ىلع دمتعملا
 ةــینورتكلإ ةــئیب  يــف يــضارتفا فــحتم ةــثحابلا تممــص ثــحبلا
 يخیراـتلايعوـلا سایقم دادعإ ىلإ ةفاضلإاب داعبلأا ةیثلاث ةیضارتفا

 ثـلاثلا فـصلا تاـبلاط نـم ةبلاط )26( اھددع غلب ةنیع ىلع قبطو
 ةذـفنقلا میـلعت ةرادلإ ةـعباتلا تاـنب-ىـلولأا ةیوناثلا ةسردملاب يوناثلا
 :امھدـحأ ؛اًیئاوشع نییسارد نیلصف رایتخا متو ةمركملا ةكم ةقطنمب
 ةـــقیرطلاب نـــملعت ) ةـــبلاط13( نـــم تـــنوكت ةطباـــض ةـــعومجم
 تــملعت  ةــبلاط )13( اھددــع غــلب ةــیبیرجت ىرــخلأاو ،ةــیدایتعلاا
 قورـف  دوـجو ثحبلا جئاتن ترھظأو ،يضارتفلاا فحتملا مادختساب
 تاجرد يطسوتم نیب ) (α ≤ 0.05ةللاد  ىوتسم دنع اًیئاصحإ ةلاد
 حلاــصل يخیراــتلا يعوــلا ساــیقمل يدــعبلا قــیبطتلا يــف تاــبلاطلا
 ثــحبلا يــصوی ثــحبلا جئاــتن ءوــض يــفو ،ةــیبیرجتلا ةــعومجملا
تاررــقم سیردــت يــف ةیــضارتفلاا فحاــتملا مادختــسا ةرورــضب
 بیردـتو ،ةصاخ ةفصب خیراتلاو ،ةماع ةفصب ةیعامتجلاا تاساردلا
 ،میــلعتلا يــف ةیــضارتفلاا فحاــتملا ةــینقت فــیظوت ىــلع نیــملعملا
 ةـئیبو يـضارتفلاا عـقاولا اـیجولونكت تاـقیبطت لاكـشأ دحأ اھرابتعاب
.ملعتلا جتاون نسحت نأ اھنكمی  ةرصاعم ةینورتكلإ ملعت

ةلادلا تاملكلا

.يخیراتلا يعولا-ةیضارتفلاا فحاتملا

ثحبلا ةمدقم

 تاررـقم ىعـست يـتلا ملعتـلا جتاوـن مـھأ نم ،يخیراتلا يعولا ربتعی
 :حلاـصو ةـلوحلا( ةیـساردلا لحارملا فلتخم يف اھقیقحت ىلإ خیراتلا

 ،لبقتـسملا يـف ریكفتلاو رضاحلا مھف ىلع ةبلطلا دعاسی وھف )2023
 يعولاــف .)Ceng ,2009( ةــحجانلا نیقباــسلا براــجت يــف لــمأتلاو
 ،ةـیركف وأ تـناك ةـیفرعم ةیناـسنإ تارـبخل يـح جاـتن وـھ يخیراتلا

 نـم ھلثمی امل ةبلطلا ىدل يخیراتلا يعولا قیمعت ةیمھلأا نم حبصأو
 عم لماكتلل يضاملا يف يفاقثلاو يخیراتلا ةملأا ثرلإ ةسیئر ةفرعم
 يعولاــف .)2014 :يدــمحملا( لبقتــسملا ثادــحأب ؤــبنتلاو ،رــضاحلا
 ةـیخیراتلا ثادـحلاا ءارقتـساو رـیكفتلاو مـھفلا ىـلع دعاسی يخیراتلا
 میعدـتلا عـم لبقتـسملا يـف اـھنم ثدـحی نأ نـكمی اـم عقوتو اھلیلحتو
 راــكفأ نــم درــفلا ھــضرتفی اــم ةحــص دــكؤت يــتلا ةــیقطنملا ةــلدلأاب
)Blanuša:2005(، يعوـلا ةـیمنت وـھ خیراـتلا ةـسارد نم فدھلاف 
 ثادـحلأا دـصرو ةـفرعم ىـلع راـصتقلاا سیلو   ھقیمعتو يخیراتلا
 ىـنعم نودةـیخیراتلا قئاقحلاو تامولعملا مكارتو ،ةقباسلا ةیخیراتلا
 .)2023:حلاصو ةلوحلا(

يزنعلا يواض تنب دیرغت .أ
ةیعامتجلاا تاساردلا ةفرشم

میلعتلا ةرازو
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.ةیعلاطتسلاا ةساردلا جئاتن يف حضتا يذلاو ،نھیدل يخیراتلا

 نـع ةـباجلإا يـف يلاـحلا ثـحبلا ةلكـشم روـلبتت ،مدـقت ام ءوض يفو
:ةیلاتلا ةلئسلأا

 ةیمنتل خیراتلا میلعت يف يضارتفلاا فحتملا میمصت تاوطخ ام :١س
؟ةیوناثلا ةلحرملا تابلاط ىدل يخیراتلا يعولا

 ىـلع خیراـتلا میـلعت يف يضارتفلاا فحتملا مادختسا ةیلاعف ام :٢س
؟ةیوناثلا ةلحرملا تابلاط ىدل يخیراتلا يعولا ةیمنت

 میـلعت يـفيـضارتفلاا فـحتملا مادختسا ةیلاعف نم ققحتلا متی يكلو
 مـت ةـیوناثلا ةلحرملا تابلاط ىدل يخیراتلا يعولا ةیمنت ىلع خیراتلا
 :ةیلاتلا ةیضرفلا عضو

 نیـب )α ≤ 0.05( ةـللاد ىوتـسم دـنع ایًئاـصحإ ةـلاد قورـف دوـجو
 ةطباضلا ةعومجملاو ةیبیرجتلا ةعومجملا تابلاط تاجرد يطسوتم
 تاـبلاط حلاـصل يخیراـتلا يعوـلا ةـیمنت ساـیقمل يدعبلا قیبطتلا يف
.ةیبیرجتلا ةعومجملا

ثحبلا فدھ

 تاـبلاطىدـل ةیـضارتفلاا فحاـتملا مادختساب يخیراتلا يعولا ةیمنت
 ةیوناثلا ةلحرملا

ثحبلا ةیمھأ

ةیعوضوملا ةیمھلأا

 مادختـسا ةـیمھأ ىـلإ ةـیمیلعتلا ةیلمعلا ىلع نیمئاقلا راظنأ ھیجوت-
.يخیراتلا يعولا ةیمنت يف ةیضارتفلاا فحاتملا

 میـلعتلا اـیجولونكتو تاـینقت فـیظوتب ةیوبرتلا تاھاجتلاا ةریاسم-
.میلعتلا ةیلمع يف ةثیدحلا

ةیقیبطتلا ةیمھلأا

 ةـئیب يـف ممـصم يخیراـت يـضارتفا فـحتمل ركتبم جذومن میدقت-
 Second قـیبطت ةطـساوب داـعبلأا ةـیثلاث ةیـضارتفا ةـینورتكلإ

Lifeملعتلا جتاون نسحت يف مھسی.

 مادختـساب رـثلأا مادتـسم سیردـتلل ةـیؤر میدـقت يـف ثـحبلا مھسی-
.يخیراتلا يعولا ةیمنتل ةیضارتفلاا فحاتملا

 ثحبلا دودح

ةیعوضوملا دودحلا
-ةیدوعـسلا ةـیبرعلا ةـكلمملا( ةـیناثلا ةدـحولا ىـلع ثـحبلا قـیبطت مت
 باــتك يــف تاعوــضوم )7( نــم تــنوكت يــتلاو )يراــضحلا قــمعلا
 .ةیوناثلا ةلحرملا خیراتلا

ةیرشبلا دودحلا
 نـسردی يـتلالا تاراـسملا ماـظن ةـیوناثلا ةـلحرملا تاـبلاط نم ةنیع
.خیراتلا ررقم

ةیناكملا دودحلا
 )تانبلل( ةیموكحلا ىلولأا ةیوناثلا ةسردملا يف ةساردلا هذھ ءارجإ مت
.ةمركملا ةكم ةقطنمب ةذفنقلا میلعت ةرادلإ ةعباتلا

 اـھرثلأةیضارتفلاا فحاتملا مادختساب ةیوبرت تاسارد ةدع تمتھاو
 يخیراـتلا يعوـلا ةـیمنت  ادًـیدحت ،خیراـتلا مـلعت جتاوـن ىلع يباجیلإا

مادختـسا نأ ىـلع اـھجئاتن  تفـشك يـتلاو )2019(يدمحملا ةساردك
 ىدل يخیراتلا يعولا  ىمنت  خیراتلا سیردت يف ةیضارتفلاا فحاتملا

 ملعتــلا تاعوــضوم لــعج يــف دعاــستو ،ةــیدادعلإا ةــلحرملا ةــبلط
 يـف ةـیلعافب ةـبلطلا ةكراشم للاخ نم يباجیلإا رثلأا رھظو ،ةقوشم
 ىــلإ )2023(حلاــصو ةــلوحلا ةــسارد تــصوأ اــمكو ،ملعتــلا ةــیلمع
 يعوـلا ةـیمنتيـف مھـسی اـمب میلعتلا يف ةیجولونكتلا تاینقتلا مادختسا
 ةـــــساردك ةـــــیوبرتلا تاـــــساردلا ضـــــعب تفدـــــھو ،يخیراـــــتلا
   ةیـضارتفلاا فحاـتملا ةـئیب مادختـسا رـثأ ساـیق ىلإ )2021(يزنعلا

 ثـیح .خیراـتلا مـلعت جتاون نیسحت و ،ةملعتملا تاربخلا زیزعت  ىلع
 ةـسارد جئاـتن ترـھظأو .جتاوـنلا هذھ مھأ نم يخیراتلا يعولا ربتعی
 تعاطتـسا دـقف ،يـضارتفلاا فحتملل يباجیلإا رثلأا )2021(يزنعلا
 زجاــح يــطختو ،ةــینطو ةــیخیراتو ةــیرثأ قطاــنم ةراــیز تاــبلاطلا
،اـھنطو ضرأ ىـلع ةدـئابلا مـملأا خیراـت فاـشتكاو ناـمزلاو ناكملا

 ةـینطولا ةیرثلأاو ةیخیراتلا تاردقملا ةیمھأب يعولا نھیدل كلذ ىمنو
 ةـیمھأب )2023(دـمحم ةـسارد تصوأو .اھھاجت ةیلوؤسملاب روعشلا
 ةـیمنتو ةـیمیلعتلا ةءاـفكلا عفر لجأ نم ةیضارتفلاا فحاتملا مادختسا
 تاراــضحلا خیراــت ةــفرعم ىــلع ةــبلطلا عیجــشتو يــفرعملا عفادــلا
 .ةفلتخملا

 فیـضتملعتـلا ةـیلمع يـف ةیـضارتفلاا فحاـتملا مادختـسا نإف ھیلعو
تاــمولعملا مدــقتو ةــیح ةــملعتملا ةداــملا لــعجتو دــیدج ىــنعم ةداــملل
 ةـبلطلا عیطتـسیو ،ةـبلطلا ناـھذأ يـف اھملعت رثأ ىقبی ةقوشم ةقیرطب
 ةـثیدحلا تاربخلاـب اـھطبرو ةیـضاملا تارـبخلا ءاعدتـسا اھللاخ نم
.)2013:ينیبرشلا( لبقتسملا ءانب يف اھنم ةدافتسلااو

 مـلعت جتاوـن نیـسحتل ةیـضارتفلاا فحاتملا مادختسا ةیباجیإ تززعو
 Akengin & Suer) ةـساردك ةـیبنجأ تاـسارد جئاـتن نـم خیراتلا

 ایجولونكتلاو تاینقتلا مادختسا ةیباجیإ اھجئاتن ترھظأ يتلاو )2011
 يف اھفیظوت ةرورضو ،خیراتلا ملعت جتاون قیقحت يف ةددعتملا ةثیدحلا
 ةـیلعاف ىـلإ تراـشأ يـتلا Kats (2015) ةساردو .ةیمیلعتلا ةیلمعلا
 لیـصحتلاةـیمنتو ،خیراـتلا سیردـت يف يضارتفلاا فحتملا مادختسا

.ةبلطلا ىدل ةیخیراتلا راثلآا وحن هاجتلااو

فحاـتملا نأ دـكؤی ةقباـس تاـسارد نـم ھـضرع قبس ام ءوض يفو
 ادًـیدحتو ةـماع ةفصب ملعتلا جتاون ةدوج نسحت نأ اھنكمی ةیضارتفلاا
 ملعتـملل حمـستةلاعف ملعت ةئیب نم هرفوت امل كلذو ،خیراتلا ملعت جتاون
 هاـجت ھـتیعفاد ةداـیزو ةـسرامملاو لعافتلاو ملعتلا ىلع ھتردق راھظإب
 عـقاولل لـثامم يـضارتفا عـقاو يـف رـشابم لكـشب ملعتلا تاعوضوم
 .)2018:دمحأ( يقیقحلا

 مادختــسلا ةــجاح كاــنھ نأ ةــثحابلا تدــجو قبــس اــم ىــلع اـًـسیسأتو
 ىدل يخیراتلايعولا ةیمنتل ةیمیلعتلا ةیلمعلا يف ةیضارتفلاا فحاتملا
 يـف يخیراـتلا يعوـلا ةیمنتل ةلواحمك يلاحلا ثحبلا يتأیو ،تابلاطلا
 ةـلحرملاتاـبلاط ىدـل يـضارتفلاا فـحتملا مادختـساب خیراـتلا میلعت
.ةیوناثلا

ثحبلا تلاؤاستو ةلكشم

 لازـی لا ھـنأ ،يوـبرتلا نادـیملا يـف اھلمع للاخ نم ةثحابلا تظحلا
 ظـفحلاىـلع ةدـمتعم ةـیدیلقت سیردت قئارطو بیلاسلأ مادختسا كانھ
 نـــسردی يـــتلالا تاـــبلاطلا ضــعب للـــمتو ،نـــیقلتلاو راھظتــسلااو
 ىـلإىدأ اــمم ،يرظنلا لكـشلاب فراـعملا يــقلت نم خــیراتلا ررـقم
 يـعولا ىوـتسم يـندت يـف كلذ مـھاسو ،مــلعتلل نــھتیعفاد ضاــفخنا
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 لداـبتو ،ءاصقتسلااو فاشكتسلاا ةسراممو ، طشنلا  ملعتلا مادختساب
 داـعبلأا ةـیثلاث ةقیرطب تدسج يتلا ملعتلا تاعوضوم لوح تاربخلا
.يضارتفلاا فحتملا لخاد

 ھـنأب يـضارتفلاا فـحتملا )2023(تادیبعو ةرباعم نم لاًك فرعو
 ةــیرثأ عــطقو تاــضورعم نمــضتی داــعبلأا يــثلاث يــضارتفا ءاــنب
 ،اـھنع ةـیخیرات تاـمولعم نمـضتت ةعطق لك ةیئرم طئاسوب ةموعدم
 مـلعت ءارثإ يف يمیلعتلا يضارتفلاا يخیراتلا فحتملا میمصت مھسیو
.اھنوسردی يتلا خیراتلا تاعوضوم لوح ةبلطلا

خیراتلا میلعت يف ةیضارتفلاا فحاتملا مادختسا ةیمھأ

 ةرــصاعملا ةــیبرتلا فادــھأ قــیقحت يــف ةیــضارتفلاا فحاــتملا مھــست
 ،ملعتـلاجتاون ىلع اًیباجیإ رثؤتو ،نیرشعلاو يداحلا نرقلا تاراھمو
 نـم اـیلعلا رـیكفتلا تاراـھم ىـلع لـمعت يـھف ،خیراـتلا ملعت ادًیدحتو
 مـھیأر ءادـبإو اھلیلحتو اھعمجو ةیرثلأا تاینتقملا ةبلطلا حفصت للاخ
.)2018:سیمخ( اھیف

ةیمیلعتلا ةیلمعلا يف ةیضارتفلاا فحاتملا مادختسا تازیمم

 اھمادختسادنع ةیضارتفلاا فحاتملا اھب زیمتت يتلا تازیمملا تددعت
 اھقایـس يـف تاـینتقملا عـضو ىـلع اھتردـق :اھنم ةیمیلعتلا ةیلمعلا يف
 ناـكملا زجاـح يـطختت يـھف ،ةیعقاولا ةئیبلا ةاكاحمو ،ایًمقر يرثلأا

 لكـشبداـعبلأا ةـیثلاثةـیفحتملا تاـینتقملا  ةـحاتإ للاـخ نم نامزلاو
 مھـستو ةـبلطلا ملعتـل  ةـبذاج ةئیب لثمت اھنأ امك ، نمآو ةبلطلل رشابم
ةـیفحتملاتاضورعملا عم لعافتلا نم مھنكمت ملعتلا ةدوج نیسحت يف
 ةـیثلاثلا ةتباثلا روصلا ةیضارتفلاا فحاتملا ضعب مدختستو ،ةیلعافب
 اھھیبـشتو ةكبشلا ىلع اھعقومب ةصاخلا لعافتلا ةھجاو دسجتل داعبلأا
 نـم ادًدـعفحاتملا ىوتحم نیمضت نكمیو ،ةیقیقحلا لعافتلا ةھجاوب
 ضرـعلا ءاـشنإ نـكمی كـلذ ىـلإ ةفاـضإ ،ةیرثلأاو ةیخیراتلا نكاملأا
 ةـماقلإ ةـنكمم ةـصرفلا لعجو ،ةفلكتلا ضافخنا عم ةلوھسب يفحتملا
 نــم دــیدعلا ریفوــتو ،ةكبــشلا ىــلع ةیــضارتفلاا فحاــتملا نــم دــیدعلا
يــف اــھرفوت بعــصی يــتلاو ةــصاخلا تاــجایتحلاا يوذــل تامدــخلا
.)2007 :يوافلحلا( ةیعقاولا فحاتملا

 ىـلع اھتردـقب زـیمتت ةیـضارتفلاا فحاـتملا نأ )2021( دوـیز ركذو
 ىـلع فرـعتلا ةـصرف ةـبلطلل حیـتت يـھف نطوـلل ءامتنلاا حور ةیمنت
  ةـیمیلعتلا ةـیلمعلا لـعج ىـلع لمعتو ،ھیلإ نومتنی يذلا مھنطو خیرات
 داـعبلأا ةـیثلاث روصلاك راوزلل تاریثم نم ھنمضتت امب ،اًقیوشت رثكأ
تاــینتقملا تامــسجمو ،ةــیخیراتلا ثادــحلأا تاــیرجم دــسجت يــتلا
 قورفلا ةاعارم أدبم ززعت  اھنأ امك ،ةیخیراتلا تایصخشلاو ،ةیرثلأا
 ةعرـسلابو  ھبـسانی يذـلا تـقولا يـف ملعتـلا ةـبلطلل حیتت يھف ةیدرفلا
 ىـلع لـمعت ةیضارتفلاا فحاتملا نأ اضًیأ ركذو ،ھتاردق بسانت يتلا
 ،ةــیرثلأاو ةــیخیراتلا نكاــملأا ىــلإ رفــسلا ءاــنعو فیلاــكتلا لــیلقت
 ناـكمو ناـمزيأ يـف ةیرثلأا تاینتقملاب ظفتحی يضارتفلاا فحتملاف
.نیرئازلل اھحیتیو

 رـبكأ ززـعت اـھنوك  )2021( دوـیز هرـكذ امMadej(2003) دیأو
 ىـلإ رـظنلا للاـخ نم ةیعمسلاو ةیرصبلا ،ةفلتخملا ساوحلل مادختسا
 ةــیخیراتلا تلایجــستلا ىــلإ عامتــسلااو ،ةــیرثلأا عــطقلاو تاــینتقملا
 ةـعتملا عباـط يفـضت كلذبو تاضورعملاب ةقلعتملا تامولعملا درسو
 .ملعتلا يف

 فحاـتملا مادختـسلا ةـیوبرت ةمیق كانھ نا قبس ام ىلإ ةثحابلا ىرتو
ةیئارثإ  ملعت ةئیب لثمت يھف ،ةیمیلعتلا ةیلمعلا ةیلمع يف ةیضارتفلاا

ةینامزلا دودحلا

)م2022-ـھ1443( يساردلا ماعلا للاخ ةساردلا تقبط

ثحبلا تاحلطصم

Historical awareness   يخیراتلا يعولا

 ةـیوناثلا ةـلحرملا تاـبلاط كلاتـما :اًیئارجإ يخیراتلا يعولا فیرعت
 میقلاو ةیخیراتلا قئاقحلا مھف ىلع ةردقلا خیراتلا ررقم نسردی يتلالا
 كاردإو ،ةــیخیراتلا ثادــحلأا بابــسأ لــیلحتو ریــسفتو ،تاــھاجتلااو
 هاـجتا نیوـكتو رـضاحلاب اـھطبرو ،اـھل ةـیناكملاو ةـینامزلا تاقلاعلا
 اـیًئارجإ ساـقیو ةـیرثلأا تاردـقملاو ةـیخیراتلا نكاـملأا وحن يباجیإ
 .يخیراتلا يعولا سایقمب

Virtual Museum يضارتفلاا فحتملا

 ھمیمــصت مــت ةــینورتكلإ ةــئیب :اــیًئارجإ يــضارتفلاا فــحتملا فــیرعت
 رــبع داــعبلأا يــثلاث يــضارتفا عــقاو يــف Second Life مادختــساب
  ةـیمیلعت فادـھأ قـیقحت معدـی يـمیلعت جذوـمن قـفو ،تـنرتنلاا ةكبش
 ناـكميف تعمج ةیخیرات نكامأ نمضتیو ،يخیراتلا يعولاك ةددحم
 رداـصمو،ةـقئافلا طئاسولا مادختساب  تدسج ةیرثأ تاینتقم و ،دحاو
 ةقیرطب ضرعت ملعتلا تاعوضوم لوح  ةیمیدقت ضورعو تامولعم
 للاــخ نــم ،رــثلأا مادتــسم ھــلعجو تاــبلاطلا مــلعت  ءارــثلإ  ةــیلعافت
 ،ةـینواعت  تاـعومجم يف ءاصقتسلااو فاشكتسلاا تابلاطلا ةسرامم
 فـحتملا ةـئیب لـخاد  نھدجاوت للاخ ھملعت مت ام لوح نھیأر ءادبإو
 ةــیخیراتلا ھتاــضورعم لوــح يــضارتفلاا نھلوــجتو ،ةیــضارتفلاا

.نامزلاو ناكملا زجاح كلذب تایطختم

:ثحبلل ةقباسلا تاساردلاو يرظنلا راطلإا

يضارتفلاا فحتملا :لاًوأ

يضارتفلاا فحتملا موھفم

 ةیــضارتفلاا فحاــتملا موــھفم مادختــسا ةرــیخلأا ةــنولآا يــف رــشتنا
:اھنأب ةیضارتفلاا فحاتملا تفرعو يلمعلا نیوكتلا تحت لازیلاو

 زــیمتت ،تــنرتنلاا ةكبــش رــبع ةیــضارتفا ةــینورتكلإ ةــیمیلعت ةــئیب
 ،ةــمیدقلا راــثلآاو تاــینتقملا اــھیف ضرــعی ،ةــمومیدلاو صــصختلاب
 ةـیثلاث ةـیمقر تاـعومجم نمضتیو ،ةیملعلاو ةینفلا ةردانلا لامعلأاو
.)2015:سیمخ( داعبلأا

 فــحتملا موــھفم ىــلإ )2017(میــلعلاوشیویردــلا نــم ًلاــك راــشأو
 روـصو ،ةـینف فحت ىلع لمتشت ناردج لاب فحاتم اھنأب يضارتفلاا
 تلااـقمو ،ویدیف عطاقمو ةیتوص تلایجستو ،تاموسرو ةیفارغوتوف

 تامولعملاو رداصملا نم ةعومجمو ،ةیمقر تانایب دعاوقو ،ةیفحص
 يـضارتفلاا فـحتملا فلم مداخ ىلع اھظفح نكمی يتلاو ةینورتكللاا

.)163:ص( اھاوتحم باعیتسلا اًیعقاو اًناكم كلمت لاو

 ةــیثلاث ةــئیب :ھــنأب يــضارتفلاا فــحتملا )2021(يزــنعلا تــفرعو
 ةكبــش رــبع يــضارتفلاا يــنورتكللإا دــجاوتلا ىــلع دــمتعت ،داــعبلأا
 ،ةــیخیراتلا ملاــعملل هدیــسجت يــف يــقیقحلا عــقاولل لــثاممو ،تــنرتنلاا

 روصلاك ةقئافلا طئاسولا نم ةعومجم مادختساب نكلو ةیرثلأا داوملاو
 ممـص يذـلا يـضارتفلاا فحتملا يتأیو ،ویدیفلا عطاقمو صوصنلاو
 اـمب عجشیوھف ،ةیئانبلا ةیرظنلا ئدابم عم قفاوتم  ةیمیلعت ضارغلأ
 ةدــیدجلا ةــفرعملا جاـتناو ةقـباسلا تارـبخلا ءاـعدتسا ىلع ھنـمضتی

ةیدوعسلا ةیبرعلا ةكلمملا يف ةیضارتفلاا فحاتملا مادختساب يخیراتلا يعولا ةیمنت
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 مـھتاروصتو ،ةـیضاملا ثادـحلأا رـیسفتو مـھف ىلع ةبلطلا ةردق ھنأب
.لبقتسملاب ؤبنتلاو رضاحلا عئاقو لوح

ةـعومجمل كاردلإا ھنأب يخیراتلا يعولا موھفم )2021( ىلع تنیبو
 ،تاــھاجتلااو میھاــفملاو ،میــقلاو فراــعملاو ةــیخیراتلا قئاــقحلا نــم
 ةـیخیراتلا ةطـشنلأاو ،تاربخلا نمضتت هددحم هربخل ضرعتلا ةجیتن
 تاـقلاع راـطإ يـف يمقرلا ملعتلا تاینقت للاخ نم تمدقو ،ةعونتملا

 .ةینامزو ةیناكم

 ةــبلطلا كلاتــما ھــنأب يخیراــتلا يعوــلا )2023( ىــضترم فرــعیو
 ثادـحلأل مھیعوـب ةـطبترملا ةعونتملاو ةیفرعملا تاردقلاو تاراھملا
 ةحیحــص ةباجتــسا میدــقت ىــلع نیرداــق مــھلعجت يــتلاو ،ةــیخیراتلا
 .يخیراتلا يعولا سایقم اھنمضتی يتلا فقاوملل

 يخیراتلا يعولا داعبأ

 میھاـفملاو تامیمعتلاو تامولعملاو قئاقحلا نمضتیو :يفرعملا دعبلا
.دارفلأل ةمزلالا

 للاـخ نـم ةـیخیراتلا ةـفرعملاب يعوـلا يـف لـثمتیو :يراـھملا دعبلا
 دـقنلاو طبرلاك يخیراتلا مھفلا تاراھم نم ةعومجم نم دارفلأا نكمت
.رارقلا ذاختاو لیلحتلاو

 ةـیقلخلا میـقلا ةـعومجمو ،يباجیلإا هاجتلاا نمضتیو :ينادجولا دعبلا
 :يـنغلا دـبع( ةـیخیراتلا ھتفرعم ءانثأ درفلا اھبستكی يتلا ةیعامتجلااو

2014(.

يخیراتلا يعولا ةیمنت ةیمھأ

 ءلاوـلا زـیزعتو ةینطولا ةدحولا قیقحت يف يخیراتلا يعولا مھسی-
.)2023:حقیشملا( ةبلطلا امیسلاو دارفلأا ىدل ينطولا ءامتنلااو

 تایبلـسل نودـصتی مـھلعجی ةـبلطلا ىدـل يخیراـتلا يعوـلا ةدایز-
 قئاـقح ھیوـشت فدھتـست يـتلا ملاـعلااو لـصاوتلا لئاـسو ضعب
.)2032:ةرقش( خیراتلا

 مـھف ىـلع رداـق حلاـص نطاوـم دادعإ يف يخیراتلا يعولا مھسی-
 ةیـضاملا ةـیخیراتلا ةـفرعملاب دوزـتلا للاـخ نم ،ھلوح نم ملاعلا
 ةراـضح ةـمیق نورعـشتسی ةبلطلا لعجت يتلاو .)2007،يواطق(
.رھدزمينطو رضاحب ؤبنتلا اھنم ةدافتسلااو ةیخیراتلا مھناطوأ

 ةراضحلاىلإ ءامتنلااب زازتعلاا ةیمنت يف يخیراتلا يعولا مھسی-
 ثارــتلا تلكــش يــتلا ةــیقابلا اــھراثآ ىــلع ةــظفاحملاو ةیــضاملا
يناسنلإا

 مھـسفنأ هاـجت مھتایلوؤـسم مھف ىلع يخیراتلا ةبلطلا يعو دعاسی-
مھقوقحو مھتابجاو ةفرعمو مھعمتجمو

 لـمعلل ةـبلطلا مـمھ ةراثتـسا ىـلع ةـبلطلا يخیراـتلا يعولا لمعی-
ةیناسنلإا ةراضحلا رارمتساو يناسنلإا عادبلاا ىلع

ةبلطلا ىدل يدقنلا ریكفتلا يخیراتلا يعولا يمنی-

 مھعمتــجم تلاكــشمب نیرــصبتم ةــبلطلا يخیراــتلا يعوــلا لــعجی-
 ریدـــب ،2009 نادـــشر ،2004 يودـــب( اـــھلح يـــف نومھـــسیو

2015(.

 ذاـختاو ،لـیلحتو دـقنو صـحف نـم ةبلطلا يخیراتلا يعولا نكمی-
.ةیخیرات ثادحأ نم ھل نوضرعتی ام لك لایح رارقلا

 مـلعملا نم لاًك سراـمیو ،رثلأا مادـتسم مـھملعت لـعجتو ةـبلطلا ملعتل
 ،ةـبلطلا ملعتـل موـقمو ھـجومو دـشرم ملعملاـف ،ةیلعافب هرود ملعتملاو
فراــعملا نــع ھــثحبو ھفاــشتكا للاــخ نــم ةــفرعملل جتــنم ملعتــملاو
 ءادـبإو راوحلاو ةشقانملا ھنكمی امك ،ھل ةمدقملا ةطشنلأا عم لعافتلاو
 فحاــتملاو ،يــضارتفلاا فــحتملا لــخاد هدھاــشی اــم لوــح ھــیأر
 ىـلع دعاـسی اـمم  بذاـجو قوـشم ملعتلا لعج يف مھست ةیضارتفلاا

 يراـضحلاو يخیراتلا مھنطو ثرإ تاردقم ةیمھأب ةبلطلا يعو عفر
 عــقاوملا هذــھ ىــلع ةــظفاحملا يــف ةــینطولا مھتیلوؤــسم ززــعی اــمم
 ةـھجوك اـھزاربإو ةـینطولا ةیحایسلا ةیمنتلا يف ةمھاسملاو ةیخیراتلا

.ةیخیراتلا عقاوملل ةیحایسلا تارامثتسلاا و ،حایسلل ةبذاج  ةیملاع

يضارتفلاا فحتملا صئاصخ

 عـقوم نـع ةرابع يضارتفلاا فحتملاف :فحتملا نایك ةیضارتفا-
 دوـجونود تاقلاعلا نم ماظنب دوزم يلیخت تنرتنلاا ةكبش ىلع
 ىوــتحم ىــلع فرعتلاــب نییــضارتفلاا راوزــلل حمــسیو ،يناــكم
.تنرتنلاا ةكبش ىلع ممص يذلا ھتاینتقمو يضارتفلاا فحتملا

 دـیدعلا ىـلع فرـعتلا رـئازلل حیتت :ةیضارتفلاا فحاتملا ةیملاع-
 ىـلإ دوـعت لا يـتلا ةـیرثلأا تاینتقملاو تامولعملاو رداصملا نم
 عـیمجف تاـینتقملاو تامولعملا نم ددعل رصح لب ،ةدحاو ةھج
 ناكم يف يضارتفلاا فحتملا يف اھعمج نكمی يتلاو ملاعلا ءاحنأ
 دحاو

 ىــلعةیــضارتفلاا فحاــتملا دــمتعت :ةــقئافلا لئاــسولا مادختــسا-
 تاــینتقملاو تاــضورعملا طــبر يــف ةــقئافلا لئاــسولا اــیجولونكت
اھیلع ةطبترملا تاقیلعتلاو ثاحبلأاو تاساردلاب ةیرثلأاةیفحتملا

 ددــعتل ةــعونتم اـًـصرف حیــتت :ةیــضارتفلاا فحاــتملاةــیكمانید-
 تاـمولعملا رداـصم عوـنت للاـخ نـم ساوـحلا لعافتو ةطشنلأا
 تاموسرلاو روصلاو صوصنلا ضرع يف اھلماكتو ةضورعملا
عـــقاولا اـــیجولونكتو ویدـــیفلا عطاـــقمو ،ةـــكرحتملاو ةـــتباثلا
 مءلاتی امب يفحتملا ضرعلا بیلاسأ عونت كلذ حاتأو ،يضارتفلاا
.نیرئازلل ةعونتملا ةیلقعلا تاردقلا عم

 دـیدحتو ثحبلا ةیرح رئازلل يضارتفلاا فحتملا حیتی :ةیلعافتلا-
 ةــفرعملا لقــصو ،ھــتامامتھلا اــعًبت ةــمزلالا تاــمولعملا قایــس
 ةكبــشب فــحتملا طاــبترلا رداــصملاو تاــمولعملا ةــفاك ةعــسوتو
.)2017 :میلعلاوشیویردلا( تنرتنلاا

يخیراتلا يعولا :اًیناث

يخیراتلا يعولا موھفم

 معنـملا دـبع فرـعو ،نیثحاـبلا ىدـل يخیراـتلا يعولا میھافم تددعت
 يتلاو ،نھذلا تایلمعل يلكلا عومجملا ھناب يخیراتلا يعولا )2004(
 يعوـلا ةـینب لمتـشتو ،يعقاوـلا ملاعلا كاردإ يف ةطشن ةروصب مھست

 ،راـــكفلأاو میھاـــفملاو ،سیـــساحلأاو ءارلآاو ،تاروـــصتلا ىـــلع
.تارارقلا مھذاختا ىلعو دارفلأا كولس يف رثؤت يتلا تایرظنلاو

 ةــفرعملا لاــجم يــف ةــمدقتم ةــلاح ھــناب )2004( يودــب ھــفرعی اــمك
 كاردلإاو ،نمزلل دارفلأا ریدقت ىلع موقت يخیراتلا سحلاو ةیخیراتلا
 اـھتاقلاع راـطإ يـف ،اھتاببـسمب ةـیخیراتلا ثادـحلاا طـبر للاـخ نـم
.ةیناكملاو ةینامزلا

يخیراتلا يعولا موـھفم )2021(يلئانلاو بـحاصلا نم لاًك حضوو

ةیدوعسلا ةیبرعلا ةكلمملا يف ةیضارتفلاا فحاتملا مادختساب يخیراتلا يعولا ةیمنت



100

 ةـیلعاف نـع فـشكلا ىـلإ ةـساردلا تفدـھ )2023(تادـیبعو ةرباعم
 ءاـنثأ ملعتـلا ةـعتم ةـیمنت يـف يـضارتفلاا يخیراتلا فحتملا مادختسا
 فدـھلاقـیقحتلو ،ندرلأاب كومریلا ةعماج ةبلط ىدل خیراتلا سیردت
 ساـیقم دادـعإ مت ةساردلا قیقحتلو ،يبیرجتلا ھبش جھنملا مادختسا مت
 ةیدـصق ةـقیرطب ترـیتخاو ةـساردلا ةـنیع ىلع ھقیبطتو ،ملعتلا ةعتم
 ،نیتعوــمجم ىــلإ مھمیــسقت مــتو ،ةــبلطلا نــم )54(  اھددــع غــلبو
 فــحتملا مادختــساب تــسرد ةــبلاط )22( نــم تــنوكتو ةــیبیرجتلا
 ةــبلاط )32( نــم تــنوكت ةطباــض ىرــخلأاو ،يــضارتفلاا يخیراــتلا
 قورـف دوـجو ةـساردلا جئاـتن ترـھظأو ،ةیدایتعلاا ةقیرطلاب تسرد
 ةـعومجملا تاطسوتم نیب ملعتلا ةعتم سایقم يف ةیئاصحإ ةللاد تاذ
 ىـلع كـلذ لدـیو ةـیبیرجتلا ةـعومجملا حلاصلو ةطباضلاو ةیبیرجتلا
 ةـعتم ةـیمنت يـف يـضارتفلاا يخیراـتلا فحتملا مادختسا ةیلعاف ىدم
.ملعتلا

ةیــضارتفلاا فحاــتملا مادختــسا ىــلإ ةــساردلا تفدــھ )2023(دــمحم
 ىدــل يلیــصحتلا ىوتــسملا عــفرو ،ءاــیزلأا خیراــت سیردــت زــیزعتل

 ةـیبرعلا ةـكلمملاب ةـحابلا ةـعماجب ءاـیزلأا میمـصت صـصخت تابلاط
 يـبیرجتلا ھبـش جھنـملا مادختسا مت ةساردلا فدھ قیقحتلو ،ةیدوعسلا

 ،ةیـضارتفلاا فحاتملا وحن هاجتا سایقل ةنابتسا ةساردلا تاودأ ءانبو
 ،ةـبلاط )20( اھددـع غـلب ةـنیع ىـلع اھقیبطتو  يلیصحتلا رابتخلااو
 مــتو ،ةــحابلا ةــعماج– قدــنملاب بادلآاو موــلعلا ةــبلك تاــبلاط نــم
 نــع جئاــتنلا تفــشكو ،ةــیبیرجتو ةطباــض نیتعوــمجم ىــلإ نھمیــسقت
 نیتعوـمجملا تاجرد يطسوتم نیب ةیئاصحإ ةللاد تاذ قورف دوجو
 ةــعومجملا حلاــصل يلیــصحتلا راــبتخلاا يــف  ةطباــضلاو ةــیبیرجتلا
 ةیـضارتفلاافحاـتملل يباـجیلإا رـثلأا جئاتنلا فشكت امك  ،ةیبیرجتلا
 ،يـفرعملا تاـبلاطلا لیـصحت ىوتـسم عـفر يـف ززعملا عقاولا ةینقتب
 فحاـتملا مادختـساب ءاـیزلأا خیراـت ةـسارد وـحن يباجیلإا نھھاجتاو
.ةیضارتفلاا

يخیراتلا يعولا روحم :اًیناث

Rusvitaningrum, Y., & Sudiyanto, S (2018) تفدـھ 
  بلاـطلا ىدل يخیراتلا يعولا زیزعت ىدم ىلع فرعتلا ىلإ ةساردلا
  ایـسینودنإ يـف ةساردلا هذھ تیرجأ دقو  ءاصقتسلااب ملعتلا للاخ نم
 ةـسارد يـلیلحتلا يفصولا جھنملا مادختسا  مت ةساردلا فدھ قیقحتلو
 ةـیوبرتلاو ةـیملعلا تلاـجملاو عـقاوملاو بـتكلا نـم اھتانایب تایبدلأا

 مادختـساب اھلیلحتو ةساردلا عوضومب ةلصلا تاذ ةقباسلا تاساردلاو
 ءاـصقتسلااب ملعتـلا نأ ةـساردلا جئاتن ترھظأو ،صنلا لیلحت تاینقت
 تاعوـضوم ملعت يف ةطشنلاو ةلاعفلا بیلاسلأا نمو ؛ةیاغلل دیفم رمأ
 معدـی يدـقنلاوو يـملعلا رـیكفتلا رـیثت میلعت ةطشنأ مادختساب خیراتلا
 .ةبلطلا ىدل يخیراتلا يعولا زیزعت

 يعوـلا ىوتـسم ىـلع فرـعتلا ىـلإ ةـساردلا تفدـھ )2021( سراف
 قـیقحتلو قارعلاـب ءلابرـك ةـعماجب خیراـتلا مـسق ةبلط ىدل يخیراتلا
 ةنابتساثحبلا ةادأ ءانبو ،يفصولا جھنملا مادختسا مت ةساردلل فدھلا
 ،خیراتلا مسقب تابلاطلاو ةبلطلا نم )50( ةیئاوشع ةنیع ىلع تقبطو
 ىوتـسم كـلمت ةـساردلا ةنیع نأ :اھنم جئاتن ةدع نع جئاتنلا ترفسأو
 يعوـلا يف ةیئاصحإ ةللاد تاذ قورف دجوت لاو ،يلاع يخیرات يعو
 ىدـل دادزـی يخیراـتلا يعوـلا نأ اـمك ،سنـجلا ریغتمل اعًبت يخیراتلا
.ةیساردلا لحارملا يف مھمدقت ءانثأ ةبلطلا

ةـیلعاف ىـلع فرـعتلا ىـلإ ةسارلا تفدھ )2021(يلئانلاو بحاصلا
فصلا ةبلط ىدل يخیراتلا يعولا يف PECS ةیجیتارتساب سیردتلا

 نیـبطبرـلاو يخیراـتلا مـھفلا نـم ةـبلطلا يخیراـتلا يعولا نكمی-
 ثادــحلاابــیترتو اــھنیب تاــقلاعلا داــجیإو ةـیخیراتلا قئاقحلا
 اقـسلا ،2008 ملاـس ،2008 يداھلا(  ينمز لسلست يف ةیخیراتلا

2015(.

 ىـلع ةبلطلا تایصخش لبجو سفنلاب ةقثلا يخیراتلا يعولا ززعی-
.)2023 :يوابلا( خیراتلا ةءارق بح

 نینطاوـملا نیـب حماـستلا ةـفاقث ءاـنب يـف يخیراـتلا يعوـلا مھسی-
 تاـــــفاقثلا فلاتـــــخا نوـــــلبقتی مـــــھلعجیو ةـــــبلطلا امیـــــسلا
)Bevernage:2012(.

 ةقباسلا تاساردلا

يضارتفلاا فحتملا روحم :لاًوأ

 ةـیمنتل يـضارتفلاا فـحتملا مادختسا ىلإ ثحبلا فدھ )2019( دـیاف
 ،خیراـتلا سیردـت يف ةیدادعلإا ةلحرملا بلاط ىدل يخیراتلا يعولا
 ةادأ دادــعإو يــبیرجتلا ھبــش جھنــملا مادختــسا مــت فدــھلا قــیقحتل و
 ةـنیع ىـلع ایًدـعبو اـیًلبق قبط يذلاو يحایسلا يعولا سایقم ةساردلا
 طـسوتم لولأا فـصلا بلاـط نـم بـلاط )40( اھددـع غـلب ةساردلا
 میــلعت ةرادلإ ةــعباتلا ةكرتــشملا ةــیدادعلإا دوواد وــبأ دــمحم ةــسردمب
 فـحتملا مادختـسلا يباـجیلإا رـثلأا جئاـتنلا ترھظأو ،رصمب قوسد
 يدادـعلإا لولأا فـصلا ةـبلط ىدـل سیردـتلا ةـیلمع يف يضارتفلاا

.ةبلطلا ىدل يخیراتلا يعولا ةیمنت  يف ھتیلعافو

 جماــنرب ةــیلعاف نــم قــقحتلا ىــلإ ةــساردلا تفدــھ )2020(دوعــس لآ
 ىدـل يرـثلأا يعوـلا ةـیمنتل ةیضارتفلاا فحاتملا ىلع دمتعم يمیلعت

 قـیقحتلو ،ةیدوعـسلا ةـیبرعلا ةـكلمملا يف ةطسوتملا ةلحرملا تابلاط
 ةـساردلا تاودأ تـقبطو ،يـبیرجتلا ھبـش جھنـملا مادختـسا مت فدھلا
 يــفرعملا راــبتخلااو ،يرــثلأا يعوــلا ساــیقم ىــلع تلمتــشا يــتلا
 ةـنوكمو،ةیئاوـشع ةـقیرطب ترـیتخاو ةساردلا ةنیع ىلع يلیصحتلا

 تاـنبلا سرادم ىدحإ يف طسوتملا ثلاثلا فصلا نم ةبلاط )25( نم
 تاذ قورـف دوـجو نـع جئاـتنلا ترـھظأو ،ضایرلا ةنیدمب ةیموكحلا
 نیقیبطتلا يف ةساردلا ةعومجم تاجرد يطسوتم نیب ةیئاصحإ ةللاد
 يــفرعملا راــبتخلااو ،يرــثلأا يعوــلا ساــیقم يــف يدــعبلاو يــلبقلا
 ریثأــتلا جئاــتنلا ترــھظأ اــمك ،يدــعبلا قــیبطتلا حلاــصل يلیــصحتلا
 يـف  ةیـضارتفلاا فحاـتملا ىـلع دـمتعملا يـمیلعتلا جمانربلل عفترملا
.ةساردلا ةنیع ىدل يفرعملا لیصحتلاو يرثلأا يعولا ةیمنت

 مادختــسا رــثأ ىــلع فرــعتلا ىــلإ ةــساردلا تفدــھ )2020(دیــسلا
 ىــلع خیراــتلا ررــقم نــم ةدــحو سیردــت يــف ةیــضارتفلاا فحاــتملا
 ةـیدادعلإا ةـلحرملا ةبلط ىدل ةئطاخلا ةیخیراتلا تاروصتلا بیوصت
 ،يـبیرجتلا ھبـش جھنـملا مادختـسا مـت ةساردلا فدھ قیقحتلو ،رصمب
 میھاـفملل ةـئطاخلا تاروـصتلا صیخـشت راـبتخا ةـساردلا ةادأ قیبطت
 تاـبلاط نـم ةـبلاط )43( نـم تـنوكتو ةساردلا ةنیع ىلع ةیخیراتلا
 ةـظفاحمب ةـیمیلعتلا حتـفلا ةرادلإ ةعبات ةسردمب يدادعإ يناثلا فصلا
 نیـبةیئاـصحإ ةـللاد تاذ قورـف دوجو نع جئاتنلا ترفسأو ،طویسأ
 ةـــعومجملاو ةـــیبیرجتلا ةـــعومجملا تاـــبلاط تاـــجرد تاطـــسوتم
 میھاـفملل ةـئطاخلا تاروـصتلا راـبتخلا يدـعبلا قیبطتلا يف ةطباضلا
 فـحتملا مادختـساب تملعت يتلا ةیبیرجتلا ةعومجملا حلاصل ةیخیراتلا
 يف عفترملا ةیضارتفلاا فحاتملا ریثأت ىلع جئاتنلا لدتو ،يضارتفلاا
 .تابلاطلا ىدل ةئطاخلا ةیخیراتلا تاروصتلا بیوصت

ةیدوعسلا ةیبرعلا ةكلمملا يف ةیضارتفلاا فحاتملا مادختساب يخیراتلا يعولا ةیمنت
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ثحبلا ةادأو ةدام :اًثلاث

:يضارتفا يخیرات فحتم میمصت

 مــت ةــــیضارتفلاا فــــحاتملا لوــــح ةــــیرظن ةـــسارد ءارــجإ دــعب
راــیتخا

)Second Life( للاـــخ نـــمو .يـــضارتفلاا فـــحتملا میمـــصتل 
 جذوـمن يـنبت مت ةقباسلا تاساردلاو ثوحبلاو تایبدلأا ىلع علاطلاا
 نــم جذوـــمنلا فـــلأتیو ،يـــملاعلا )ADDIL( يــمیلعتلا میمــصتلا

 ةــلحرمو ،لــیلحتلا ةــلحرم لمــشت يــتلاو ،ةیــساسأ لـــحارم ســـمخ
 ،دـماح( میوقتلا ةلحرمو ،ذیفنتلا ةلحرمو ،ریوطتلا ةلحرمو ،میمصتلا

:يلاتلا يف ھلحارم لثمتتو .)2011

)Analysisِ( لیلحتلا :ىلولأا ةلحرملا

 ثـلاثلا فـصلا تاـبلاط صئاصخ دیدحت مت اھیفو ،ةیادبلا ةَطقنُ ربتعت
تابلاطلل قبسی ملو ،ةنس19-17 نیب ام نھرامعأ حوارتتو ،يوناثلا
 يـفو .ةـبلاط )26( نھددـعو ،ةیـضارتفلاا فحاـتملا مادختساب ملعتلا

 ةدعاسمو ،نھتاوذ دیكأت يف ةبغرلا تابلاطلا ىدل دادزت ةلحرملا هذھ
 لوــیملا عوــنتو ،عــمتجملا هاــجت ةیلوؤــسملاب ساــسحلإاو ،نیرــخلآا
 تاردــقلا وــمنو ،مــھفلا ىــلع داــمتعلاا نھیدــل دــیزیو ،تاــھاجتلااو
 ةداـیزو ،فراـعملاو كرادـملا عاستاو ،ةیوغللا ةردقلا :اھنمو ؛ةیلقعلا
 ،نھراــكفأ ةــباتكو ،نــھتاوذ نــع رــیبعتلا ىــلإ لــیملاو ،لیــصحتلا
 صــصختلا وــحن میــلعتلا هاــجتاو ،حوــمطلا يــف رــیكفتلا ةیللاقتــساو
.)2004محلم( ةنھملل بسانملا

)(Design يضارتفلاا فحتملا میمصت :ةیناثلا ةلحرملا

 يــضارتفلاا فــحتملا نــم فدــھلا دــیدحت مــت ةــلحرملا هذــھ يــفو
 ،يــضارتفلاا فــحتملل ماــعلا لــكیھلا دادــعإو ،يــمیلعتلا ىوــتحملاو
.ةیمیلعتلا تلاعافتلا میمصتو
 يـف  ةضورعملا دنسملا طخ ةحولب تابلاطلا نیعتست :كلذ ةلثمأ نمو

Second Lifeلداـبتتو اـھتلیمز مـسا دنـسملا طـخ فورحب بتكتو 
.ھنبتك ام تابلاطلا

 يـــــضارتفلاا فـــــحتملا ریوـــــطتلا ةـــــلحرم :ةـــــثلاثلا ةـــــلحرملا
)Development(

 نـم ،يـضارتفلاا فـحتملا يـف دٌوـجوم وـھ امَ لیدعت ةثحابلا ترجأ
 روـصلا دیـسجتو ،يـضارتفلاا فـحتملا ةـئیب يـف دیدجلا جاتنإ للاخ
 ملعتلا ةدحو يف ةدوجوملا ةیخیراتلاو ةیرثلأا ملاعملا زربلأ لاكشلأاو
 زــیھجتو ،ةــیناثلا ةاــیحلا قــیبطت مادختــساب ،خیراــتلا ررــقمب ةددــحملا
نــم ةددــعتملا طئاــسولاو ةدــحولا تاعوــضومل ةــیمیلعتلا ضورــعلا
 عطاـقم و  ،ةـثحابلا لـبِق نـم ةممـصملا ةبوتكملا صوصنلاو روصلا
 ةفاـضإو يـضارتفلاا فـحتملا لـخاد تاـبلاطلا مـلعت ءارـثلإ ؛ویدیفلا
ِ لـبِق نـم ةـیباتكلا صوـصنلا ةباتكل ةیلعافت تاحولو ،ثحب تاكرحم
 نـمةـیمیلعت داوـم ءارـش مـتو ،يـضارتفلاا فـحتملا لخاد تابلاطلا
 فـحتملا يـف ملعتـلا تاعوـضوم ءارـثلإ ؛ةـیناثلا ةایحلا قیبطت رجتم
 يـخیراتلا يـنطولا فـحتملا ىـمسم ةـثحابلا تــقلطأو ، يـضارتفلاا
.ثحبلا اذھ يف مدختسملا يضارتفلاا فحتملا ىلع يضارتفلاا

 مدختــسا ةــساردلا فدــھ قــیقحتلو ،خیراــتلا ةداــم يــف يــبدلأا عــبارلا
 ساـیقمو ءاكذـلا رابتخا ةساردلا تاودأ قیبطتو يبیرجتلا ھبش جھنملا
 نم اًبلاط )45( نم تنوكت يتلاو ةساردلا ةنیع ىلع يخیراتلا يعولا

 نیتعوـمجم يـف مھمیـسقت مـت ،قارعلاـب ةیرـصنتسملا ةعماجلا بلاط
 يـف PECS ةیجیتارتـسا ةیلعاف جئاتنلا ترھظأو ،ةطباضو ةیبیرجت
 ةــقیرطلاب ةــنراقم مھتاردــق ةداــیزو يخیراــتلا يعوــلا ىوتــسم عــفر
.ةیدایتعلاا

 ةــیلعاف نــم قــقحتلا ىــلإ ةــساردلا تفدــھ )2023(حلاــصو ةــلوحلا
 يخیراـتلا يعوـلا ةـیمنت  يف ةینورتكللإا ةیمیلعتلا مئاعدلا ةیجیتارتسا
 ةـلحرملا ةـبلط نـم ةـنیع ىدـل يساردلا جامدنلااو يرصبلا ریكفتلاو
 ھبــش جھنــملا مادختــسا مــت  ةــساردلا فدــھ قــیقحتل و ،ةــیدادعلإا
 يعوــلا راــبتخا يــف تــلثمت يــتلا ةــساردلا تاودأ ءاــنبو ،يــبیرجتلا
 ،يخیراــتلا يعوــلا ساــیقمو ،يرــصبلا رــیكفتلا راــبتخاو ،يخیراــتلا
 ةـلحرملا دـھاعم نم نیدھعم نم تنوكت ةیئاوشع ةنیع ىلع اھقیبطتو
 ىــسیع شوــح دــھعمو ،قاقــشلا وــبأ دــھعم  ( ةــیرھزلأا ةــیدادعلإا
 ةـساردلا جئاـتن ترـھظأو ،رـصمب ةریحبلا ةظفاحمب )تانب يدادعلإا

 ةعومجملاحلاصل ةطباضلاو ةیبیرجتلا نیتعومجملا نیب قورف دوجو
 ،يرــصبلا رــیكفتلاو ،يخیراــتلا يعوــلا تاراــبتخا يــف ةــیبیرجتلا
 يدــعبلاو يــلبقلا نیــسایقلا نیــب قورــف دوــجوو ،يــساردلا جامدــنلااو
.ةیبیرجتلا ةعومجملل يدعبلا قیبطتلا حلاصل

 ةیجیتارتـسا ةـیلعاف نـم قـقحتلا ىـلإ ثـحبلا فدھ )2023( ىضترم
 ةبلط ىدل خیراتلا ةدام يف يخیراتلا يعولا ةیمنت يف ةیسادسلا داعبلأا
 جھنـملا مادختـسا مت ةساردلا فدھ قیقحتلو ،قارعلاب سماخلا فصلا

 ىـلع قـبطو يخیراتلا يعولا سایقم ةسارد ةادأ ءانبو يبیرجتلا ھبش
 ،ءلابرـكب نیـنبلل مـلعلا ةیدادعإ ةبلط نم ابًلاط )49( نم تنوكت ةنیع
 يعوـلا ةـیمنت يـف ةیبیرجتلا ةعومجملا بلاط قوفت جئاتنلا ترھظأو
 بلاـط ىـلع ةیسادسلا داعبلأا ةیجیتارتسا قفو تسرد يتلا يخیراتلا
.ةطباضلا ةعومجملا

ثحبلا تاءارجإ

ثحبلا جھنم :لاًوأ

 دـــحأ مادختـــسا مـــتو ،يـــبیرجتلا ھبـــش جھنـــملا ةـــثحابلا تمدختـــسا
 نیتعوــمجملا ىــلع دــمتعملا میمــصتلا وــھو ،ةــیبیرجتلا تامیمــصتلا
 يعوــلاساــیقمل يدــعبو يــلبق قــیبطت تاذ ،)ةــیبیرجتلاو ،ةطباــضلا(
 ىـلع )يـضارتفلاا فـحتملا( لقتـسملا ریغتملا رثأ ةفرعمل ،يخیراتلا
 .)يخیراتلا يعولا( عباتلا ریغتملا

ھتنیعو ثحبلا عمتجم :اًیناث

-ةـیوناثلا ةلحرملاب ماعلا میلعتلا تابلاط عیمج نم ثحبلا عمتجم لثمت
تاــنبلا سرادــم يــف خیراــتلا ررــقم نــسردی يــتلالا تاراــسم ماــظن
 تـنوكتو.ةـمركملا ةـكم ةقطنمب ةذفنقلا میلعت ةرادلإ ةعباتلا ةیموكحلا

يـتلالا ةـیوناثلا ةـلحرملا تاـبلاط نـم ةـبلاط )26( نم ةساردلا ةنیع
 :امھدـحأ ؛ایًئاوـشع نییـسارد نیلـصف رایتخا متو خیراتلا رقم نسردی
 ،ةیدایتعلاا ةقیرطلاب نملعت )ةبلاط13( نم تنوكت ةطباض ةعومجم
فـحتملا مادختـساب تـملعت ةبلاط )13( اھددع غلب ةیبیرجت ىرخلأاو
.يضارتفلاا

ةیدوعسلا ةیبرعلا ةكلمملا يف ةیضارتفلاا فحاتملا مادختساب يخیراتلا يعولا ةیمنت
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 ةـئیب لـخاد ةیـساردلا كتـصح ءاـھتنا ىتح تنرتنلإاب ةلصتم يقبا .٥
ةیضارتفلاا ملعتلا

 Second life ةئیب مادختساب ملعتلا تاھیجوت :اًثلاث

 ،ةیــضارتفلاا ملعتــلا ةــئیب يــف ةدوــجوملا ةیفــصلا نیناوــقلا يــئرقا
 اھب كتلایمز ریكذتو اھقیبطتب مازتللااو

 للاـخ نـم اھنیسردت فوس يتلا تاعوضوملا فادھأ ىلع يفرعت .١
 ةیضارتفلاا ملعتلا ةئیب يف تقلع يتلا ةیرادجلا ةحوللا

 ادادعتـسا اـھتانوكم ىلع يفرعتو ةیضارتفلاا ملعتلا ةئیب يفشكتسا .٢
 ملعتلل

 ملعتلا تایجیتارتسا ىلع ةیضارتفلاا ملعتلا ةئیب لخاد كملعت دمتعی .٣
ةنواعتمو ةلعاف ينوك طشنلا ملعتلاو ،ينواعتلا

 مدـقت ىدـم ىـلع مـكحلل يتاذـلا میوقتلا ةصحلا ةیاھن يف يمدختسا .٤
 كملعت ریس

 معدـلا كـل مدـقتل ةلكـشم كـھجاوت امدـنع كـتملعم لاؤـسب يھجوت .٥
يروفلاو مزلالا

)Evaluation( میوقتلا ةلحرم :ةسماخلا ةلحرملا

 ةـیلمع حاجن ىدم ىلع مكحلاو میوقتلا ةیلمع نوكت ةلحرملا هذھ يفو
 حـضویو ،يماـتخلاو ،يئاـنبلاو ،يـلبقلا میوقتلا تنمضت يتلاو ،ملعتلا
  :میوقتلا ةیفیك يلاتلا ضرعلا

ِضعب ىلع علاطلاا دعب :يلبقلا میوقتلا .أ  تـماق ةقباـسلاِ تاـساردلا 
 يـضارتفلاا فـحتملا ةیحلاـص میـیقتل ؛ةقاطب دادعإو میمصتب ةثحابلا

 نیمكّحملا نم ةعومجم ىلع اھضرع متو ملعتلل ھتیحلاص نم دكأتللو
تاــینقتو ،ةــیعامتجلاا تاــساردلا سیردــت قرــطو جھاــنم لاــجم يــف
مھئارآو مھتاحارتقا لیجستو ،اھمیوقتو ،اھمیكحتل ؛میلعتلا

 كــلذو ةــیمیلعتلا ةداــملا میدــقت ءاــنثأ يــف نوــكیو :يئاــنبلا میوــقتلا .ب
فحاـــتملا مادختـــساب تاـــبلاطلا مـــلعت ةـــیلمع ریـــس ىـــلع فوـــقولل
 ملعتــلا ةطــشنلأ نھتــسراممو للاــخ نــم كــلذ حــضتیو ،ةیــضارتفلاا
.ينواعتلا

:يلاتلا وحنلا ىلع ھقیبطت متیو :يماتخلا میوقتلا .ج

َ مـكُحلا نعطتـسی اـھللاخ نـم يـتلاو ،تابلاطلل يتاذلا میوقتلا ةمئاق .١
.نھمِلعت مدقت ىدم ىلع

)(Implementation ذیفنتلا ةلحرم :ةعبارلا ةلحرملا

 اــھب تــماق ،تاوــطخلا نــم ةــعومجم ءارــجإ ةــلحرملا هذــھ بــلطتت
:يلاتلاك يھو ،ةثحابلا

 ةحاـــسم راجئتـــساو ،Second Life قـــیبطت لوخدـــلا لیجـــست-
 لـخاديـضارتفلاا يخیراـتلا ينطوـلا فحتملا ةماقلإ ؛ةیضارتفا
 ةیضارتفلاا ةئیبلا

ممصملا يضارتفلاا فحتملا ىلإ يمیلعتلا ىوتحملا عفر-

 ىـلإيـضارتفلاا فـحتملا لوخدـل يداشرلاا ةبلاطلا لیلد لاسرإ-
تابلاطلا

ةیضارتفلاا ملعتلا ةئیب تابلطتم :لاًوأ

داـبیلآا ةزـھجأ ىـلع لـمعی لا--بوت بلا-يبتكم( بساح زاھج .١
)نوفیلآا وأ

سأر تاعامسو كیام زاھج .٢

يضارتفلاا ملاعلا يف باسح .٣

 Second life لوخدلا تاداشرإ :اًیناث

 دوكرابلا للاخ نم Second life لیمحت .١

 ةملعملا ھب كتدوز يذلا دروسابلاو مدختسملا مسا لاخدإ .٢

 كــلثمت Avatarراــتافآ ةیــضارتفا ةیــصخش يــف نیدــسجتت فوــس .٣
يقیقحلا ملاعلا يف ناك ول امك ةیضارتفا ةبلاطك

 ةـئیب ىـلإ نیلـصتل ةیضارتفلاا ملعتلا ةئیب ثحبلا كرحم يمدختسا .٤
 Second life يف  ملعتلا

 مسا يعض
 ةملكو مدختسملا

رورملا

Second lifeجمانربلا لیمحتل دوكراب

 Avatar ةیصخش يراتخا
Avatar)( اھب دسجتلل

ثحبلا ةسدع

ةیدوعسلا ةیبرعلا ةكلمملا يف ةیضارتفلاا فحاتملا مادختساب يخیراتلا يعولا ةیمنت
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:ةبلاطلليتاذلامیوقتلاةمئاق

بسانم 67غبسانميتاذلا ميوقتلا رصانعمقرلا

Second Life يA ةيضا<#فلاا ةصحلا للاخ ةملعلما تا-,جوتب تم$#لأ1
طشن يRامج شاقن يA ةلئسأ نم ةملعلما ھحرطت ام عم لعافتأ2

عوضولما نع يدل ةقباس ةفرعمب اهطبرو ةديدج ةفرعم كلتمأ3

لبقتسلما يA ھملعت ديرأ ام ديدحت عيطتسأ4

ينواعت ملعتلا قايس للاخ نم iملعت ترثأSecond Life يA ملعتلا ةئيب5

ةبولطلما ةيميلعتلا تاجاتنلا تققح6
ملعتلا عوضوم لوح <tكأ ملعتلل riيعفاد <pثي Second Life ملعتلا ةئيب مادختساب ملعتلا7

يخیراتلا يعولا ىوتسم سایقم

ةدشب قفاوأ لاقفاوأ لاقفاوأةدشب قفاوأتارابعلا
يفرعملا لاجملام

 اھتیمھأب ةكلمملل يفارغجلا عقوملا صئاصخ طبر ىلع ةردقلا يدل1
  ةیسفانتلاو ةیملاعلا

.يعیبطثارتكلمتةیدوعسلاةیبرعلاةكلمملانأىرأ2

ةینطولاةحایسللبذجةادأةیثارتلاقاوسلأالثمت3

ءلاولابروعشلاونطوللةیخیراتلانیبةقلاعلاحیضوتعیطتسأ4
ينطولاءامتنلااو

لخدلاةدایزيفدعاسیجتنمعاطقدعتةیخیراتلانكاملأانأىرأ5
ةیدوعسلاةیبرعلاةكلملليموقلا

تاقیبطتلاللاخنملقنلاتامدخةنمقريفةلودلادوھجنأدقتعأ6
ةكلمملايفةیخیراتلاعقاوملاىلإراوزلالاقتناترسی

ةكلمملاتاموقمبةفرعملاكلتمانأيفSecond Lifeةئیبتدعاس7
ةیدوعسلاةیبرعلاةكلمملااھبزاتمتيتلاةیخیراتلاوةیثارتلا

ةیخیراتلانكاملأليتایكولسةیلوؤسملمحتأ8

يراضحقمعبةیدوعسلاةیبرعلاةكلمملازیمتبابسأریسفتيننكمی9
يملاع

ةیبرعلاةكلمملايفةمیدقلاةیراجتلاقرطلاماھسإىدمةشقانمعیطتسأ10
اھفاشكتسلاراوزلابذجيفةیدوعسلا

ظفحلاجميفلاعفرودھلةیخیراتلانكاملأابنطاوملايعو11
يخیراتلاثوروملا

عاتمتسلااةكلمملايفةیخیراتلانكاملألرئازلاقوقحنمنأىرأ12
ملاسلاونملأاب

ةیؤرعمقفتیةیخیراتلانكاملأاریوطتبيلاحلامامتھلاانأىرأ13
2030ةكلمملا

يفةیخیراتلانكاملأاتاعوضوملوحيدلةفرعملاریوطتبمتھأ14
ةینورتكللإاعقاوملاحفصتدنعةكلمملا

ةیدوعسلا ةیبرعلا ةكلمملا يف ةیضارتفلاا فحاتملا مادختساب يخیراتلا يعولا ةیمنت

جِئاتنةفرعمل؛تابلاطلاىلعيخیراتلايعولاسایقمقیبطت.٢
تاباجتسالیلحتدعبكلذو،يضارتفلاافحتملامادختسابمِلعتلا
يخیراتلايعولاسایقملتابلاطلا
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 اـیًلبقيخیراـتلا يعوـلا ساـیقم قـیبطت مـت لاؤسلا اذھ ىلع ةباجلإلو
 میــلعت يــف يــضارتفلاا فــحتملا مادختــسا ةــیلاعف مــجح ساــیقل كــلذو
.ةیوناثلا ةلحرملا تابلاط ىدل يخیراتلا يعولا ةیمنت ىلع خیراتلا

اھتشقانمو ثحبلا جئاتن ضرع

:ةیلاتلا ثحبلا ةلئسأ ىلع ةباجلإا انھ لوانتی

 ةیمنتل خیراتلا میلعت يف يضارتفلاا فحتملا میمصت تاوطخ ام :١س
؟ةیوناثلا ةلحرملا تابلاط ىدل يخیراتلا يعولا

 تاوـطخ حیضوت مت ثیح ثحبلا تاءارجإ يف ھیلع ةباجلإا تمت دقو
.اًیلیصفت يضارتفلاا فحتملا میمصت

 ىـلع خیراـتلا میـلعت يف يضارتفلاا فحتملا مادختسا ةیلاعف ام :٢س
؟ةیوناثلا ةلحرملا تابلاط ىدل يخیراتلا يعولا ةیمنت

 ةـلاد قورـف دوـجو ىـلع صنـی يذـلا ضرـفلا ةحـص راـبتخاو ایًدعب
 تاـجرد يطـسوتم نیـب )α ≤ 0.05( ةـللادلا ىوتـسم دـنع ایًئاصحإ

 قــیبطتلا يــف ةطباــضلا ةــعومجملاو ةــیبیرجتلا ةــعومجملا تاــبلاط
 ةـعومجملا تاـبلاط حلاـصلو يخیراـتلا يعوـلا ةیمنت سایقمل يدعبلا
 µ، z میـق باـسح مـت ضرـفلا اذـھ ةحـص نـم قـقحتللو .ةـیبیرجتلا
 فرــعتلل كــلذو )Mann-Whitney(ىــنتیو ناــم راــبتخا مادختــساب
 تاـبلاط تاـجرد يطـسوتم نیـب ةیئاصحلإا ةللادلا تاذ قورفلا ىلع
اـتیإعـبرم ةـمیق باـسح مـت اـمك ،ةـیبیرجتلاو ةطباـضلا نیتعومجملا
)²η( خیراتلا میلعت يف يضارتفلاا فحتملا مادختسا ریثأت مجح سایقل 
 لودـجلاو ،ةـیوناثلا ةلحرملا تابلاط ىدل يخیراتلا يعولا ةیمنت ىلع
:كلذ جئاتن حضوی )1-1(

ثحبلا ةادأ

 دادـعإدـنع تاوطخ ةدع ةثحابلا تعبتا دقو ،يخیراتلا يعولا سایقم
 يعوــلا ساــیقم نــم فدــھلا تددــح دــقف يخیراــتلا يعوــلا ساــیقم
 نـمدـكأتلاو ،ھـتادرفم ةغایـصو ،ساـیقملا ءاـنب رداصمو ،يخیراتلا

.ةیعلاطتسلاا ةنیعلا ىلع ھتبرجتو ،يخیراتلا يعولا سایقم قدص

ةیئاصحلإا بیلاسلأا

:ةیلاتلا ةَّیئاصحلإا بیلاسلأا مادختسا مت

 نـمِ قـُّقحتلل )Pearson Correlation( نوـسریب طابترا لماعم .١
 .سایقملا رواحمو تادرفمل يلخادلا قِاستلااو قِدصلا

 تاـبث نـم قـقحتلل ) (Alph Coefficientخاـبن ورك افلأ لماعم .٢
 .سایقملا

 ةــــیرایعملا تاــــفارحنلااو ،ةیباــــسحلا تاطــــسوتملا باــــسح .٣
 يدــعبلاو يــلبقلا قــیبطتلا يــف )ةطباــضلاو ةــیبیرجتلا( نیتعوــمجملل
.يخیراتلا يعولا سایقمل

ةـــــــــیرتمارابلالا ةیئاـــــــــصحلإا بیلاـــــــــسلأا مادختـــــــــسا .٤
)Nonparametric(مادختـسا مـت ثـیح ،ةـنیعلا مجح رغصل كلذو ؛
 )µ( میـق باـسحب كـلذو )(Mann Whitney ،ىـنتیو ناـم راـبتخا
 نیتعوــمجملا ؤفاــكت نــم دــكأتلل ؛تاطــسوتملا نیــب قورــفلا باــسحل
 يخیراـتلا يعوـلا ساـیقمل يـلبقلا قیبطتلا يف )ةطباضلاو ةیبیرجتلا(
 ،يــضارتفلاا فــحتملا مادختــسا لــبق ةــیوناثلا ةــلحرملا تاــبلاط ىدــل
 تاجردــل ةیباــسحلا تاطــسوتملا نیــب قورــفلا ةــللاد باــسحل كلذــكو
 يدــعبلاقــیبطتلا يــف )ةطباــضلاو ةــیبیرجتلا( نیتعوــمجملا تاــبلاط
 ناـیبلو ؛يـضارتفلاا فـحتملا مادختـسا دـعب يخیراتلا يعولا سایقمل
 ىدـل يخیراـتلا يعوـلا ةـیمنت ىـلع يضارتفلاا فحتملا مادختسا رثأ

.ةیوناثلا ةلحرملا تابلاط

 بـسح ةطبترملا تانیعلل رثلأا مجح سایقل )²η(اتیإ عبرم باسح .٥
:ةیلاتلا ةلداعملا

ددعلاةعومجملاروحملا
طسوتم
بترلا

عومجم
بترلا

zةمیقµةمیق
ىوتسم
ةللادلا

²η
مجح
ریثأتلا

دعبلا
يفرعملا

1319.19249,50ةیبیرجتلا

10,503,800,0010,78
ریبك
ًادج

137,81101,50ةطباضلا

يخیراتلا يعولا سایقمل يدعبلا قیبطتلا يف ثحبلا يتعومجمل ةیباسحلا تاطسوتملا :)1-1( لودجلا

ةیدوعسلا ةیبرعلا ةكلمملا يف ةیضارتفلاا فحاتملا مادختساب يخیراتلا يعولا ةیمنت
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 اـیجولونكت تاـقیبطت لاكـشأ دـحأ اـھرابتعاب ،میـلعتلا يـف ةیضارتفلاا
 نـسحت نأ اـھنكمی ةرـصاعم ةـینورتكلإ مـلعت ةئیبو يضارتفلاا عقاولا
.ملعتلا جتاون

 اـم ةـثحابلا حرـتقت يلاـحلا ثـحبلا جئاـتن ءوض يف :ثحبلا تاحرتقم
:يلی

 مـلعتيـف ةیـضارتفلاا فحاـتملا مادختسا ةیلاعف نع ةسارد ءارجإ .١
.ةیوناثلا ةلحرملا تابلاط ىدل ةیخیراتلا ثادحلأا

 فحاـتملا مادختـسلا ةـمدخلا ءانثأ نیملعملل يبیردت جمانرب حارتقا .٢
.سیردتلا ةیلمع يف ةیضارتفلاا

عجارملاةمئاق

ةیبرعلاعجارملا:لاًوأ

،دیمحلادبعحاتفلادبعلانم،يدینھلا،دمحمقزارلادبعةورم،دمحأ
فحتملارود.)2018(.يماسدومحماشر،دمحأو
ىلولأاةلحرملاذیملاتلةینفلاةیبرتلاسیردتيفيضارتفلاا
ثحبلاةلجم.تافاقثلاراوحةیمنتليساسلأامیلعتلانم
نمعجرتسم.32-6،15ج،19ع،ةیبرتلايفيملعلا

http://search.mandumah.com/Record/925582

يمیلعتجمانربمیمصت.)2020(.دمحمنبناینثتنبةراس،دوعسلآ
يفھتیلعافسایقوةیضارتفلاافحاتملاىلعدمتعمحرتقم
تاساردلاةداميفيفرعملالیصحتلاويرثلأايعولاةیمنت
يفةطسوتملاةلحرملاتابلاطيدلةنطاوملاوةیعامتجلاا
مولعلاوبادلآايفةیسداقلاةلجم.ةیدوعسلاةیبرعلاةكلمملا
نمعجرتسم .52 - 2،1ع،20جم،ةیوبرتلا

http://search.mandumah.com/Record/1068005

مئاقخیراتلايفيمیلعتجمانربةیلعاف.)2023(.نسحدیمح،يوابلا
تاراھمةیمنتيفينورتكللااملعتللةیملاعلارییاعملاىلع
سرادملايفةیدادعلإاةلحرملاتابلاطىدليخیراتلامھفلا
20،ةیعامتجلااتاساردللةیوبرتلاةیعمجلاةلجم.ةیقارعلا
رثأ.)2004(.دمحمفطاع،يودب.361-410،)140(
راد.خیراتلاسیردتيفةیخیراتلاتاءاصحلإامادختسا
.ثیدحلاباتكلا

قرطوجھانمثدحأخیراتلاسیردت.)2014(.دمحمفطاع،يودب
.ثیدحلاباتكلاراد،ةرھاقلا،خیراتلاسیردت

ةیرظنىلعمئاقحرتقمجمانربةیلاعف.)2015(.دومحميسنان،ریدب
ثحبلاتاراھمضعبةیمنتيفةیغامدلاةرطیسللنامریھ
خیراتلاةبعشبلاطىدلءانیسخیراتبيعولاويخیراتلا
ةیلك.)ةروشنمریغ(هاروتكدةلاسر.شیرعلابةیبرتلاةیلكب
.سیوسلاةانقةعماج:شیرعلابةیبرتلا

،لماكو،دمحميفطصمماھیر،دمحا،دمحمىسرمدومحم،يحراج
ظفحلطیسوكيضارتفلاافحتملا.)2020(.راشیكدمحم
ةیملعلاةلجملا.ءاسحلأايفيحایسلاجیورتلاوثارتلا
,21جم،ةیرادلإاوةیناسنلإامولعلا-لصیفكلملاةعماجل

نمعجرتسم.104-95،صاخددع
http://search.mandumah.com/Record/1078539

 تاـبلاط تاجردـل ةیباـسحلا تاطـسوتملا :قباـسلا لودجلا نم حضتی
 تاجردــل ةیباــسحلا تاطــسوتملا نــم ىــلعأ ةــیبیرجتلا ةــعومجملا
يخیراتلا يعولا سایقم يف ةطباضلا ةعومجملا

 تاذ قورـف دـجوت ھـنأ ىـلع لدـی اـمم )10.50( تغلب )µ( ةمیق-
 يطـسوتم نیـب )0.01( نم لقأ ةللاد ىوتسم دنع ةیئاصحإ ةللاد
 يف ةیبیرجتلا ةعومجملاو ةطباضلا ةعومجملاب تابلاطلا تاجرد
 ىلع ةجیتنلا هذھ لدتو  .يخیراتلا يعولا سایقمل يدعبلا قیبطتلا
 خیراتلا میلعت يف يضارتفلاا فحتملا مادختسلا يباجیإ رثأ دوجو
 ةــیوناثلا ةــلحرملا تاــبلاط ىدــل يخیراــتلا يعوــلا ةــیمنت ىــلع
 ةطباــضلا ةــعومجملا تاــبلاطب ةــنراقم ،)ةــیبیرجتلا ةــعومجملا(
 ضرـفلا لوـبق ىـلإ ریـشی امم )ةیدایتعلاا ةقیرطلاب تسرد يتلا(
 ةـللاد ىوتـسم دـنع ایًئاصحإ ةلاد قورف دوجو ىلع صنی يذلاو
)α ≤ 0.05( ةطباـضلا ةعومجملا تابلاط تاجرد يطسوتم نیب 
 يعوــلا ساــیقمل يدــعبلا قــیبطتلا يــف ةــیبیرجتلا ةــعومجملاو
 .ةیبیرجتلا ةعومجملا حلاصل يخیراتلا

 تـغلب دـق تاجردـلاـتیإ عـبرم ةـمیق نأ قباـسلا لودـجلا حـضوی امك
 ةـجیتنلا هذـھ لدـتو ،اًدـج عـفترم ریثأـت مجح ىلع لدت يھو )0.78(
 يـف يـضارتفلاا فحتملا مادختسلاً ادج عفترم يباجیإ رثأ دوجو ىلع
 ةــلحرملا تاــبلاط ىدــل يخیراــتلا يعوــلا ةــیمنت ىــلع خیراــتلا میــلعت
 ةطباـضلا ةعومجملا تابلاطب ةنراقم ،)ةیبیرجتلا ةعومجملا( ةیوناثلا
 عـم يلاـحلاثـحبلا جئاـتن قـفتتو ،)ةیدایتعلاا ةقیرطلاب تسرد يتلا(
 مادختـسلا يباـجیلإا رـثلأا ترـھظأ يـتلا )2019( دـیاف ةسارد جئاتن
 قـفتی اـمك .ةبلطلا ىدل يخیراتلا يعولا ةیمنتلع يضارتفلاا فحتملا
 مادختـسا ةیباجیإ اھجئاتن  تفشك تاساردلا نم ددع عم يلاحلا ثحبلا
 ةـسارد :لـثم خیراتلا ملعت  جتاون ىلع يباجیلإا ةیضارتفلاا فحاتملا
 مادختــسا ةــیلعاف  اــھجئاتن ترــھظأ يــتلا )2023(تادــیبعو ةرباــعم
 سیردـت ءاـنثأ ملعتـلا ةـعتم ةـیمنت يـف يـضارتفلاا يخیراـتلا فحتملا
 يباـجیلإا رـثلأا اـھجئاتن تفشك يتلا )2023(دمحم ةساردو ،خیراتلا

 تاـبلاطلا لیـصحت ىوتـسم عـفر يـف ةیضارتفلاا فحاتملا مادختسلا
 عـجریو ،ءاـیزلأا خیراـت ةـسارد وـحن يباـجیلإا نھھاجتاو ،يفرعملا
 اـم ىـلإ يضارتفلاا فحتملا مادختسلا ةیباجیلإا جئاتنلا يلاحلا ثحبلا
 يــف مھــست ةیــضارتفلاا فحاــتملا نأ )2018( ةورــم ةــسارد  ھــتدكأ
 حمـست ةـلاعف مـلعت ةـئیب نم هرفوت امل كلذو ملعتلا جتاون ةدوج نیسحت
 ھـتیعفاد ةدایزو ةسرامملاو لعافتلاو ملعتلا ىلع ھتردق راھظإب ملعتملل
 عقاولل لثامم يضارتفا عقاو يف رشابم لكشب ملعتلا تاعوضوم هاجت
.يقیقحلا

 ةدـحو میـلعت يـف يـضارتفلاا فحتملا نأ ثحبلا جئاتن نم جتنتسی-
 رـثأ ھـل ،خیراتلا يف يراضحلا قمعلا-ةیدوعسلا ةیبرعلا ةكلمملا
 ثـلاثلا فـصلا تاـبلاط ىدـل يخیراتلا يعولا ةیمنت ىلع يباجیإ
يعوـلا ساـیقم جئاـتن ھـیلإ تراـشأ اـم للاـخ نـم كلذو ،يوناثلا
 يخیراتلا

 تایصوتلاو جئاتنلا صخلم

 ةـللاد ىوتـسم دـنع ایًئاـصحإ ةلاد قورف دوجو ثحبلا جئاتن ترھظأ
)α ≤ 0.05( يدـعبلا قـیبطتلا يـف تاـبلاطلا تاـجرد يطـسوتم نیب 
 ءوـضيـفو ،ةـیبیرجتلا ةـعومجملا حلاـصل يخیراـتلا يعولا سایقمل
 ةیـضارتفلاا فحاـتملا مادختـسا ةرورضب ثحبلا يصوی ثحبلا جئاتن
 خیراـتلاو ،ةــماع ةــفصب ةـیعامتجلاا تاساردلا تاررقم سیردت يف
فــحاتملا ةــینقت فــیظوت ىلع نــیملعملا بــیردتو ،ةـصاخ ةـفصب

ةیدوعسلا ةیبرعلا ةكلمملا يف ةیضارتفلاا فحاتملا مادختساب يخیراتلا يعولا ةیمنت
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عرازدمحأ،عرازو،دمحمدومحمناھیج،دمحأ،دمحأةزیاف،دیسلا
يفةیضارتفلاافحاتملامادختسارثأ.)2020(.دمحأ
تاروصتلابیوصتىلعخیراتلاررقمنمةدحوسیردت
ةلجملا.يدادعلإايناثلافصلاذیملاتىدلةئطاخلاةیخیراتلا
نمعجرتسم .441 - 1،417ع,2جم،رابكلامیلعتلةیوبرتلا

http://search.mandumah.com/Record/1045105

يضارتفلااعقاولاایجولونكتمادختسا.)2013(.يزوفایلاد،ينیبرشلا
ةلحرملاذیملاتىدلةیفارغجلامیھافملاضعبةیمنتيف
،ةیعامتجلااتاساردللةیوبرتلاةیعمجلاةلجم.ةیئادتبلاا

.167-125صص،54ع

يخیراتلايعولاةیمنتىلإةجاحيفنحن.)2023(.لامج،ةرقش
6ةعاسلا/دحلأاعجرتسم.بویتوی.اندلاوأدنعيسایسلاو

.19/5/2024قفاوملا/احًابص
https://youtu.be/n1mPY

QJvN2w?si=5A1LzbxH_KnwwS1R 

سیردتلاةیلعاف.)2021(دیمحءلاع،يلئانلاورشطملابقا،بحاصلا
فصلابلاطىدليخیراتلايعولايفPECSةیجیتارتساب
مولعللةیرصنتسملاةلجم.خیراتلاةداميفيبدلااعبارلا
.548-537،)2(22,ةیبرتلاو

ةفاقثلايفحرتقمجمانربةیلعاف.)2014(.رونھطةمیرك،ينغلادبع
ةیناثلاةقلحلاذیملاتىدلءامتنلاابروعشلاةیمنتلةیخیراتلا
,سفنلاملعوةیبرتلايفةیبرعتاسارد.يساسلأامیلعتلانم

56)56(،131-156.

"ةیفاقثلاةبخنلاتایلاكشاوتایدحت.)2004(.معنملادبع،معنملادبع
"يبرعلاملعملليفاقثلايعولاصئاصخيفةینادیمةسارد
ةیلك،ةمادتسملاةیمنتلاومیلعتلايناثلايملعلارمتؤملا
.قیزاقزلاةعماج،ةیبرتلا

ضعبمادختسارثأ.)2006(.دمحم،حولموبأووزع،ةنافع
يفيموظنملاریكفتلاةیمنتيفةیئانبلاةیرظنلاتایجیتارتسا
،ةیبرتلاةیلكةلجم.ةزغبعساتلافصلابلاطىدلةسدنھلا
.ةزغ،ةیملاسلاةعماجلا

يمقرلاملعتلاىلعمئاقجمانربةیلعاف.)2021(.يفطصمةحیدم،يلع
نطوللءامتنلاازیزعتىلعهرثأويخیراتلايعولاةیمنتيف
،47ع,13جم،ةیبرتلاوةلوفطلاةلجم.ةضورلالافطأىدل

 نمعجرتسم .1193 - 119
http://search.mandumah.com/Record/1224483

يمقرلاملعتلاىلعمئاقجمانربةیلعاف.)2021(.يفطصمةحیدم،يلع
نطوللءامتنلاازیزعتىلعهرثأويخیراتلايعولاةیمنتيف
ةعماج(ةیبرتلاوةلوفطلاةلجم.ةضورلالافطأىدل
.194-119,)1(47,)ةیردنکسلإا

ملعتةئیبمادختسارثأ.)2021(.خورمشيواضتنبدیرغت،يزنعلا
تابلاطىدلينطولايحایسلايعولاةیمنتىلعةیضارتفا
47،503ع,13جم،ةیبرتلاوةلوفطلاةلجم.ةیوناثلاةلحرملا
/http://search.mandumah.comنمعجرتسم.540-

Record/1224610

ملعتلاتائیبنیبجمدلاولماكتلاةیلعاف.)2012(نسحةورم،دماح
ةیعفادةدایزىلعSloodleةیضارتفلااملاوعلاوةیضارتفلاا
ةیلك،)ةروشنمریغهاروتكدةلاسر(.بلاطلاىدلزاجنلإا
.ةرھاقلا،سمشنیعةعماج،ةیعونلاةیبرتلا

تنرتنلإاربعينورتكلإفحتملحرتقمجذومن.)2007(.دیلو،يوافلحلا
،هاروتكدةلاسر.میلعتلاایجولونكتبلاطىلعھتیلاعفو
.رصم،سمشنیعةعماج

ةیمیلعتلامئاعدلاةیجیتارتساةیلعاف.)2023(.حلاصوةلوحلا
يرصبلاریكفتلاويخیراتلايعولاةیمنتلةینورتكللإا
ةیدادعلإاةلحرملاذیملاتنمةنیعىدليساردلاجامدنلااو
,ةیسفنلاوةیوبرتلامولعللمویفلاةعماجةلجم.ةیرھزلأا

17)5(,351-441.doi: 
10.21608/jfust.2023.296374

-ةیضارتفلااضراعملاوفحاتملانیب.)2015(.ةیطعدمحم،سیمخ
.1ع،25جمرصم-میلعتلاایجولونكت

راد:ةرھاقلا.ينورتكللإاملعتلاتائیب.)2018(.ةیطعدمحم،سیمخ
.عیزوتلاورشنللباحسلا

راد:نامع.دقانلاریكفتلاويخیراتلالایخلا.)2017(.دمحم،ةدلاوخلا
.رشنلاوةفاحصللجیلخلا

تاثدحتسملا.)2017(.يلعءاجر،میلعلاواللهدبعدمحا،شیویردلا
.يبرعلاركفلاراد،ةرھاقلا،يوبرتلادیدجتلاوةیجولونكتلا

يفيوفشلاخیراتلامادختساةیلعاف.)2009(.بجررحس،نادشر
تاساردللةیوبرتلاةیعمجلاةلجم.يساسلأاسیردت
.22ع.ةیعامتجلاا

.دومحمنسحدومحم،لمجلاو،يلعزیزعلادبعحاتفلادبعةداغ،دیاز
فحتملايفيعانطصلااءاكذلاتاقیبطتفیظوت.)2023(
يعولاويبیعشتلاریكفتلاتاراھمةیمنتيفيضارتفلاا
خیراتلاةداميفةیوناثلاةلحرملابلاطىدليرثلأا
،ةیوبرتلامولعلايفةیبرتلاةیلكةلجم.اھوحنمھتاھاجتاو
نمعجرتسم.494-1،345ع,47جم

http://search.mandumah.com/Record/1389304

فحاتملاةینقتمادختسارثأ.)2021(.دمحأرینمدمحم،دویز
ریكفتلاتاراھمويساردلالیصحتلاةیمنتيفةیضارتفلاا
خیراتلاثحبميفيساسلأارشاعلافصلاةبلطىدليلمّأتلا
ةعماج,Doctoral dissertation(نینجةظفاحميف
.)ةینطولاحاجنلا

يفتلاكشملاوایاضقلالخدمةیلعاف.)2008(.ملاعءافص،ملاس
فطاعتلاومھفلاةیمنتلةیعامتجلااتاساردلاسیردت
ةیلك،ریتسجامةلاسر.ةیدادعلإاةلحرملابلاطليخیراتلا
.سمشنیعةعماج،ةیبرتلا

يخیراتلامھفلاةیمنتلحرتقميمقرلویدوم.)2015(.دیعسانید،اقسلا
.ةیدادعلإاةلحرملاذیملاتىدليمقرلاملعتلاوحنهاجتلااو
.اطنطةعماج،ةیبرتلاةیلك.ریتسجامةلاسر

ةیدوعسلا ةیبرعلا ةكلمملا يف ةیضارتفلاا فحاتملا مادختساب يخیراتلا يعولا ةیمنت
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 ،ةفرعو ،فیطللا دبع يلع فسوی ءاعد ،شیورد ،يدمحملا ةیماس ،دیاف
ةیـضارتفلإا فحاـتملامادختـسإ ةیلاعف .)2019( .دیسلا نامیإ
 .ةـیدادعلإا ةـلحرملا ذـیملات ىدـل يخیراـتلا يعوـلا ةـیمنت يف
 نـم عجرتـسم .340-317 ،3ع ,19جـم ،ةیبرتلا ةیلك ةلجم

http://search.mandumah.com/
Record/1011498

 يــعو ىدــم .)2016( .اللهدــبع مــیر ،رذــیعملا و ،رفــس لــمأ ،يناــطحقلا
 ریوـصتلا ةـینقتب ةروـن ةریملأا ةعماجب سیردتلا ةئیھ ءاضعأ
 ةـیبرع تاـسارد .دعب نع میلعتلا يف )مارجولوھلا(يمیسجتلا
 نـم عجرتـسم .333-299 ،71ع ،سفنـلا مـلعو ةیبرتلا يف

http://search.mandumah.com/Record/760849

 :تــیوكلا ،ةئــشانلل ةــینطو ةــیوھ ءاــنب وــحن .)2007( .ةــفیطل ،يردــنكلا
.ةلوفطلاو ةموملأل يمیلقلإا زكرملا تارادصإ

 ةیـضارتفلاا فحاتملا مادختسا ةیلاعف .)2023( .لامك لیبن ةمطاف ،دمحم
 ءاــیزلأا خیراــت ررــقمب تاــبلاطلل يلیــصحتلا ىوتــسملا ىــلع
 ةیوبرتلا ثوحبلا ةلجم.فحاتملا وحن نھتاھاجتا ىلع اھرثأو
 نـــــــــــــــم عجرتـــــــــــــــسم16ع ،ةـــــــــــــــیعونلاو
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 ةـیخیراتلا فحاـتملل ةـیجمرب مادختـسا ةـیلعاف .)2014( .دیاف ،يدمحملا
 ةـلجم .دـقانلا رـیكفتلاو يرـثلاا يعوـلا ةـیمنت يف ةیضارتفلاا
.89ع ،ةیبرتلا ةیلك

 داـــعبلاا ةــــیجیتارـتسا ةیــــلعاف .)2023( .ناندـــع نینـــسح ،ىـــضترم
 ىدــل يخیراــتلا يعوــلا ةــیمنت يِــف )PDEODE( ةیسادـــسلا

 اــبروأ خـــیرات ةداـــم يــف يــبدلاا سماـــخلا فـــصلا بلاـــط
 ةـیوبرتلا ثوـحبلل حتـفلا ةـلجم .رـصاعملاو ثیدـحلا اكیرماو
.414-384 ,)1(27 ,ةیسفنلاو

 ةدــحولا قــیقحت يــف خیراــتلا ةــیمھأ .)2023( .دوــمح میھارــبإ ،حقیــشملا
 ةیلك ةلجم .ةیفصو ةسارد ءامتنلااو ،ءلاولا زیزعتو ،ةینطولا
.68ع ،جاھوس ةعماجب بادلآا

 مادختـسا ةـیلعاف .)2023( .لـمتح يناـھ ،تادـیبعو دـلاخ ىـمل ،ةرباـعم
 يف خیراتلا ثحبم سیردت ءانثأ يضارتفلاا يخیراتلا فحتملا
.ةیوبرتلا مولعلا.ةبلطلا ىدل ملعتلا ةعتم ةیمنت

  .ناــسنلاا ةاــیح ةرود :وــمنلا ســفن مــلع .)2004( .دــمحم يماــس ،مــحلم
.ركفلا راد :ندرلأا

 يخیراـتلا رـیكفتلا ةیمنتل حرتقم جمانرب .)2008( .لماك نیریش ،يداھلا
 وـحن مھلوـیمو يساسلأا میلعتلا نم ةیناثلا ةلحرملا ذیملات ىدل
 ةـعماج ةـیبرتلا ةـیلك ،)ةروـشنم ریغ(هاروـتكد ةلاـسر .ةداملا
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