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Abstract

This article the study employs a mixed-methods research design, combining quantitative data from surveys
administered to physical education teachers and qualitative data from semi-structured interviews with sports
training professionals. This methodological approach allows for a comprehensive analysis of the perceptions,
practices, and outcomes associated with technology integration in physical education and sports training contexts.

Keywords Employs a mixed-methods, across various disciplines, Digital and Interactive Technologies, physical
education (PE) and sports training, Virtual Reality (VR).

INTRODUCTION communication, and provide access to a wealth of

resources and content.
The integration of modern technologies into

educational practices has revolutionized the
learning landscape, offering unprecedented

Interactive Whiteboards (IWBs) have become a
staple in many classrooms, allowing educators to

opportunities  for  enhancing instruction, present content in a dynamic and engaging

engagement, and accessibility across various
disciplines, including physical education (PE) and
sports training. This section delves into the
proliferation of modern technologies in education,
examining their impact, applications, and the
emerging trends that are shaping the future of
learning.

manner, integrating multimedia resources, and
supporting collaborative learning activities.
Learning Management Systems (LMS), such as
Moodle, Blackboard, and Canvas, have
revolutionized the way educational content is
delivered, accessed, and managed, offering tools
for creating online courses, administering

assessments, and tracking student progress.
The advent of digital and interactive technologies  pjovile

has transformed traditional educational

applications for education have

proliferated, providing learners with access to
environments, facilitating a shift towards more

interactive, flexible, and student-centered learning
experiences.  Among  these  technologies,
Interactive ~ Whiteboards (IWBs), Learning
Management Systems (LMS), and mobile
applications stand out for their ability to foster = Virtual Reality (VR) and Augmented Reality (AR)
interactive learning environments, enhance technologies have emerged as powerful tools for

interactive content, educational games, and
personalized learning experiences on their
smartphones and tablets.

Virtual and Augmented Reality
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creating immersive learning experiences, offering
new dimensions to education by simulating real-
world environments and scenarios. In PE and
sports training, VR and AR applications can
simulate sports environments, allowing students
to practice skills and techniques in a virtual space.
These  technologies
understanding of complex concepts, such as
anatomy and biomechanics, by visualizing them in
three dimensions. Virtual Reality (VR) creates fully
immersive environments, enabling learners to
engage in simulated physical activities or explore
anatomical structures in a controlled, risk-free
setting. Augmented Reality (AR) overlays digital
information onto the real world, enhancing the
physical environment with interactive, digital
elements. In PE, AR can be used to demonstrate
proper form and technique, provide real-time
feedback, and engage students in augmented
reality games that promote physical activity.

can also enhance

Wearable technologies, including fitness trackers,
smartwatches, and wearable sensors, have become
increasingly popular in educational settings,
particularly in PE and sports training. These
devices offer the ability to monitor physical
activity, track performance metrics, and provide
feedback on physical health and fitness levels.
They empower students and educators with data-
driven insights physical performance,
enabling personalized learning experiences and
informed decision-making regarding training
programs and health interventions.

into

The rise of online and blended learning platforms
has provided flexibility and accessibility to
learners, and
temporal barriers to education. These platforms
support a hybrid approach to education,

combining online digital media with traditional

breaking down geographical

classroom methods. In the context of PE, online
platforms content,
instructional videos, and interactive modules on
sports science, health education, and fitness,
complementing physical practice and training.

can offer theoretical

The review of modern technologies in education
underscores the transformative potential of digital
innovations in enhancing teaching and learning
processes. In the context of physical education and
sports training, the application of interactive
technologies, VR/AR, wearable devices, and online
learning platforms presents opportunities to
enrich the educational experience, making it more
engaging, personalized, and effective. As these
technologies continue to evolve, their integration
into educational practices is poised to further
revolutionize how subjects, including PE, are
taught and learned, aligning with the demands of
the 21st-century digital landscape.
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