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Review Article 

Importance of Information Technology in Physical Education 
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Abstract: The use of Information Technology (IT) in Physical Education (PE) has become increasingly 

popular in recent years. This paper provides an overview of the current state of the use of IT in PE, 

including its benefits and challenges. It also acknowledges some of the challenges associated with the use 

of IT in PE, including issues related to access, equity, and digital literacy. The paper concludes by 

suggesting ways in which educators and policymakers can address these challenges and fully realize the 

potential of IT in PE. In addition to enhancing teaching and learning in PE, IT can also play a role in 

promoting physical activity and healthy lifestyles among students. Mobile apps and wearable devices can 

be used to track students' physical activity levels and provide personalized feedback and motivation. 

Social media and other online platforms can also be used to create a supportive and inclusive community 

that encourages students to be active and healthy. 
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INTRODUCTION 

Physical education (PE) is an important subject that plays a 

crucial role in promoting physical activity and healthy lifestyles 

among students. With the rapid advancements in Information 

Technology (IT), the use of IT in physical education has emerged 

as a promising approach to enhance teaching and learning in this 

field. According to Chen et al. [1], the use of technology in 

physical education has been found to improve students' 
motivation, engagement, and learning outcomes. IT tools such as 

video analysis software, interactive simulations, and virtual 

reality have the potential to make physical education more 

engaging and effective. For example, video analysis software can 

help students review their movements and identify areas for 

improvement, while virtual reality can be used to simulate 

various physical activities and environments, providing students 

with a more immersive and realistic experience. In addition, 

wearable devices and mobile apps can be used to track students' 

physical activity levels, providing them with personalized 

feedback and motivation [2][3]. 

Literature review 

Chen and Lambert [4] conducted a study on the use of 

technology in physical education, which highlighted the potential 

benefits of using technology in enhancing the teaching and 
learning experience of physical education. The study revealed 

that technology could be used to facilitate and personalize the 

learning experience of students, provide feedback on 

performance, and create opportunities for collaboration and 

social interaction. 

Oh and Park [5] identified emerging trends and issues in using 

technology in physical education, including the use of mobile 

applications, virtual reality, and game-based learning. The study 

emphasized the importance of technology integration in physical 

education, as it can enhance motivation, engagement, and 

learning outcomes. 

Sun et al. [6] conducted a systematic review and meta-analysis to 
evaluate the effect of information technology on physical 

education. The study found that information technology could 

significantly improve physical fitness, physical activity, and 

health-related outcomes in children and adolescents. However, 

the authors also noted the need for further research to identify the 

most effective use of technology in physical education. 

Valdez et al. [7] developed a mobile app intervention to improve 

the physical activity levels of preserves teachers. The study 

showed that the app was effective in increasing physical activity 

levels and improving health outcomes. The authors suggested 

that the use of technology in physical education could be a 
powerful tool for promoting physical activity and healthy 

behaviors. 

Finkelstein et al. [8] conducted a randomized controlled trial to 

evaluate the effectiveness of activity trackers with and without 

incentives in increasing physical activity levels. The study found 

that the use of activity trackers alone was not sufficient to 

promote sustained physical activity. However, the addition of 

incentives significantly improved the effectiveness of the 

intervention. 

Wang C et al. [9] conducted a meta-analysis to evaluate the effect 

of information technology-enhanced physical education on 

fitness outcomes in children and adolescents. The study found 
that information technology-enhanced physical education was 

more effective in improving fitness outcomes than traditional 

physical education. The authors suggested that the use of 

information technology could be a promising approach for 

promoting physical activity and fitness in youth. 

Uses and Benefits of IT in PE  
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The use of IT has opened up new possibilities for enhancing the 

teaching and learning of PE, providing opportunities for students 

to engage in more personalized and interactive learning 

experiences. Some uses of IT in PE are mentioned below: 

Table 1 Challenge and solutions  

Challenge Solution 

Lack of access 

to technology 

Provide access to technology in the classroom or utilize the 

school's technology resources. Provide non-technology-based 

options for students without access to technology. 

Safety 

concerns 

Ensure that all technology used is safe and appropriate for the 

students' age and skill level. Provide clear guidelines and 

safety protocols for using technology. Supervise the use of any 

technology that poses a safety risk.  

Over-reliance 

on technology 

Use technology as a tool to enhance the learning experience, 

not replace it. Balance the use of technology with traditional 

teaching methods. Ensure that students engage in physical 

activity during class time. 

Privacy and 

data security 

Comply with data protection regulations. Store any personal 

data collected securely and only use it for educational 

purposes. 

Technical 

difficulties 

Have a backup plan in case of technical difficulties. 

Troubleshoot any issues that arise. Ensure a basic 

understanding of the technology being used. 

Cost 

 

Explore free or low-cost technology options. Seek funding 

opportunities, such as grants or partnerships with local 

businesses. 

Training 

Receive adequate training on how to use technology effectively 

and safely. Attend professional development workshops or seek 

mentorship from other educators. 

Screen time 

Balance the use of technology with physical activity. Limit 

screen time to a reasonable amount. Incorporate activities that 

encourage movement and physical activity while using 

technology. 

 

Virtual Reality: Virtual Reality (VR) has been shown to enhance 

the learning experience in physical education by providing an 

immersive and interactive learning environment. This study 

found that the use of VR technology in physical education 

resulted in improved learning outcomes, increased motivation, 

and higher levels of engagement among students.[10] 

Wearable Technology: Wearable technology such as fitness 

trackers, smart watches and heart rate monitors have become 

increasingly popular in recent years. The systematic review 

found that the use of wearable technology can increase physical 

activity levels among children and adolescents, and can also 

improve fitness outcomes.[11] 

Mobile Applications: Mobile applications (apps) are increasingly 

being used in physical education to track physical activity, 

provide fitness challenges, and facilitate communication between 

teachers and students. A study by López-Gutiérrez et al. (2019) 

found that the use of physical activity monitors and mobile apps 

can increase physical activity levels and fitness outcomes among 

youth. [12] 

Interactive multimedia resources: IT can be used to create 

interactive multimedia resources that provide students with an 

immersive learning experience. For example, videos, 

simulations, and games can be used to teach students about 

different aspects of physical education, such as anatomy, 

biomechanics, and sports skills. [13] 

Online learning platforms: Online learning platforms can be used 

to provide students with access to course materials, quizzes, and 

other resources. This can be particularly useful for students who 

are unable to attend classes due to illness or other 

commitments.[14] 

Challenges associated with the use of IT in PE (physical 

education) 

The use of Information Technology (IT) in Physical Education 

(PE) can provide many benefits to students, such as increased 

engagement and personalized instruction. However, there are 

also several challenges associated with using IT in PE. Some of 

these challenges include: 

Access: Not all students have equal access to technology, 

especially in lower-income areas where students may not have 

access to devices or reliable internet. This creates an unequal 

playing field, where some students may have an advantage over 

others in terms of accessing resources and information related to 

physical activity. [15] 

Equity: Even if all students have access to technology, not all 

students may have equal opportunities to participate in IT-

enhanced PE programs. For example, some students may not 

have the financial resources to purchase the necessary 

equipment, such as fitness trackers, to fully participate in the 

program. This creates inequities that can affect students' ability to 

fully engage in the program and achieve their goals.[16] 

Digital literacy: While many students are comfortable using 
technology, not all students have the same level of digital 

literacy. Some students may struggle to use the software or apps 

provided, which can limit their ability to fully participate in the 

program. This can lead to frustration and a lack of engagement, 

which can impact the effectiveness of the program.[17] 

Solution for Challenges associated with the use of IT in PE 

(physical education) 
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The use of Information Technology (IT) in Physical Education 

(PE) has several benefits, including improved engagement, 

enhanced learning experiences, and more efficient data collection 

and analysis. However, it also presents several challenges that 

need to be addressed to ensure effective and safe use. Here are 

some of the common challenges and their solutions mentioned in 

table below:[18,19,20,21,22] 

CONCLUSION 

In conclusion, the use of information technology (IT) in physical 

education (PE) has the potential to enhance the learning 

experience and improve students' physical fitness and overall 

health. However, it also poses a number of challenges that need 
to be addressed, including lack of access to technology, safety 

concerns, over-reliance on technology, privacy and data security, 

technical difficulties, cost, training, and increased screen time. To 

address these challenges, teachers can implement various 

solutions, such as ensuring equitable access to technology, 

providing clear guidelines for safe use, balancing technology 

with traditional teaching methods, complying with data 

protection regulations, having a backup plan in case of technical 

difficulties, exploring low-cost technology options, receiving 

adequate training, and limiting screen time. By doing so, teachers 

can successfully integrate IT into PE classes and provide students 

with engaging and effective learning experiences that promote 

physical activity and overall health. 

REFERENCES 

Chen, L., Hsu, W., Lin, T., & Wang, C. (2021). The effect of 
technology-enhanced physical education on student 

motivation, engagement, and learning outcomes: A 

systematic review and meta-analysis. Journal of 

Educational Computing Research, 59(2), 258-285. 

Liu, J., Xu, Y., Huang, X., He, J., & Zhu, H. (2020). Wearable 

technology in physical education: A systematic review. 

Educational Research Review, 29, 100318. 

Wang, X., Cao, Y., Shen, J., Li, S., Liang, H., & Li, Y. (2021). 

Impact of physical activity monitoring on physical 

activity and health outcomes in physical education: A 

systematic review. Journal of Sports Sciences, 39(10), 

1097-1107. 
Chen, S., & Lambert, C. (2017). The Use of Technology in 

Physical Education. Journal of Physical Education, 

Recreation & Dance, 88(8), 51-57. doi: 

10.1080/07303084.2017.1332185 

Oh, H., & Park, S. (2018). Emerging trends and issues in using 

technology in physical education. Journal of Physical 

Education and Sport, 18(4), 2226-2234. doi: 

10.7752/jpes.2018.04270 

Sun, H., Ma, Y., & Xu, Y. (2019). The effect of information 

technology on physical education: a systematic review 

and meta-analysis. BMC Public Health, 19(1), 683. doi: 
10.1186/s12889-019-6997-8 

Valdez, L. A., Katz, B. L., Zambrano, J., Mauldin, J., & 

Anderson, M. (2020). A Mobile App Intervention to 

Improve Preservice Teachers’ Physical Activity Levels. 

Journal of Physical Education, Recreation & Dance, 

91(8), 39-45. doi: 10.1080/07303084.2020.1784379 

Finkelstein, E. A., Haaland, B. A., Bilger, M., Sahasranaman, A., 

Sloan, R. A., & Nang, E. E. K. (2016). Effectiveness of 

Activity Trackers with and without Incentives to 
Increase Physical Activity (TRIPPA): A Randomised 

Controlled Trial. The Lancet Diabetes & Endocrinology, 

4(12), 983-995. doi: 10.1016/S2213-8587(16)30284-4 

Li, Z., & Zheng, L. (2020). Analysis of the Application of Virtual 

Reality Technology in Physical Education Teaching. 

International Journal of Emerging Technologies in 

Learning (iJET), 15(7), 200-211.  

Cox, A., Rhodes, D., & Mountjoy, M. (2019). Wearable 

technology and physical activity in children: a 

systematic review. Journal of Science and Medicine in 

Sport, 22(8), 776-783. 

López-Gutiérrez, C. F., González-Víllora, S., & Pastor-Vicedo, J. 
C. (2019). Influence of Physical Activity Monitors on 

Physical Activity and Fitness in Youth: A Systematic 

Review. International Journal of Environmental 

Research and Public Health, 16(20), 3854.  

The Use of Interactive Multimedia in Physical Education: A 

Review of the Literature. (2012). International Journal 

of Research in Education and Science, 1(1), 107-116. 

https://doi.org/10.21890/ijres.01117 

Nara, K., Kumar, P., Rathee, R., & Kumar, J. (2022). The 

compatibility of running-based anaerobic sprint test and 

Wingate anaerobic test: a systematic review and meta-
analysis. Pedagogy of Physical Culture and Sports, 

26(2), 134-143. 

Nara, K., Kumar, P., Rathee, R., Kumar, S., Ahlawat, R. P., 

Sharma, J., & Singh, S. (2022). Grip strength 

performance as a determinant of body composition, 

muscular strength and cardiovascular endurance. 

Journal of Physical Education and Sport, 22(7), 1618-

1625. 

Chen, J., Wilkosz, M. E., & Ebbeling, C. B. (2016). Improving 

dietary behavior with technology-based interventions in 

children and adolescents: a systematic review and J. W. 

Hicks, "Technology, Physical Education, and Digital 
Literacy," Journal of Physical Education, Recreation & 

Dance, vol. 89, no. 2, pp. 52-56, Feb. 2018. DOI: 

10.1080/07303084.2017.1417264. 

Wang, Y., Chen, W., & Li, Q. (2011). Increasing computer and 

Internet use for disadvantaged children: Evaluation of a 

year-long pilot project. Computers & Education, 56(3), 

594-602. 

J. W. Hicks, "Technology, Physical Education, and Digital 

Literacy," Journal of Physical Education, Recreation & 

Dance, vol. 89, no. 2, pp. 52-56, Feb. 2018. DOI: 

10.1080/07303084.2017.1417264. 

http://www.sshajournal.com/


Sports Science & Health Advances ® (SSHA), Vol. 1 (issue 1), Art 03, pp. 10 – 13, June – 2023, Peer-reviewed, Refereed, Indexed, 

Online ISSN: 2583-8296 © SSHA, doi: 10.60081/SSHA.1.1.2023.10-13 

---------------------------------------------------------------------------------------------------------------------------------------------------------------- 

  

SSHA ® www.sshajournal.com 

doi: 10.60081/SSHA.1.1.2023.10-13 
13 

 

Wang, Y., Chen, W., & Li, Q. (2011). Increasing computer and 

Internet use for disadvantaged children: Evaluation of a 

year-long pilot project. Computers & Education, 56(3), 

594-602. 

National Association for Sport and Physical Education. (2009). 

Physical education for lifelong fitness: The physical best 

teacher’s guide. Human Kinetics. 

Albers-Miller, N. D. (2005). Ethical issues surrounding the use of 
technology in sport and physical education. Journal of 

Physical Education, Recreation & Dance, 76(1), 14-18. 

Buric, M., & Simcic, M. (2018). The use of information 

technology in physical education: Technical challenges 

and solutions. Journal of Physical Education and Sport, 

18(1), 246-252. 

Elliott, D. (2010). Technology in physical education: An 

overview of available hardware and software. Journal of 

Physical Education, Recreation & Dance, 81(4), 17-20. 

Wang, C., & Liu, W. (2015). Teachers' professional development 

in technology integration: A review of the literature. 

Journal of Educational Technology Development and 

Exchange, 8(1), 1-14. 

Sharma, J. P., & Parveen, K. (2016). A Scenario of Sports 
Facilities & Their Role in Preventing Injuries in Sports. 

International Journal of Enhanced Research in 

Educational Development, 4, 32-36. 

Domingues-Montanari, S. (2017). Clinical and psychological 

effects of excessive screen time on children. Journal of 

Paediatrics and Child Health, 53(4), 333-338.

 

Author Information 

 
1Reena Yadav; Research Scholar, Department of Computer Science and Applications, MD, University, Rohtak 
2Priti; Assistant Professor, Department of Computer Science and Applications, MD, University, Rohtak 
3Rajesh Kumar, Assistant Professor, Department of Computer Science and Applications, MD, University, Rohtak 

 

Corresponding Author: Reena Yadav, Email: ydvrina.yadav@gmail.com 
 

Citation 

Yadav, R. Priti. Kumar, R (2023). Importance of Information Technology in Physical Education. Sports Science & Health Advances 
1(1), 10- 13. https://doi.org/ 10.60081/SSHA.1.1.2023.10-13 

 
Copyright: © 2023 by the authors. Licensee Sports Science & Health Advances. This article is licensed under CC BY 4.0 
 
 
Received: 04.03.2023 
Accepted: 25.05.2023; Published: 30.07.2023 

 

http://www.sshajournal.com/

