[3] Wildt, Johannes. (2003). Ein hochschuldidaktischer Blick auf Lehren und
Lernen in gestuften Studiengéngen. In U. Welbers (Hrsg.), Studienreform mit
Bachelor und Master. Gestufte Studiengédnge im Blick des Lehrens und Lernens an
Hochschulen; Modelle fiir die Geistes- und Sozialwissenschaften (Hochschulwesen,
2. Aufl., S. 25-42). Bielefeld: Webler.

[4] Kreulich, Klaus, Dellmann, Frank, Schutz, Thomas, Harth, Thilo & Zwingmann,
Katja. (2016). Strategische Entwicklung einer kompetenzorientierten Lehre flir die
digitale Gesellschaft und Arbeitswelt; die Position der UAS7-Hochschulen fiir
angewandte Wissenschaften. Berlin: UAS7 e. V

[5] Hennessy, John. (2016) "Rankings sind was fiir Angeber". Interview: Jan-Martin
Wiarda. Retrieved from : http://www.zeit.de/2016/14/universitaeten-silicon-valley-
stanford-exzel-lenzinitiative-john-hennessy.

[6] Lage, Maureen J., Platt, Glenn J. & Treglia, Michael. (2000). Inverting the
Classroom. A Gateway to Creating an Inclusive Learning Environment. The Journal
of Economic Education, 31(1), 30—43.

[7] Schéfer, Anna Maria. (2012). Das Inverted Classroom Model. In Jiirgen Handke
& Alexander Sperl (Hrsg.), Das Inverted-classroom-Model. Begleitband zur Ersten
Deutschen ICM-Konferenz (S. 3—11). Miinchen: Oldenbourg.

[8] Bernsen, Daniel. (2013). ,Inverting the History Classroom - A First-Hand
Report“. In Jirgen Handke, Natalie Kiesler & Leonie Wiemeyer (Hrsg.), The
inverted classroom model. The 2nd German ICM-Conference - proceedings (S. 147—
153). Miinchen: Oldenbourg.

[9] Wannemacher, Klaus. (2016). Digitale Lernszenarien im Hochschulbereich
(Arbeitspapiere des Hochschulforums Digitalisierung, Nr. 15). Essen: Edition
Stifterverband - Verwaltungsgesellschaft fiir Wissenschaftspflege mbH.

[10] Warter-Perez, Nancy & Dong, Jane. (2012). Flipping the Classroom: How to
Embed Inquiry and Design Projects into a Digital Engineering Lecture. Proceedings
of the 2012 ASEE PSW Section Conference Cal Poly-San Luis Obispo.

[11] Danisch, Marco & Friedrich, Georg. (2009). Neue Medien im Sportunterricht. In
Harald Lange & Silke Sinning (Hrsg.), Handbuch Sportdidaktik (S. 319-329). 2.,
durchges. Aufl. Balingen: Spitta-Verlag.

Rudloff C.
Dipl. Oec. Dr. BEd MBA MA,
Lecturer at the University College of Teacher Education Vienna

Department of Elementary and Primary Education
christian.rudloff@phwien.ac.at

Fahrecker D.
BEd, University College of

Teacher Education Vienna & WMS Kauergasse,
daniel.fahrecker@lehrgut.at

DIGITAL TECHNOLOGIES IN PHYSICAL EDUCATION
2. Introduction
New information technologies are an integral part of our everyday lives and
determine the lives of our students with increasing speed. They occupy a large part of
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their reality of life and are reflected in their thoughts in many ways. For this reason,
education and training in the monitoring and promotion of children should be taken
up in this modernised reality [1]. The school must ensure that our children can find
their way around this world and follow developments for a lifetime [2]. According to
Dober, when trying to link the subject of movement and sport with the use of "new
media", this does not always find harmony in people's thoughts. Sport is not the first
priority when you think about the use of new media in the classroom. On the
contrary, it is the new media that are often blamed for the poverty of children and
adolescents in their movement, and of course diverse body and movement
experiences should be the focus of physical education. On the other hand, the use of
media in physical education has always played an important role in visualizing
movement sequences, forms of organisation or playing tactics and in enabling
students to practice independently [3]. Although Dober argues that the use of new
media is enriching for physical education, a considerable number of problems in
research exist. An important one is the lack of research, which is illustrated by a
small number of empirical studies on this subject. Empirical findings, as well as
relevant literature on the subject, are only available to a limited extent and show little
potential for use for "new media" in physical education. When considering curricula
and educational standards for the subject of "sport", it is striking that little attention is
paid to the use of the media. Equally inadequate is the equipment at the sports
facilities, which are not intended for appropriate media use. The implementation
strategies have so far lacked measures at a personal, didactic and material level [4].

3. New media - Digital Technologies

The term "new media" is far from new, because already at the beginning of the
20th century the term emerged and defined the radio, television and was later used as
an umbrella term for all electronic, digital and interactive media. According to Ratzke
[5], "new media" are all procedures and means which are novel with the help of new
or renewed technologies, i.e. in this form of previously unused forms of information
collection and processing, information storage, information transmission and
retrieval. This, in turn, means that whenever we talk about digital media, it is also
"new media". Thienes, Fischer and Bredel [6] also believe that "new media" are
linked to the use of digital technology, which means that information can be stored
and processed and that it can be worked online (Internet) or offline. Finally, it can be
argued that with the term "new media" all new information and communication
technologies and related new transmission, recording and distribution technologies
are now designated [7]. From this it can be inferred that "new media" can also be
understood as new teaching aids.

4.  Digital technologies in physical education

On the one hand, the question arises as to why the use of new media in
physical education has been delayed for so long and, on the other hand, what
significance do multimedia information and communication technologies have in
physical education [8]. Schulz-Zander speaks here of a fundamental improvement in
teaching. The introduction of the new media is essentially aimed at fundamentally
improving the quality of teaching and school and developing a new learning culture
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[9]. In recent years, we have seen an increasingly frequent confrontation with new
media in the gym. Many projects work with different accesses were successfully
edited and presented. Video- and computer-aided analysis was very often the means
of choice here [8]. In the field of physical education, Danisch & Friedrich [11]
recognize the use of "new media" as an obvious advantage. They argue that "new
media" can play an important role in learning sport-specific movements and forms of
action. However, the use of these must also create a "new" didactic area, which
should expand the potential of physical education. Rudloff [12] showed how new
technologies can be used in the didactic scenario of the Inverted Classroom Model in
physical education at the university. According to Dober and Opitz [10], the use of
"new media" in physical education has a motivating effect. It is therefore important
that didactic concepts are designed for teaching in order to be able to effectively
implement the use of "new media". This is particularly important in physical
education, as learning platforms cannot be easily used. Didactic scenarios, in which
"new media" can be integrated with the help of learning platforms, were shown in the
area of physical education for the teaching of "motor basics", "athletics" and
"gymnastics", among others [12]; [13]. "New media" can be particularly well
integrated in the department of sport when it comes to the students' own body
perception. Not only in the new learning process, but also in the improvement of the
movement quality, one's own (body) perception plays a major role [8]. With the
filming of movement sequences and the subsequent analysis, it is possible that the
learners get to know their movement sequences better during a gymnastics exercise.
Another very extensive field in the field of the use of "new media" in physical
education results when the tablet or smartphone is used in conjunction with the
multitude of apps available for this purpose. The fields of application and
functionalities of the offered apps, which can not only be used in the subject physical
education, range from video feedback and analysis scenarios (Coach's Eye; Video
Delay), Coaching Tools (CoachNote), Practice Collections (Group Games App;
TGfU App), Knowledge Distribution (Sports Rules; iMuscle) to apps for motion-
intensive classroom activities in school (Class Break App) [4].
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BUKOPUCTAHHS METO/IB EMJIETUKHW TP BUBYEHHI
XYJAOKHIX TBOPIB
Tlozcanoi nam ’ami e3azani He icHye —bysac nuuie
HEBMIHHA KOPUCYBAMUCS IT MONCIUBOCAMU.
€.B. AnTouryk

CrhorosmHi BXXKe HEMOXJIMBO HaBYaTH Hiteid TpamuiiiiHo. [loTpebu cydacHoro
KUTTsI, HOPMATUBHI TOKYMEHTH, BUMAraioTh PO3BUBATH TBOPYi 3A10HOCTI KOXKHOTO
yuHs. ToMy OCHOBHMM 3aBIaHHSIM Cy4acHOI OCBITH € (QOpMyBaHHS TapMOHIMHO
PO3BHHYTOI OCOOMCTOCTI.

[Tporiec HaBYaHHS Ta BUXOBAaHHS YYHIB Ma€ ONMUPATUCh HA CIHIBIpaIo 000X
MiBKYJIb TOJIOBHOTO MO3KYy IUTHHHU. YUHI 3amaM’ SITOBYIOTh Kpalle TOJi, KOJH
CTBOPIOIOThCSI 00pa3u 1 BUKIMKAETbCA TI€BHA eMoIlia a0 iHdopmalli, ToOTo
HAJA€ThCSI MOXIIMBICTH TpalfoBaTH MpaBidi MiBKyJi (0Opa3HOCTI, eMoIliiHOCTI) [4,
c.33].

Elinerusm siBnisie coboro crenudiuHuii BUA TaM’Ti, 3aCHOBAaHUM Ha 30pPOBUX
oOpazax Ta BpaxeHHsX. Eiinernunuii o0pa3 € cyd’eKTUBHUM, ICKPaBUM, Bi3yallbHUM.
Tomy MeTOnMKM eWJeTWKH I1le Ha3WBalOTh JKMBOK IaMm ATTI0. TpeHyBaHHS Ta
MTOKpAIIeHHS TIaM’SITi € BEy4Ol0 METOI0 PO3BHUTKY eWleTHYHUX 37i0HocTel. Baxko
YSIBUTH YCHILIHY JTIOANHY 6e3 nobpe po3BuHyTOi 00pa3Hoi mam’sTi [1, c.8].
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