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 Society is continuously evolving in order to become better equipped and generally more 

efficient.  Innovation within a society is one of the main drivers of society’s evolution.  For the 

past few decades, information communication technology (ICT) has been at the forefront of 

innovation and therefore a main component of change in society.  As society evolves, education 

must also evolve in order to continue to meet the growing needs of the students.  The plans and 

manner of implementation from thirty years ago is not going to be effective today, due to 

cultural, societal, and environmental evolvement.  Education is well behind business in terms of 

effective use of technology (McNeill, Mukherjee & Singh, 2010).  Education cannot idly sit 

while ignoring technology and expect students to succeed.  

 Traditionally in education, teachers administer the content throughout the day and the 

students practice what they learned through homework at night.  An innovative teacher once 

thought, “What would it look like if students could get their educational content at night while 

teachers could help the students apply that content during the day at school?”  How might this 

change education?

 Differentiation has been a key issue in education for some time. If teachers had adequate 

time during school hours to help students apply knowledge instead of having to deliver the 

content during school hours, then the teacher would have more time available to differentiate the 

application of that knowledge.  When this is done effectively, it is called a ‘Flipped Classroom.’  

In order to make a flipped classroom work, technology must be integrated effectively into the 

curriculum.  Thus a flipped classroom is the combination of both traditional face-to-face 

instructional strategies and online instructional strategies.  Another name for this is blended 

learning.  
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 Blended learning is a concept that is being applied in many subjects, across many grade 

levels.  There is one subject that many people toss aside and deem that technology is not 

necessary in these courses because they are not as important.  This subject area is physical 

education.  But just like other subjects, physical education can benefit from technology 

integration.  In fact, a study done by Tearle and Golder (2008) revealed that the potential benefits 

of technology being implemented in physical education are overwhelming.  This is good news 

for physical education teachers, students, and in general the people of the United States.  For 

physical education teachers, this means that technology integration can be beneficial for students 

and is not a waste of their time.  For students, this means that the old school physical education 

tactics of rolling out the ball, are outdated and physical education classes can be different.  In 

being different, physical education can incorporate enjoyable activities and technology into the 

physical education curriculum.  And for the general population of the United States, this means 

that something citizens are already spending money on (education) can potentially affect the 

rising rate of obesity in the country.  If technology integration into physical education can 

impact, in a positive way, the obesity rate, all physical educators need to jump on board the 

technology train.  

 When technology is applied to education contexts, it is called educational technology.  

“The term educational technology is used as the design, development, practice and evaluation of 

the system, method, and materials in order to get effective results and develop the learning 

process” (Yaman, 2008).  Not only does educational technology need to be implemented in the 

current curriculum, but the curriculum needs to be restructured in order to see the full benefits 

from its integration (Tearle & Golder, 2008).  Within education, physical education is well 
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behind other subjects when it comes to technology (McNeill et al., 2010).  The gym is a 

classroom and it is in just as much need of flipping as any other classroom.

 One main goal of k-12 education is to prepare students to be an upright and contributing 

member of society.  In order for anything else to go right in a person’s life, they must be 

relatively healthy.  And it is during a person’s k-12 education where they learn the skills 

necessary to achieve and maintain physical fitness.  To some, it may seem like physical 

education would be the last place where technology could have a positive impact on student 

learning, but this would be a misconception (Ganot, Junius & Shonfeld, 2011).  In fact, there is 

an urgent need for technology's role in physical education to be more widely recognized (Tearle 

& Golder, 2008).

 As unfortunate it is that many people, both inside and outside of education do not 

recognize the impact that technology could have on physical education, it is even more 

disappointing that physical education teachers are not taking advantage of the technologies that 

are available to promote their program and aid in student learning (Hill et al., 2010).  In a study 

done by Hill et. al. (2010), only 17.5% of schools they identified had an active physical 

education department website.  If physical educators are not taking technology seriously and 

advocating for technology, it is no surprise that many people do not see the value in integrating 

technology into physical education.  As technology continues to become more prevalent, 

educators must find ways to harness these technologies and use them to increase student learning 

(McNeill et al., 2010).  Physical education cannot afford to avoid the integration of technology.  

 Despite many physical education teachers not taking advantage of technology, there is an 

abundance of technology that is applicable to the physical education environment.  Some 
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examples of technology include; websites, exergames, web 2.0 tools, podcasts, online databases, 

learning management systems (LMS) and online virtual worlds.  These technologies, along with 

various other technologies, can help students attain the skills that are needed to achieve and 

maintain a healthy lifestyle.  Technology should be viewed as a strategy to help facilitate 

learning and interaction with students.  Thus, technology in physical education can be regarded 

as a means by which both theoretical information and psychomotor skills can be improved 

(Yaman, 2008).

 Podcasting is an excellent strategy that many teachers use to help them flip their 

classrooms.  Teachers will simply record their lecture and make it available for students to 

download.  Teachers can use podcast in two ways.  They can provide the podcast before each 

lesson or provide a recorded lecture just after the lecture takes place.  Assigning the lecture as 

homework will allow the teacher to focus on application of knowledge during class time.  

Providing the lecture afterwards will give students an easy way to refresh knowledge or study for 

an exam.  McNeill et al. (2010) conducted a study to see what type of effect a podcast would 

have on a course.  In this particular study, the teachers provided the podcast after the lecture.  

“Podcasting was acknowledged by this population as a significant qualitative success in terms of 

social, emotional, and pedagogical enhancement” (McNeill et al., 2010).  Socially, podcasts 

strengthened the teacher-student relationship, according to focus groups in the McNeill et al. 

(2010) study.  While this study was successful qualitatively, it did not show a significant 

difference in final marks between students who received the podcast and students who did not 

receive the podcast.
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 While there were great results in this podcasting study, podcasting is just one step up 

from a PowerPoint presentation.  Other technologies that may help students even more are 

programs that combine the PowerPoint presentation with a podcast.  Examples are a vodcast 

(video podcast) and an archived online classroom space (Blackboard Connect) that allows 

teachers to manipulate a white board or upload content to that white board.  Podcasts, and other 

forms of content delivery outside the classroom, are essential to flipping a classroom or a 

gymnasium.  In the sports arena, podcast could be used to deliver sport specific cues to athletes 

attempting to learn a new skill, or refine a current skill.

 In today’s education society, educators are always trying to find new ways to address 21st 

century skills (Inman & Wright, 2011).  One new, intriguing way to address these skills is 

through the use of a virtual world.  One example of a virtual world is Second Life.  Educators are 

drawn to virtual words for various reasons, including distance learning opportunities, 

understanding learning outcomes, and engaging in social interaction (Inman & Wright, 2011).  

Virtual worlds are, “synthetic environments accessed on the Internet through a computer 

interface” (Inman & Wright, 2011).  Inman and Wright (2011) sought to find out how using 

Second Life could help students with 21st century learning skills.  Their research demonstrated 

that virtual worlds can be used in higher education context to support the development of of 21st 

century learning skills (Inman & Wright, 2011).  Their study also showed that these higher 

education, pre-service teachers thought that virtual worlds could be used in the same way to help 

secondary students develop 21st century skills.  

 Students could also use Second Life as a part of a health promotion project.  While this 

technology doesn’t get students moving, it is an innovative technology that could be used to 
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deliver content related to physical education or for students to collaborate on a health or fitness 

related project.  

 A website can be a great asset for education professionals if it is designed and used 

appropriately.  Physical education programs should all have a well designed, comprehensive and 

easy to navigate website (Hill et. al., 2010).  Just having a website is not sufficient.  If the 

website is not designed appropriately, there will be little traffic on the site and the site will be 

ineffective and possibly even counter productive.  Websites can be an effective way to 

communicate with staff, students and the community as well as an effective way to promote the 

physical education profession and the school’s program (Hill et al., 2010).  With an effective 

website, teachers can communicate goals, expectations, policies, and much more.  If a website is 

designed and marketed well, it will take your communication with students, parents, and the 

community to a new level.  With a well designed website, teachers should get less email that 

deals with content that is provided on the website.  

 Along with functional criteria, the content that is provided on the website is particularly 

important when trying to change people’s behavior (Ferney & Marshall, 2006).  The potential for 

a change of behavior should be why physical education teachers get up in the morning.  So if a 

website could potentially help a student move from a couch potato to an active individual, 

physical education teachers should be creating and maintaining websites that have the potential 

to make a difference.  In fact, physical education teachers who create well designed websites 

may increase the possibility that students will take control of their own health (Hill et al., 2010).

 An ideal website is one that provides useful information, presents the information in an 

engaging way, and encourages users to return regularly to the site.  Additional features that make 
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a physical education website effective include providing information about specific local 

physical activity facilities and services, information about departmental fundraising activities, 

and parenting tips (Hill et al., 2010).  LaMaster (2000) also suggests that a department motto and 

philosophy statement be available on the site.  In a study done by Ferney and Marshall (2006), 

participants suggested that it would be useful for future websites to include information on 

opportunities for physical activity in a person’s local community.  If a parent is looking for 

opportunities to get their child active, having a list of those local opportunities would increase 

the chance that the parent would find something he or she may be interested in.  No longer would 

the parent have to spend his or her own time researching, all they have to do is go to their 

school’s physical education website.  LaMaster (2000) also suggests that a department motto and 

philosophy statement be available on the website.  Most physical education programs have a 

philosophy statement and motto that they make available to their students, it is probably in the 

form of a paper handout of some sort.  This handout, which is given to the students, is liable to 

get lost on the way home and not read by parents, thrown away, or misplaced.  But if the 

information is available on the website, students and their parents would have access to the 

information whenever they needed it.

 With all of the benefits from having an effective website, one would think that physical 

education teachers and programs would be taking advantage of this great resource.  Sadly, for 

most areas that is not the case.  In the Hill et al. (2010) study, only seventeen percent of the 

schools it identified had an active physical education department website.  And most of those 

websites were incomplete and lacked important design and content features necessary to achieve 

the benefits above.  If a website is not designed properly, it will not keep the target audience 
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coming back for additional information.  “Creating an ideal website is useless unless the target 

audience continually utilizes it” (Hill et al., 2010).  And in order for staff, students, and parents to 

continually utilize the website, it must address specific concerns or needs, it must be a hub for 

fitness information around the community, and it needs to give the target audience a reason to 

keep coming back to the site.

 Another educational technology that uses a website is a learning management system 

(LMS).  An LMS is an online space that is designed to house any and all functions of a 

traditional classroom.  Wikipedia defines a LMS as, “a software application for the 

administration, documentation, tracking, and reporting of training programs, classroom and 

online events, e-learning programs, and training content” (“Learning management system,” 

2011, para. #1).  Using a LMS, teachers can create secure class space online where their students 

can interact with each other, the teacher and the course content.  Assignments can be posted, 

submitted and graded, class discussion can take place, and much more can take place using a 

LMS.  Examples of LMS are Blackboard, Moodle, and Edmodo.  Some LMS are a paid service 

and other offer free service.  Using a free LMS service like Edmodo is a great, inexpensive and 

easy way to get started with flipping a classroom or gym space.  

 Web 2.0 tools are regularly integrated into LMSs.  Wikipedia defines Web 2.0 as, “being 

associated with web applications that facilitate participatory information sharing, 

interoperability, user-centered design, and collaboration on the World Wide Web” (“Web 2.0,” 

2011, para. #1).  A current buzz topic in education today is 21st century learning.  Web 2.0 tools 

provide services that can help schools take learning to the next level.  21st century learning relies 

heavily on collaboration.  And collaboration is a common theme among many of the web 2.0 
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tools available.  Web 2.0 tools include social networking sites, blogs, wikis, video sharing sites 

hosted services, web applications, mashups, and folksonomies (“Web 2.0,” 2011).  These 

different tools can be applied to any learning outcome, in any subject.  In physical education, 

teachers could have students share their daily meal choices and exercise activities in a blog, wiki, 

podcast, or vodcast.  This would hold students accountable to their eating and exercise habits, as 

well as provide a unique timeline as to when students started taking action regarding their health 

and fitness.  Teachers could also use LMS and a web 2.0 tool together to post content and videos 

that describe and demonstrate different activities that the students could be doing at home to 

maintain a healthy lifestyle.  Students, especially girls, would be much more comfortable 

learning the proper way to perform a push-up by watching a video online at home than they 

would in front of the entire class during gym.

 Exergaming is “a movement-based interactive video game” (Zhang & Lin, 2011).  

Exergames combine exercise and video games in a relevant manner that motivates students to 

move.  Exergaming can be done alone, with a group of friends, or via connecting with others 

around the globe by linking their gaming console to the internet.  Competing with other students 

around the world via the Internet facilitates culturally diverse communication.  In an era where 

students are spending more time playing video games compared to time spent outdoors, 

exergame developers have established a way to bring exercise into the home.  Instead of 

expecting children to decrease their time spent playing video games and increase their playtime 

outdoors, exergames enable children to do both simultaneously.  

 While outdoor physical education activities are important to students, majority of these 

activities are difficult to duplicate at home.  Therefore students are forced to learn or invent new 
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games in order to play at home, if they initiate outdoor play at all.  Exergames provide students 

an avenue to replicate school-based, outdoor physical education games in the home setting.  

Zhang and Lin (2011) investigated the benefits and challenges of exergames  through observing 

perspectives of pre-service physical education teachers. Their research suggests that pre-service 

teachers considered it beneficial to incorporate exergames into their future classrooms (Zhang & 

Lin, 2011).  One professor felt that exergames helped students emerge from their monotonous, 

boring routine and introduced them to a fun alternative to exercise (Zhang & Lin, 2011).  This 

opinion exemplifies the positive results of  technology when it is used appropriately in the proper 

context.  Using exergames in a physical education setting incorporates out-of-the-box thinking 

and allows students the opportunity to creatively exercise in a manner that is fun to them. 

 In addition, there are physical education specific technologies that enable students to 

learn the necessary skills that lead to a healthy lifestyle  Examples include: heart rate monitors, 

pedometers, accelerometers, digital body composition analyzers, stop watches, treadmills, 

exercise bikes, and ellipticals.  Due to the fact that these technologies are catered toward physical 

education, physical education teachers are more comfortable with their use in comparison to the 

online technologies discussed previously.  Woods, Karp, Hui, & Perlman (2008) found the 

following:  70% of teachers classified themselves as “beginners” in creating distance education 

delivery lesson plans using educational technology; 66% of teachers identified themselves as 

“beginners” in creating an educational website; 7% of teachers identified themselves as 

“beginners” with the use of a timing device; 28% of teachers classified themselves as 

“beginners” with the use of activity monitors; 45% were self-identified as “beginners” with the 

use of body composition analyzers; and 46% identified themselves as “beginners” with the use of 
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heart rate monitors.  These statistics tell us that physical education teachers received practice 

using these physical education specific technologies either in their undergraduate program or via 

professional development in these areas.  But for the online technologies, such as building 

websites and using education technology in lesson plans, teachers are not getting the support 

they need to successfully implement such resources in their classrooms.  Physical education 

teachers have become complacent with using the familiar physical education technologies, and 

it’s going to take time and practice for them to embrace the emerging online education 

technologies discussed above.

 Furthermore, research suggests that  physical education teachers are comfortable with 

basic computer skills and operating systems.  For example, Woods et al. (2008) indicate that over 

56% of physical education teachers identified themselves as proficient with basic computer skills 

and operating systems.  However, considering design and delivery of technology, the highest 

reported proficient percentage was 44% (Woods et al., 2008).  Technology is going to make its 

largest impact in the lives of students by the dissemination of  content through the ‘design and 

delivery’ method of technology and not as a result of the teacher’s ability to perform basic 

computer operations.  

 The pedometer is a physical education specific technology that has been around for 

centuries.  “The Romans used an odometer calibrated to steps to measure distances for military 

and civic purposes” (“Pedometer,” 2011, para. #1).  While this device was not technically a 

device intended to specifically count steps, it served the same purpose.  The first step counter 

was created by Abraham-Louis Perrelet in 1780 (“Pedometer,” 2011).  Although the pedometer is 

not a new invention, it can still be referred to as technology that will enhance physical education 
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curriculum.  Someone who lives a sedentary lifestyle walks an average of three thousand or less 

than three thousand steps a day.  One way to easily incorporate fitness into a person’s life is to 

encourage them to start walking more frequently.  The ideal goal for people with sedentary 

lifestyles is to is to attempt walking ten thousand steps a day.  Pedometers are an excellent tool to 

help individuals receive a clear representation of how “active” they are on a given day.  

“Generally, people perceive themselves as more active than they are, and the pedometers allow a 

novel but concrete method of measurement” (Rye, Zizzi, Vitullo & Tompkins, 2005).  

Pedometers can contribute in meaningful ways in allowing students to be more aware of their 

health (Rye et al., 2005).  Pedometers are an easy way to estimate the number of steps a person 

takes in a given time period.  It is easier for individuals to achieve their goal if they know how 

many steps they are taking each day.  This is a skill that would be beneficial for children to learn 

in physical education.

 The core subjects of the school’s curriculum are more frequently targeted when it comes 

to technology integration, whereas it is more difficult to implement technology into the world of 

physical education.  

 “It seems that the gym would be the last place where technology would have a strong 

 influence in curriculum and instruction.  This is certainly not the case, technologies are 

 widely used in the U.S. as educational tools in areas of sport, physical activity and health, 

 but pre-service physical educators do not feel fluent or confident to integrate technology 

 in their teaching careers” (Ganot, Junius & Shonfeld, 2011).

 With each and every one of these technologies comes benefits and challenges.  Anytime a 

school, state, or district attempts to start a new initiative, they must perform a cost analysis.  In a 
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cost analysis, the school, state, or district would weigh the cost of the initiatives against the 

potential benefits of the initiative.  While actual cost is most always weighed, other ‘costs’ or 

challenges are considered as well.  If the benefits outweigh the costs of the initiative, then the 

school, state, or district is more likely to implement the strategy.  The benefits of implementing 

technology are well documented.  Because of this, “educators tend to use technology just 

because it is available without considering the design principles that will work to support and 

meet the learning expectations” (Ganot et al., 2011).  Technology is most effective when it is 

implemented with a purpose and into a well designed course.  

 Potential benefits of implementing technology in physical education include: increased 

knowledge retention, increased physical activity outside of school, the potential to share 

knowledge gained at school with friends and family outside of the school context, increased time 

focused on task, increased motivation, and decreased behavior problems in addition to other 

unmentioned potential benefits. Yaman (2008) found that physical education programs that used 

technology actually increased motivation for learning and accepting use of new materials.  If 

student motivation is increased, then their engagement in the lesson or unit is also increased.  

Consequently, when a student is engaged in the learning process, they will become less 

disruptive.  Technology therefore helps with behavior management.  What teacher would not 

want to become a better manager of student’s behavior?  “Technology offers the atmosphere 

which can provide students autonomous learning” (Yaman, 2008).  Autonomous learning is the 

ultimate goal of education.  There is an end to a student’s formal education, and they cannot be 

dependent on having a teacher in order to learn.  Students must learn how to learn on their own 

in order to have a successful career and be a productive member of society.  Once they are done 
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with schooling and have a job, the teacher is gone and they are left to learn on their own.  

Integrating technology into education helps facilitate the transition from dependent learning to 

independent learning.  Despite these benefits, research indicates that few teachers integrate 

technology into their teaching as a result of the difficulties and barriers they encounter (Ganot et 

al., 2011).  

 Schools, states, and districts must weigh these benefits and especially consider the 

challenges they will face when implementing technology into a physical education department or 

classroom.  As seen in the literature, both benefits and challenges are well documented. Due to 

this documentation, schools, districts and teachers must consider both carefully to make the right 

decisions for their students.

 Providing sufficient professional development opportunities to ensure that the physical 

education teachers are comfortable enough with the technology to effectively implement it into 

their lesson plans is one challenge that teachers and administrators face when trying to 

implement technology into physical education.  Far too often when a new technology is 

implemented, it is not preceded and/or followed up with sufficient professional development.  

Not only do teachers need adequate professional development opportunities, but those sessions 

need to be tailored specifically to meet their needs (Tearle & Golder, 2008).  In addition, the 

sense of preparedness is strongly related to the amount of professional development teachers 

receive (Ganot et al., 2011).  This same research shows that in-service training on computer use 

and the Internet for instructional purposes is related to teacher’s confidence on integrating 

technology into the classroom (Ganot et al., 2011).  Instilling confidence into the personnel that 

will be responsible for using the technology to have a positive effect on student achievement 
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should be of the utmost importance when implementing technology.  If teachers are not 

comfortable with the technology, they will not be able to implement it effectively in their 

classrooms.  

 Another opportunity to make physical education teachers more comfortable with 

technology is in undergraduate, teacher-licensure programs.  If students were more exposed to 

these technologies in college, they would require less professional development as teachers to 

effectively implement technology in their classrooms.  “Pre-service physical education teachers 

do not feel sufficiently confident to integrate technology into their teaching” (Ganot et al., 2011).  

With the recent push of 21st century learning, technology is even more in the sights of educators 

when developing strategies to help their students succeed in 21st century learning skills.  

Teacher-licensure programs are in need of a technology overhaul as badly as k-12 schools.  It is 

imperative that education keeps up with society in order to continue to produce a good product, 

such as students graduating from high school with the skills they need in order to be a successful 

and contributing member of society.  

 Time presents another challenge to implementing technology into physical education.  

Physical education teachers are already pushed for time to teach their students the skills they 

need to become and stay fit throughout their lives.  Some physical education teachers also think 

that technology takes precious activity time away from students (Woods et al., 2008).  As 

mentioned earlier, one of the main goals of any physical education class is to elevate the 

students’ heart rates and keeping them active for the entire class.  This is a challenge that is more 

prominent in elementary physical education, where teachers have less class time and would 

rather focus their time on skills and physical activities.  Like all teachers, physical education 
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teachers take the time that they have with their students seriously.  Woods et al. (2008) found that 

teachers felt that their classes were too short for the use of heart rate monitors, which in their 

experience had been proven to be time-consuming.  One intervention that will help alleviate 

issues of time regarding technology integration is repetition.  The more a teacher facilitates a 

lesson, the more efficient he or she will become with that lesson.  As teachers become more 

efficient and improve with lessons, they spend less time explaining the lesson and students 

consequently spend more time moving.  Teachers must be willing to give technology a fair shot 

in making an impact.  Introducing a technology enhanced lesson only once, or even a year’s 

worth of lessons may not be adequate to fully reach the benefits of technology enhanced lessons.  

The more comfortable the teacher becomes with the technology, the more effective they will be 

with time management in administering technology lessons.

 Furthermore, physical education teachers fight the battle of inadequate space when it 

comes to implementing something new into the physical education curriculum.  Physical 

education teachers often have space issues with storage for equipment as well as teaching space.  

Teaching space has become even more of an issue of late as physical education class sizes grow.  

One teacher commented that technology is “too cumbersome with the number of kids we have in 

each class” and another teacher added, “we do not have the space available to set up a fitness 

lab” (Woods et al., 2008).  As space is already a challenge in many schools due to the high 

volume of students, space really becomes an issue when attempting to integrate technology into 

physical education.  This issue cannot be ignored.  Rather, teachers, schools, and districts need to 

work around the challenging space issues and find ways to implement technology that either 
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increases the amount of space (taking a class to the computer lab, etc.) or does not further 

complicate space issues (heart rate monitors).  

 One of the largest challenges, especially in our current economy, is the finances required 

to implement technology effectively in the gym environment.  In general, schools are being 

underfunded and therefore it is difficult to spend their available budget on technology in physical 

education of all subjects.  Schools and physical education teachers need to realize that 

technology can be implemented fairly cheaply.  A majority of the web 2.0 applications available 

to teachers and students are either free or contain free alternatives.  For example, teachers could 

use Edmodo to host their web content instead of Blackboard.  These web 2.0 technologies could 

be easily implemented in any context where students are able to use a computer with internet 

access.  Little technology that is implemented in a meaningful and well designed way will go 

farther than putting a great deal of money into physical education technology without plans for 

implementation.  Ganot et al. (2011) word it this way, “the use of tools without a clear purpose 

could become distractive and could often impede learning.”  By implementing technology at 

little or no cost to the school, physical education teachers could continue to spend money on 

equipment and other physical education materials and collect data on how effective the 

technology has been in order to increase technology integration in the future.  Being able to 

present data on the effectiveness of the cheap or free technology used in the physical education 

department would greatly increase the chances that the principal would spend money on physical 

education technology in the future.

 Due to the fact that extra money is scarce schools operate using a budget.  While those 

budgets are tight, school administrators are able to find money to allocate towards technology 
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integration, if they choose to do so.  However, “school administrators throughout the United 

States claim that money is the leading cause for limited technology in schools” (Woods et al., 

2008).  In this same study, the authors found that physical education teachers with an average 

budget of five hundred dollars utilized technology more than schools with less than five hundred 

dollars in their budget (Woods et al., 2008).  This statistic shows that some schools have made 

physical education a priority in their schools while it is less valued at other schools.  This also 

verifies that physical education technology does not have to be implemented state or district 

wide.  Physical education departments can prioritize technology integration and make it happen 

at their school.  

 Furthermore, there is an additional challenge that opposes technology integration in 

physical education.  That challenge is laziness in physical education teachers.  Just as physical 

education teachers are not taking advantage of the website to promote their program (Hill et al., 

2010), they are also not taking advantage of other technological resources.  It is one problem not 

to have sufficient funds to integrate technology, but it becomes even more of a problem if the 

funds are available and the teacher is too lazy or set in their ways to try something new.  Due to 

the fact that funds have been so tight in education, much of the responsibility of technology 

integration (especially in physical education) has been placed upon individual schools and 

individual teachers.  This causes a lack of accountability and cohesiveness among schools, 

districts, and states and does not benefit or improve technology integration in physical education.  

On the contrary, it encourages the laziness of physical education teachers.  Another factor that 

accounts for the laziness of physical education teachers is the fact that healthful living (physical 

education and health education) is not a state-wide tested subject in most states.  The old adage, 
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“If it’s not tested, it’s not taught,” comes to light here.  State-wide testing provides accountability 

to teachers, schools, and districts to meet certain standards.  If those standards are not in place, 

teachers and schools have a little freedom in the matter.  While this is no excuse for physical 

education teachers, it does not help the learning situation.  Since health and fitness are important 

to all areas of living, a case could definitely be made for state-wide testing in these subjects.  

However, even without a state test, physical educators must begin to realize the difference that 

they could make in the lives of their students and their families.  If physical education teachers 

really believe in the material they teach, then they need to work hard to integrate technology in 

order to ensure that as many students as possible learn the skills necessary to achieve and 

maintain fitness.

 “Physical education is a very important component of formal and informal education, as 

well as an important part of lifelong learning that can be effected by the use of educational 

technologies” (Yaman, 2008).  Since physical education is such an important part of a child’s 

education, it is obvious that students should graduate with the necessary skills to achieve and 

maintain a healthy lifestyle.  While barriers to technology integration in physical education exist, 

implementing integration could allow more students to succeed in physical education classes.  

More importantly, an increased number of students would know how to properly take care of 

their body.  With the emergence of fad diets so prevalent, students and adults must have a basic 

knowledge of health and fitness to be able to distinguish between good diets and activities and 

harmful ones.  The power of technology enables more students to have the skills necessary to 

succeed (Yaman, 2008).  Due to the current, rapid spread of technology in our culture, physical 
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education must integrate technology into its curriculum in order to adequately meet the needs of 

students.

 Meeting the needs of students is what education is about.  There is a problem when 

educators are not striving to meet the needs of their students. Today, technology is such a large 

part of the lives of students so much that educators are forced to evolve their teaching strategies 

in order to meet students where they are.  Educators cannot expect students to learn the way that 

students have always learned.  Society, technology, and the students have progressed forward.  

It’s time that educators make the decision to join them and start integrating technology into their 

lesson plans.  Technology integration has proven so fruitful in schools and districts that 

implement it wisely.  If educators are serious about raising student achievement, narrowing the 

learning gap, and supporting no child left behind, then they must get on board with technology 

integration.  

 Physical education teachers must realize that they are not exempt from this evolution.  

Physical education is where students learn how to win, how to lose, and how to race.  These are 

important skills that students will need to tap into in all stages and phases of life.  From social 

life to work life, these skills will follow students as they grow and develop.  While some students 

can master these stages without technology assistance, other students may need technology 

implementation to acquire these skills.  Teachers must also find ways to be more effective in 

teaching students how to achieve fitness and maintain it.  Physical education teachers must take 

some responsibility for the overweight and obesity epidemic in America, and do what they can to 

affect change in this regard.  Technology integrated into the physical education curriculum can 

have a positive effect not only on a student’s overall health but also on the family’s overall well-
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being.  Physical education teachers should take advantage of the positive impact that technology 

can have on a student’s health.  If physical education teachers would give technology a fair 

chance, and if they would get sufficient professional development on how to effectively integrate 

the technology into the physical education curriculum, then they would start to see the benefits 

that technology can bring to a learning environment.  The benefits may take time to manifest 

themselves, as with any other educational initiative that is being pushed in education today.  In 

order to adequately prepare students for the 21st century, technology must be integrated into each 

field of education. 
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