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Abstracts

Topicality. The video technology become one of the modern electronic learning methods used in the field of
physical education and sports Research Purpose. The current study aimed to use video technology as one of the modern
educational methods and the extent of its impact on learning and acquiring the skill of dribbling in basketball among
intermediate school students. Methods. The participants of the main study consisted of 26 students from an intermediate
education institution. Measurement tools can be divided into two parts, the first is the scientific research tools such as
personal interviews with experts, tests, questionnaire form for determining the most appropriate test to assess the skilful
performance of dribbling, a test for evaluating the skill of dribbling and scientific observation. The second is the means
and devices used that included: a laptop computer, a visual display device, a device for measuring height and weight, in
addition to sports supplies and video tapes. Research Result. The results of the current study showed that the
educational program followed influenced the development of students ‘dribbling skill in basketball. The use of video
technology enhanced learning the skill of dribbling in basketball among students. Conclusion. It has become necessary
to use video tapes and various new electronic techniques such as includes virtual reality (VR), augmented reality (AR)
in the physical education lesson, because of their importance in the learning process, and link the sense of hearing and
sight in order to gain time and effort, and enhance the motivation of students.
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Myaya Kenioya, Xouine bepkar. BiuiuB BUKOPUCTAHHS €JIEKTPOHHUX OCBIiTHIX TeXHOJIOTiH «BigeoTexHo-
JIOTii» HA 3aCBOECHHSI HABHYOK APHOJIIHTY B 0ackeT00si. Akmyanvricms 0ocnioxncenns. BineoTexHOOTIT CTalOTh
OJTHMMH 13 CY4aCHHUX €JISKTPOHHHUX METO/IiB HABYAHHS, 1110 IUPOKO BUKOPHUCTOBYIOTHCS B r'ajy3i (hi3HUHOIO BUXOBAHHS
Ta cropTy. Memorw 00cniddcenHs € BUSIBICHHS BIUIMBY BiZCOTEXHOJIOTIH SIK OJHOTO 13 CyYaCHHUX OCBITHIX METO[IIB
HAaBYaHHS Ta BU3HAYCHHS CTYIEHs iX BIUIMBY Ha HaBYaJbHUIl mpolec i HaOYTTS HABUYOK NPUONIHTY B OackeTOOIi
YUHSIMH 3arajibHOOCBITHBOI cepenHboi mKkoau. Memoou 0ocnioicenns. YdaCHUKaMU JOCIIDKEHHS CTaiu 26 y4HIB
3arajibHOOCBITHROTO HABYAJIBHOTO 3aKJIaAy. 3acO0M BHUMIPIOBAHHS BKJIFOYAIX JBI IPYMH: MEpIia — HAYKOBO-IOCIII-
HUIIBKI 3ac00H, 30KpeMa O0COOHMCTEe MPOBEICHHS CIIBOECIT 3 eKCIIepTaMU, TeCTyBaHHS, 3aCTOCYBAHHS Pi3HOMAaHITHUX
(dopM aHKETYBaHHS U BU3HAYCHHS HAWOUTBII MPUHAHATHUX TECTIB AJIS OLIHKH pe3yJbTaTiB JPHOIIHTY, TECTYBAaHHS 3
METOIO OIIHKM HAaBUUYOK JPHOIIHTY, & TAKOK HAYKOBE CIIOCTEPEXKEHHSI; Ipyra Ipyla — IPUCTPoi, 30KpeMa HopTaTUBHUN
KOMIT'FOTEp, Bi3yaJIbHUH JUCIUICH, IPUCTPOI JUId BUMIPIOBAaHHS 3pOCTY Ta Bard JOCTIJDKYBaHUX, @ TAKOX CIIOPTHBHUH
IHBEHTap Ta Bizeo TexHika. Pezynsmamu 0ocnioiicenHs POAEMOHCTPYBATH BIUIUB HABUAIBHOI IPOTPaMH HAa PO3BUTOK
B Y4YHIB HaBUYOK JpHOIIHTY B OackeTOoui. BUKOpHCTaHHS YYHSAMH BiJIEOTEXHOJIOTIH MOKPAIIUIIO TXHI HABUKH BEJCHHS
M’siua B OacketOoui. Bucnosku. Tlin yac 3asTh i3 (i3MYHOI KYJIBTYpH CTAI0 HEOOXITHMM BHKOPHUCTAHHS BiI€o- Ta
ayIiOTPHUCTPOIB 1 IHIIMX €JIEKTPOHHHUX HOCIiB, 30KpeMa BKIIOYEHHS BipTyanbHOI peanbHOCTI (BP), monoBHEHOI peains-
HocTi ([IP) y 3B’s13Ky 3 iX Ba)KIMBICTIO B HABYAJILHOMY IPOIIECi Ta BCTAHOBJICHHI 3B 53Ky M)XK OpTaHaMu CIIyXy # 30py,
10 JJAJI0 3MOTY BUTPATH 4Yac Ta MiJBUIIIMTA MOTHBAIIIO YUHIB.

Ku1r04oBi cj10Ba: BIUTHB, Bi/IEOTEXHOJIOTI], HABUYKH APUOIIHTY, 6ackeT00I, 3aHATTA 3 (i3UIHOT KYIBTYpH.

Myayn Kennoya, Xounno Bepkar. Bansinne ucnonb30BaHusi 3JeKTPOHHBIX 00pa30BaTe/IbHBIX TEXHOJIOTHA
«BHJ€0 TEXHOJIOTHiID» Ha YCBOCHHE HABBIKOB APHOJMHIa B Oackerbone. Axmyansnocmv uccinedosanus. Buneo
TEXHOJIOTUH CTAHOBSATCSI OJJHUMH N3 COBPEMEHHBIX 3JIEKTPOHHBIX METO/I0B 00Y4EHHMsI, IMPOKO HCTIOJIB3YIOTCS B 00JIaCTH
(bM3MYECKOro BOCIIMTAHMS U criopTa. LIesblo rccneqoBaHus SBISIETCSI BBISIBIICHUE BIIMSHUS BU/IEO TEXHOJIOTHI KaK OTHOTO
13 COBPEMEHHBIX 00pa30BaTENbHBIX METOAOB OOY4YEHUs M ONpEZEIeHHEe CTEIIEHH WX BIMSHMS Ha Y4eOHBIA Irpouecc u
IpruoOpeTeHne HaBBIKOB ApHONMHTa B OackerOoyie ydyamuMucs oO0IIeoOpa3oBaTeNbHONW CpefHed IMKoubl. Memoost
uccne)oeanus. YIacTHUKAMH WCCIIEOBaHUS CTAM 26 YUYEHUKOB 00I1eo0pa3oBaTebHOTO yaeOHoro 3aBeaeHus. Cpen-
CTBa M3MEPEHUs BKIIOYAJM JBE TPYIIbL: MepBas rpyIiia — HayYHO-HCCIEeOBATENIbCKUE CPE/ICTBA, B YACTHOCTH JIMYHOE
MPOBE/ICHUs] COOECeI0BaHUI € AKCIIEPTaMH, TECTHPOBAaHHE, IPUMEHEHHE PU3HOMAHHUT- HUX (OPM aHKETUPOBAHHUE IS
omnpezeneHns] Hanbojee MPUEMIIEMBIX TECTOB IS OLIEHKH PE3YJIbTaTOB APUOIMHIa, TECTUPOBAHUE JUISl OLICHKH HABBIKOB
JpUOJINHTA, a TaKKe HAydHOE HAOIOZEHNE; BTOpas IPyIIa — yCTPOICTBA, B YaCTHOCTH NOPTAaTUBHBIN KOMIIBIOTED, BU3Y-
IBHBIA UCIUICH, YCTPOWCTBA Ul U3MEPEHHSI POCTa M Beca MCHBITYEMbIX, a TaKXKe CIHOPTHBHBIA MHBEHTAph M BUEO
TexHuKa. Pe3ynomamol uccnedoeanus npoaeMOHCTPUPOBATE BIMSHUE Y4eOHOM NPOrpaMMbl Ha Pa3BUTHE Y Y4YallUXcCs
HaBBIKOB JprOIMHra B 6ackerOose. Mcnonap30BaHue y4eHHKaMU BHIEO TEXHOJIOTUH YIyUIINIO MX HABBIKK BEICHUS Ms4a
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B OackerOounie. Borgoowi. Bo BpeMsi 3aHATHI 1O (M3NUECKOH KyJIBType CTaJl0 HEOOXOIMMBIM HCIIOJIB30BaHHE BUIIEO U
ayJIMo YCTPOWCTB M JIPYTHX DJIEKTPOHHBIX HOCHUTEIIEH, B TOM YHCJIE BKIIOYEHHE BUPTyalbHOH peanbHocTu (BP), nomoi-
HEHHOH peanbHOCTH ([IP) B CBsI3M € MX Ba)KHOCTBIO B YUE€OHOM IPOLIECCE M YCTAHOBIICHUH CBSI3H MEK/Iy OpraHaMHM ClIyXa
W 3pEHHS, YTO TIO3BOJIMJIO BEIMTPATh BPEMs M IOBBICUTH MOTHUBAIIHIO YYAIIIXCSI.

KaioueBble c10Ba: BIMSHNE, BUICO TEXHOJIOTHH, HABBIKH APHOJIMHTA, 0aCKeTOOI, 3aHATHA 110 (PH3HIECKOI KyIbType.

Introduction. The rapid technological revolution that the world is experiencing today contains means,
techniques and methods whose importance is not limited to serving-man and his job practices, but also has
an effective role in increasing his knowledge and raising the level of his capabilities and skills [1]. As it
covered all areas of life, including the sciences of physical education and sports [2]. Among these
technologies is «video technology», which is considered one of the modern electronic learning methods used
in the field of physical education and sports[3]. Video technology facilitates the acquisition and teaching of
physical education skills [4; 5]. Video modelling combines visual and auditory requirements that require
seamless viewing by learners, followed by an attempt to perform the skill in a similar way [6]. For the
modelling to be effective, it is important to carefully structure the content, set certain conditions, and be
appropriate to the learners' abilities, and they must be motivated to practice [7]. Basketball is one of the
collective games that fall within the school subjects for intermediate stage pupils, for which it is necessary to
learn their skills and be familiar with their scientific and technical aspects. This matter is the responsibility of
the physical education teacher, who works to find appropriate methods, and techniques for pupils [8].
Among the best ways to acquire basketball skills of all kinds is by learning through models, such as pictures,
notes, and video technology [9].

In light of the above, it is clear that the current study aims to use video technology as one of the modern
educational methods. Video technology contributes to the development of skills, improves the level in a short
time, and thus is useful for students and teachers as well; Meaning facilitate the achievement of the
educational goals. To achieve the desired goal, the study hypotheses were as follows:

HYP. 1 There are statistically significant differences in learning the skill of dribbling between the
results of the pre and post-tests of the experimental and control group and in favor of the post test.

HYP. 2 There are statistically significant differences in learning the skill of dribbling in the post-test
results between the experimental and control group and in favour of the experimental group.

Research Material and Methods. The participants of the study consisted of 39 students, divided into
three classrooms from an intermediate education institution in Ouargla city Of the male gender (The
peculiarities of the region do not allow for a study of girls), the average age of students is 12,10 years; Where
the exploratory study consisted of 10 participants, As for the main study, the number of individuals was 26,
13students participated as an experimental group and 13 others as a control group. They were chosen
randomly. 03 individuals who were completely exempted from studying due to special circumstances.
03 individuals who were permanently exempt due to special circumstances.

Instruments. Measurement tools were the scientific research tools such as personal interviews with
experts, tests, questionnaire form for determining the most appropriate test to assess the skilful performance
of dribbling, a test for evaluating the skill of dribbling and scientific observation. Some means and devices
were also used that included: a laptop computer, a visual display device, a medical device for measuring
height and weight, in addition to sports supplies and video tapes.

Basic Skill Test. A questionnaire form was used to determine the most appropriate test for evaluating
technical performance; this form was presented to a group of experts in the field of basketball, who agreed to
control dribble test (Table 01).

Table 1
Dribbling Tests in Basketball
Skill Test Percentage
Control dribble test 85,71 %
Dribble Zigzag dribbling of the ball 34,29 %

Table No. (1) shows that most of the survey sample members agreed on the use of Control dribble test,
where the percentage reached 85,71 %, while the percentage of those who chose the Zigzag dribbling of the
ball was 34,29 %.That is why the first technique was chosen.

Description of Control Dribble Test. The pupil moves around the five cones placed within the free-
throw area, where the play takes three attempts with the right hand and three with the left hand, in addition to
recording the time the score is calculated from the sum of the last two attempts (figure 01).
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Designing the Technical Performance Evaluation Form. To evaluate the technical performance of
each pupil, it is necessary to design a form for the skill of dribbling (Control dribble test). The form contains
five criteria, the first criterion is controlling the ball while dribbling without continuing to look, the second is
the ability to change direction, change speed when dribbling, the third is the exchange of dribbling with the
right and left hand, the fourth is to work on covering the ball during passage, and the fifth is focusing on time
during the dribbling.

The psychometric properties of the measuring tools in the current study are characterized by a high
degree of validity, objectivity and reliability, the Cronbach alpha coefficients were between 0,89 and 0,91.

Homogeneity of the Study Sample

For the purpose of achieving homogeneity in the study sample, the variables of height, weight, age and
assessment of evasive skill were used, then statistical treatment of the torsion coefficient was carried out.

(table 02 nad03).
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Figure 1. Control Dribble Test
Table 2
The Homogeneity of the Control Group
N° Variables Measuring | Mean | Standard | Mediator | Torsion Sign
Unit Deviation Modulus
01 Height Cm 171,2 4,36 171 0,010 Homogeneous
02 weigh Kg 66,90 4,83 67 0,190 Homogeneous
03 Age Year 12,10 0,788 12 0,530 Homogeneous
04 Dribbling Skill evaluation Degree 3,430 0,473 3,50 0,356 Homogeneous
Table 3
The Homogeneity of the Experimental Group
N° Variables Measuring | Mean | Standard | Mediator | Torsion Sign
Unit Deviation Modulus

01 Height Cm 173,4 3,618 173 0,291 Homogeneous
02 weigh Kg 68,05 5,423 68 0,253 Homogeneous
03 Age Year 12,05 0,990 12 0,940 Homogeneous
04 Dribbling skill evaluation Degree 3,13 0,636 3,20 0,014 Homogeneous

It is evident from table No. (02) and (03) that the study sample (control and experimental group) was
homogeneous in the variables of height, weight, age, and dribbling skill. As the values of the torsion
coefficients were less than (+ 1).

Equivalence of the Study Sample. The values of the differences between the control and experi-
mental group appeared not significant; whereas, the calculated (t) values are less than the tabular value
(1,043) at the significance level (0,05) (table 04).

135



Dizuune 6UX06AHHS, CHOPH | KYTbHYPA 300p08°a Y CyuacHomy cycninbcmei. Ne 2(54), 2021, 133-138

Table 4
Equivalence of the Study Sample
N° Variables Measuring | Control Group Experimental Group | Calculated Sign
Unit Mean Sd Mean Sd Value (T)
01 Height Cm 171,2 4,36 1734 3,618 1,736 Not sign
02 weigh Kg 66,90 4,83 68,05 5,423 0,707 Not sign
03 Age Year 12,10 0,788 12,05 0,990 0,170 Not sign
04 | Dribbling skill evaluation Degree 3,430 0,473 3,13 0,636 1,690 Not sign

The tabular (t) value (2.043) at the level of significance (0.05).

Program Implementation. Pre-tests for the study sample (control and experimental) were conducted at
the educational institution in Ouargla with the help of three teachers of physical education; as the
circumstances were appropriate about time, place and tools used.

The control group worked according to the physical education curriculum set by the Ministry of
Education (Algeria), on the other hand, the experimental group worked according to the modified program
(with the video technology).

The work of the experimental group is determined by the presentation of a set of videos at the beginning
of the educational part of the lesson; as each videotape contains the technical axis, the skill axis, and the
safety and security axis. These axes are displayed by using data show for a period ranging between 10—
15 minutes. The learning unit consists of 8 educational units (8 lessons), for one session per week
(60 minutes). To facilitate the process in a smooth manner is necessary:

— the control group is taught the skill of basketball dribbling

— The experimental group is taught the skill of basketball dribbling

— Explain the skill clearly to help the two groups in identifying the correct form of the skill

— Show the videos of the experimental group (in the educational part of the lesson)

— When the experimental group encounters any difficulties, the physical education teacher intervenes to
explain, clarify and solve the problems

— The physical education teacher works to follow up when the two groups perform the skill

— The physical education teacher works to monitor and observe when the two groups perform the skill

After completing the application process using video technology on the experimental group, the post-
tests were conducted.

Table 5

The Parts of the Lesson and the Time Specified for Each of the Educational and Learning Unit

Parts of the Educational Unit Time of Educational Unit | Time of Learning Unit
01 Preparatory part Introduction 05 minutes 40 minutes
(15minutes) Warm up 10 minutes 80 minutes
02 The main part | Educational side 15 minutes 120 minutes
(40minutes) Practical side 25 minutes 200 minutes
03 The closing part Stretching 03 minutes 24 minutes
Discussion 02 minutes 16 minutes
04 Total 60 minutes 480 minutes

Results. HYP.1 There are statistically significant differences in learning the skill of dribbling between
the results of the pre and post-tests of the experimental and control group

Through table (06) it is evident that the arithmetic mean value reached (3,43) with a standard deviation
(0,437) for the study sample in the pre-test, while the arithmetic mean value in the post-test reached (4,09)
with a standard deviation (0,611), as for the calculated value of (T), it was (3,946), which is greater than the
tabular value. This indicates the existence of significant differences between the pre and post-test in favour of
the post-test in the skill of dribbling.

HYP.2 There are statistically significant differences in learning the skill of dribbling in the post-test
results between the experimental and control group

The mean values and standard deviations of the experimental group in the pre-test and post-test
(table 07) were (3,13; 4,645; 0,636; 0,967) respectively. As for the calculated value of (T), it is greater than
the tabular value. This indicates that there are significant differences between the pre and post-test in favour
of the post-test.
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Table 6
Value of (T) Calculated in Pre-Test and Post-Test of the Study Sample
Pre-Test Post-Test Calculated Value (T)
Mean Sd Mean Sd
3,43 0,473 4,09 0,611 3,946
The tabular (t) value (2,09) at the level of significance (0,05).
Table 7

Value of (T) Calculated in Pre-Test and Post-Test of Experimental Group

Pre-Test Post-Test Calculated Value (T)
Mean Sd Mean Sd
3,13 0,636 4.645 0,667 5,837

The tabular (t) value (2,09) at the level of significance (0,05).

After comparing the arithmetic means of the post-tests between the control and the experimental group
(table 08), it became clear that the calculated value of (T) amounted to (5,550), which is greater than the
tabular value (2,09 at the level of significance 0,05). This indicates that there are significant differences in
favour of the experimental group.

Table 8
Differences between e Control and Experimental Group in Post-Test

Group Mean SD Calculated Value (T)
Control 3,230 0,620 5,550
Experimental 4,645 0,667

The tabular (t) value (2,09) at the level of significance (0,05).

Discussion. The results of the current study showed that the educational program followed influenced
the development of pupils ’dribbling skill in basketball, he reason is that the program contains selected
exercises in a scientific manner consistent with the level of members of the sample (control and experimental
group), and is based on health practice. Lazam [10] indicated that learning and practicing a skill within a
kinetic duty leads to increased experience and improved skill performance. Setting clear goals in light of
certain behaviours or levels of performance would provide an effective educational program [11]. The
process of explanation and presentation is one of the practical applications that contribute to achieving the
learning process [12]. Also, the conditions of exercise such as time and place have a major role in motor and
skill learning [13; 14]. A program that takes individual differences [15; 16], and the capabilities of
individuals [17] into consideration, is a program through which the established goals can be achieved. The
results of the present study agree with the results of the study of Abboud et al [18] and study of Haider [19].

The use of video technology had a positive effect in learning the skilful performance of the skill of
dribbling in basketball among pupils. Repetitive viewing and voiceover have a benefit in understanding
movement. Blair [20] noted that video technology speeds up the achievement and enhances performance, it
also contributes to raising the motivation and self-efficacy of pupils during the educational and training
process [21; 22]. Slowly display of movement or skill aids accurate assimilation [23]. Likewise, the visual
perception after viewing gives the pupil a strong impetus towards imitation and an attempt to actualize the
skill [24; 25].

Conclusion. The video technology that was applied was characterized by effectiveness, and contributed
to raising the level of learning among students in the skill of dribbling, as well as helped to shorten time and
reduce effort, as it worked as an introductory exercise that facilitates learning complex skills, in addition to
raising the level of desire and motivation towards achievement. It has become necessary to use video tapes
and various electronic techniques in the physical education lesson, because of their importance in the
learning process, and link the sense of hearing and sight in order to gain time and effort, and enhance the
motivation of pupils.
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