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Abstract

Physical education plays an important role in forming healthy and active lifestyle habits for
children. However, in the increasingly advanced digital era, children's physical activity has
decreased significantly due to high exposure to technology and sedentary lifestyles. This article
aims to explore innovative strategies that can be applied in physical education to increase
children's motivation and participation in physical activity. This study uses a qualitative method
with a case study approach in several elementary schools that have implemented innovative
methods, such as gamification, the use of mobile applications, and interactive technology-
based activities. The results of the study show that these innovative strategies can increase
children's interest and consistency in doing physical activities, thereby helping to reduce the
risk of health problems due to inactive lifestyles. The implementation of appropriate
technology in physical education learning has a positive impact on developing healthy lifestyle
habits while accommodating the characteristics of the digital generation. This article
recommends the development of an integrated curriculum with technology and training for
physical education teachers to maximize the use of innovative strategies.
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Introduction

Physical education is an important aspect of children's development, contributing to physical,
motor, and psychosocial health. With physical education, children not only learn sports skills,
but also develop healthy lifestyles that will be useful throughout life. However, major
challenges arise in today's digital era, where children spend more time with electronic devices
such as smartphones, tablets, and computers, which have the potential to reduce their physical

activity.
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According to the World Health Organization (WHO), adequate physical activity is important
for growth and prevention of chronic diseases in children. Unfortunately, global trends show a
decline in physical activity due to a sedentary lifestyle triggered by excessive use of technology.
In Indonesia, health surveys show an increase in the prevalence of obesity and health problems
related to lack of movement in elementary school age. This is a major concern in physical

education to find solutions that are relevant to the conditions of today's children.

The digital era brings various conveniences of access to information and entertainment, but at
the same time changes children's physical activity patterns. Digital media is often the main
choice for children to fill their free time, replacing healthier traditional physical activities. This
condition causes a decline in the quality of physical and mental health and an increased risk of
obesity and motor disorders. For example, many children experience a lack of fine and gross

motor coordination due to rarely moving actively.

Physical education must adapt to these changes by developing innovative and engaging
learning methods for children. Smart use of technology can change the paradigm of physical
education, from mere physical exercise to a fun and motivating learning experience. Integration
of technology into physical education has the potential to increase participation, interest, and

quality of children's physical activity in schools.

Some innovative strategies that are starting to be implemented in various countries include
gamification, mobile applications for physical exercise, virtual reality (VR) and augmented
reality (AR), and wearable devices that monitor physical activity in real time. These approaches
combine digital and physical elements to create interactive and fun learning experiences, while

providing instant feedback for evaluating children's development.

Research methods

This study uses a qualitative method with a case study approach. Data were collected through
in-depth interviews with physical education teachers, observations of physical education
learning activities that integrate technology, and documentation of innovative programs in
elementary schools. The research sample consisted of three elementary schools in a large city

that had implemented innovative strategies such as gamification and mobile applications. Data
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analysis was carried out thematically to identify patterns, obstacles, and successes of the

strategies implemented.

Discussion

The discussion begins with an analysis of the main challenges in physical education today,
including changes in children's increasingly passive lifestyles, lack of motivation to move, and
limited facilities and infrastructure that support technology integration in schools. Obstacles in
terms of human resources are also examined, namely teacher readiness and a curriculum that

does not fully support innovation.

Gamification has become one of the most popular strategies, turning physical activity into a
game that contains challenges, rewards, and healthy competition. A concrete example of
gamification is the use of applications that provide points and badges for achieving daily
physical activity, which can increase children's motivation. Case studies show an increase in

children's participation of up to 40% after the implementation of gamification.

Mobile application technology specifically designed for physical education allows children to
follow exercises with visual and audio guidance, and monitor their progress. Wearable devices
such as smartbands also help teachers and students monitor the intensity and duration of
physical activity. This supports a personalized and adaptive learning approach to each child's

needs.

VR and AR technologies are starting to be applied to provide an immersive and interactive
physical learning experience. For example, children can practice sports techniques through
realistic VR simulations, or use AR to add visual elements while doing physical activities. This

technology is able to overcome boredom and increase student focus.

Physical education teachers have a crucial role as facilitators and motivators. Special training
on educational technology and the development of innovative methods needs to be provided
periodically. Studies show that teachers who master technology can create a more attractive

and effective learning atmosphere.
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Evaluation of the effectiveness of innovative strategies is carried out through observations of
increased physical activity, motivation, and student health. Long-term impacts include the
development of healthy living habits and a reduced risk of disease due to lack of movement. In
addition, the integration of technology in physical education also prepares children to face the

development of an increasingly digital era.

Conclusion

Innovative strategies in physical education are needed to overcome the decline in children's
physical activity in the digital era. Gamification, mobile applications, wearable devices, and
VR and AR technologies have been proven to be effective in increasing children's motivation
and participation in physical activity. The success of implementing these strategies is highly
dependent on teacher readiness and curriculum support that is adaptive to technology.
Therefore, teacher capacity development and sustainable technology integration must be a
priority in the physical education system. Thus, physical education can contribute optimally to

forming a healthy and active generation amidst the development of digital technology.
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