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Designing an interactive electronic booklet within the framework of digital
transformation and its impact on learning the high jump competition through
the e-learning platform for students of the College of Physical Education

Dr. Mahmoud Abdel Moneim Ghoneim Mohamed Fadl

The research aims to: design an interactive electronic booklet within the framework of
digital transformation and its impact on learning the high jump competition through the
e-learning platform for students of the College of Physical. The researcher used the
experimental method by using the experimental design for two groups, one experimental
and the other control, following the post-measurements. The research community
represents the students of the second year. At the Faculty of Physical Education, Benha
University, for the second semester of the academic year 2020/2021 AD, numbering (839)
students and in light of the spread of the Corona virus epidemic in the year 2020/2021
and by limiting the attendance and absence of students in the field and track competitions
subject, the actual research community has become (418) Requesting as a result of a large
number of students not attending that year, this is in agreement with the Supreme Council
of Universities, headed by Dr. Khaled Abdel Ghaffar, Minister of Higher Education and
Scientific Research, at its session held on 5/6/2021, to restructure the study schedules for
the attendance of practical college students to reduce the number of times they attend to
the minimum that It allows mastering the necessary practical skills for students of the
transfer and graduation years, The research sample was chosen intentionally and
consisted of (64) students (15.3%). They were divided into two groups, one of which was
experimental, consisting of (25 students), with whom an interactive electronic booklet
was used within the framework of digital transformation, and the other was a control
group, consisting of (25 students), with which the explanation method was used. The
exploratory research sample consisted of (14 students) from the research sample and
outside the basic experiment and (14) students were selected as a exploratory sample from
third-year students from outside the research community and outside the basic sample (as
a distinct group) to find scientific transactions for the form to evaluate the level of
technical performance and the cognitive test. Based on the research results, the researcher
reached the following conclusions: The experimental group that used the interactive
electronic booklet within the framework of digital transformation through the e-learning
platform outperformed the control group that used the command method, as differences
appeared in the percentage of improvement between the two groups in favor of the
experimental group, as the percentage of improvement for the approaching stage reached
(16.5%) and the percentage of improvement for the stage reached 16.5%. The percentage
of improvement for the flight stage and crossing the beam was (14.9%), the percentage
of improvement for the landing stage was (21.4%), the percentage of improvement for
the competition as a whole was (16.7%), the percentage for the digital level was (6.1%),
and the percentage of improvement for cognitive achievement was (14.5%).



