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Abstract:  The article deals with the problem of preparing the future physical education teacher to implement 

additional education programs in the field of digital-sport. The relevance of the study lies in the fact that at 

present digital-sport has been actively developed in school, student and mass sports, which requires the 

future physical education teacher and coach to have the necessary professional competencies to ensure the 

preparation and organization of tournaments among schoolchildren on the basis of sports clubs in the 

conditions of general educational organizations. The purpose of the study is to develop a program of 

additional education “Methodological training of digital-sportsman” for future teachers of physical 

education, including theoretical and practical content necessary for the successful organization of sectional 

work in the field of digital-sport in school conditions. The results of the study consist in the development of 

the content of the program of additional education training of a teacher of digital-sport, including computer 

technologies and sports training. Also the program is designed to provide the necessary qualitative level of 

students' preparation for performance at competitions in digital-sport. 
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1 INTRODUCTION 

At the modern stage of development of information 

technologies in the sphere of education, including 

physical education, special attention is paid to the 

direction - digital-sport. This type of sport is 

intensively developing and has a high potential of 

involving different social and age groups of the 

population of the Russian Federation in physical 

culture and sports activities. It is worth noting that 

the Ministry of Sports of the Russian Federation 

included digital sports in the All-Russian register of 

sports, the development of which is regulated by the 

program for the development of digital sports in the 

Russian Federation for 2023-2026.  Nowadays, the 

wide development of digital sports is observed in 

higher educational institutions, where all conditions 

for holding competitions with online broadcasting 

for fans are created. Students of higher educational 

institutions have experience in computer games, 

computer classes with modern equipment and 

accessible Internet are equipped on the basis of 

higher educational institutions, sectional classes in 

sports are functioning (Skitnevskiy, Balashova, 

Sedov, 2021). This is evidenced by the organized 

international competitions “Future Games” in 

Kazan, all-Russian and regional tournaments 

(Mukhametgaliev, 2023). 

The study of the experience of implementing 

digital-sports in general education schools has 

revealed the problem of lack of competencies of 

physical education teachers and coaches in the field 

of training digital -sports athletes (Streletskaya, 

Buchatskaya, Pryanishnikova, 2024). Analysis of the 

experience of implementing educational programs of 

the Faculty of Game Industry and Cybersports of the 

Moscow Financial-Industrial University “Synergy” 

shows that the university platform offers programs 

of higher and secondary professional education in 

the field of cybersports, but there are no programs 

on the subject of digital sports. The works of modern 

authors point to the growing interest of 

schoolchildren in digital sport, which has a positive 

impact not only on the cognitive skills of students, 

but also on their physical development, as well as 

teamwork and socialization (Vorokhobov, Plisov, 

2023; Koturanova, Yudina, 2024; Lednev, 

Chariyeva,  2023). This is the reason for the purpose 

of our research.   

The purpose of the research is to develop an 

additional education program “Methodological 

training of digital athlete” for the future physical 

education teacher, including theoretical and practical 

sections. In order to achieve this goal, a number of 

tasks were formulated, including: theoretical 

substantiation of the necessity to introduce digital 

sports in the system of supplementary education of 

schoolchildren, study of the experience of 

implementation of supplementary education 

programs in the field of digital sports by universities 

and organization of classes with students of 

secondary schools; development of the program of 

additional education “Methodical training of digital 

athlete” for training of the future teacher of physical 

education within the framework of formation of 

competences of additional physical education. 

2 METHODOLOGY AND 

METHODS 

The works of authors based on the practical 

experience of applying digital technologies in the 

educational process, including A. Z. Alekseeva, S. I. 

Aksenov, R. U. Arifulina, O. A. Katushenko, S. V. 

Matvienko, G. S. Solomonova, O. N. Filatova, are of 

great importance for a more detailed study of the 

research problem (Alekseeva, 2020; Matvienko, 

2022; Filatova, Pyanzina, 2021; Aksenov, Arifulina, 

Katushenko, 2021). With the development, 

including distance education technologies, cyber 

sports disciplines appearedThe history of the 

emergence and development of cybersport, its 

successful application in different areas, its impact 

on the mental abilities of schoolchildren was 

considered in their works by the following authors - 

O. A. Akhmedov, Y. Y. Ivanov, M. M. Julagov, A. 

K. Umarov, S. B. Elipkhanov (Ivanov, 2021; 

Akhmedov, Elipkhanov, Umarov, Julagov, 2024). 

The scientific articles by A. I. Afanasyev, V. P. 

Bessonov, Y. S. Ryabov, M. I. Sentizov reflect the 

modern experience of conducting competitions in 

digital sports in educational organizations, vectors of 

its development and influence on schoolchildren's 

interest in physical education and sports (Afanasyev, 

2024; Bessonova, Sentizova, 2025; Ryabova, 2024).  

3 RESEARCH RESULTS 

To substantiate the relevance of the implementation 

of the program of additional education in digital 

sports in the training of future physical education 

teacher, we conducted a survey among parents of 

students of secondary schools in the city of Nizhny 

Novgorod. The format of the parental meeting 

allowed us to cover more than four hundred people 
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and reveal the attitude of parents of schoolchildren 

to the new type of sport. Respondents were asked to 

answer “yes” or “no” to questions from the field of 

digital sports, especially about the history of origin, 

disciplines of digital sports, regulations of 

competitions, movement of athletes. The questions 

that were posed to parents included: 

1. Do you know about digital sports? 

2. Do you think there is physical activity while 

practicing digital sports? 

3. Does digital sports only include computer 

games? 

4. Is it necessary for a digital athlete to train? 

5. Is it possible to cultivate moral qualities 

during digital sports ? 

6. Does digital sports develop physical skills? 

7. Are there any official digital sport 

competitions taking place? 

8. Would you like your child to take part in a 

digital sport? 

Since digital sports is a young sporting activity in 

the educational system of schools and is being 

introduced gradually, it is often mistaken for cyber 

sports. Parents are concerned about the increased 

interest of children in computer games, which 

negatively affects the musculoskeletal system, leads 

to hypodynamia and mood swings. The results of the 

parents' answers were expected: only 8 percent of 

respondents gave a positive answer to the eighth 

question. More than 54% of parents do not know 

what digital sports are, and 20% of those who gave a 

positive answer think that this discipline includes 

only computer games. The majority of respondents 

(74%) are sure that digital sports do not educate 

moral qualities and do not develop physical 

qualities, because they do not know the difference 

between cybersports and digital sports. 

The results of the answers allow us to conclude 

that parents are wary of the new sport, as they are 

not fully aware of its content and positive impact on 

cognitive abilities and physical qualities of the 

participants.  In this connection, we conducted a 

lecture on the topic “Development of digital sports 

in Russia”. During the lecture parents of 

schoolchildren learned in detail about the history of 

digital sports, competitions, disciplines that are very 

popular in our country (soccer, hockey, motor 

racing, martial arts, skateboarding, digital racing and 

so on). A fragment from the tournament “Games of 

the Future”, which took place in Kazan in 2024, was 

also demonstrated, and about two thousand 

participants took part in it. Repeated survey on the 

results of the lecture allowed to change the opinion 

of the majority of parents about this sport. When 

asked if they would like their child to participate in 

digital sports, the opinions were divided, 54% of 

parents answered “yes” and 46% answered “no”.  

This percentage is due to the fact that part of the 

class is included in special medical groups A and B 

for various health indications. And this kind of sport 

implies not only motor activity, but also prolonged 

presence at the computer screen. 

Based on the results of the research we can 

conclude that digital sport is currently a little-

known, but very relevant and promising area of 

competitive activity, in which an important role is 

played by a constant training process. The training 

of a digital athlete should be clearly organized in 

compliance with all the principles of physical culture 

and sport. Active development of digital sports, 

support from the state, educational organizations, 

active interest from schoolchildren and students 

were the reasons for the necessity to create an 

additional education program for schoolchildren 

“Methodical training of digital sportsman”, which 

can be implemented in the framework of sectional 

classes twice a week. Table 1 shows in detail the 

personal and subject goals to be achieved by school 

students when mastering the developed program. 

Table 1:  Subject and personal goals of the program of 

additional education “Methodical training of digital 

athlete”. 

Program Goals 

Subject Personal 

To master the basics of 

scientific knowledge in 

the field of digital 

sports, which allows to 

successfully carry out 

competitive activity. 

Developing physical 

qualities, for 

successful competitive 

and cyber-competitive 

activities. 

To master the 

theoretical and 

methodological 

foundations of digital 

sport, in particular its 

sport and game 

component. 

Developing cognitive 

skills. 

Formation of game 

skills in the field of 

digital sports. 

Building readiness for 

self-development in 

the field of digital 

sports. 

 

The authors have formulated the objectives of 

the program, the list of which included: 

1.  To form skills to carry out competitive 

activities within the digital disciplines. 
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2. To form skills for the harmonious 

development of learners within the competitive 

activity of digital sports. 

3. To teach to form the movement regime of 

the digital athlete by means of physical exercises. 

4. Be able to apply knowledge of the rules of 

digital sports and practice them. 

5.  To know and be able to practice the tactical 

work methods of a cyber athlete. 

 

The teaching and methodological plan of the 

program of additional education for teachers in the 

direction of “Pedagogical Education”, profile 

“Physical Education” “Methodological training of 

digital athlete” is presented in Table 2 and includes 

theoretical and practical training. 

Table 2: Educational and methodological plan of the 

program of additional education “Methodical training of 

digital athlete”. 

№ Name of training module, 
section, discipline, topics of 

classes 

Total 
hours 

Including 

control 

1 Theoretical training of the 
digital athlete 

4 Testing 

1.1 History of development of 

digital sports in Russia 

1  

1.2 Rules of digital sport 
competitions 

1  

1.3 Digital Sports Terminology 1  

1.4 Technology in digital sports 1  

2 Practical training for the 

digital athlete 

30 Standards 

2.1 General physical preparation 

of the digital athlete 

10  

2.2 Features of Special Physical 

Training of Digital Athletes 

10  

2.3 Technical training of the 

digital athlete 

5  

2.4 Tactical training of the 

digital athlete 

5  

 Итоговый контроль 

(аттестация) 

2 Score 

TOTAL: 36  

 

Let's consider in detail the sections of the 

program that include theoretical and practical types 

of training for the preparation of a digital athlete.  

The purpose of theoretical training is to form in 

students a system of knowledge about digital sports, 

which contribute to the further favorable 

development of the student in sports and cyber 

sports activities, motivate to further engage in digital 

sports and educate moral qualities of personality. 

Program objectives: to study the theoretical 

foundations of the discipline; to master the possible 

ways of using the knowledge in physical culture and 

sports activities; to form ideas about different 

disciplines of digital sports; to study the history of 

development of digital sports in Russia and further 

prospects of our country in this direction.  

As a result of studying the program the student 

should know the history of development of digital 

sports in Russia; the main disciplines of digital 

sports; rules of competitions in digital disciplines; 

tactical training of digital athletes. To be able to use 

the acquired knowledge in the study of theoretical 

material; to apply the knowledge of competition 

rules in practice; to use the means of physical culture 

and sport in the system of solving movement tasks. 

And also to possess the technologies of determining 

the most rational selection of means and methods for 

movement actions; modern technologies for their 

effective use in practice. 

The purpose of practical training is to form the 

skills and abilities to conduct a fair sports fight, 

develop physical qualities, cultivate the will to win 

and focus on the result. The tasks of the practical 

part of the program of additional education include: 

to form skills and abilities in the field of basic digital 

disciplines; to form a harmonically developed 

personality; to improve the readiness of students to 

independently develop their playing abilities. At the 

end of the program the listener should know the role 

of general physical training; the influence of special 

physical training; the rules of sports competitions in 

practice; technologies and methods of preparation of 

a digital athlete. The skills that the listener will 

master at the end of the program include: the ability 

to independently solve problems arising in 

competitive activity and to select means and 

methods for solving motor tasks. And also to possess 

the skills of conducting a fair sports fight. The topics 

of lecture and practical classes of the program of 

additional education “Methodical training of digital 

athlete” are given in table 3.  It is important to 

equally combine physical and technical-tactical 

training, also to be oriented in the rules of 

competitions, which is an important aspect for the 

assimilation of the acquired knowledge in the field 

of digital sports. 

Table 3: Theoretical and practical content of the program 

of additional education “Methodical training of digital 

athlete”. 

Theoretical training of the 

digital athlete 

Practical training for the 

digital athlete 

Theme 

1 

History of 

development of 

digital sport in 
Russia. What is 

digital sport? Who 

is a digital athlete? 
Games of the 

Theme 

1 

General Physical 

Preparation of 

digital athlete.  
Exercises for the 

development of 

physical qualities 
of the athlete 
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future. 
Cybersports 

competitions and 

digital games, 
similarities and 

differences. 

(endurance, 
flexibility, speed, 

strength, 

coordination).  

Theme 

2. 

Rules of 

conducting 
competitions in 

digital sports. 

Basics of the rules 
for existing digital 

sport disciplines 
(digital soccer, 

digital hockey, 

digital racing, 
digital basketball, 

digital 

skateboarding, 
digital unicycling, 

etc.). 

Theme 

2 

Features of Special 

Physical 
Preparation of the 

digital athlete.  

Intellectual 
training of the 

athlete. 
Cybersports 

training. 

Individual training 
depending on the 

choice of 

discipline. 

Theme  

3 

Digital sports 

terminology. 
Basic cybersport 

terms. 

Theme 

3 

Technical training 

of digital athlete.  
The role of 

technical training 

in various digital 
disciplines. 

Theme 

4 

Technology in 

digital sports. 
Games 

Management 

System (GMS). 
Times and Scoring 

(T&S) system. 

Digital ID. 

Theme 

4 

Tactical training 

for the digital 
athlete. 

Teamwork. 

Communication. 
The concept of 

tactics and its 

types in 
cybersport. 

4 DISCUSSION OF RESULTS 

Sectional classes in digital sports organized on the 

bases of sports clubs of secondary schools will be in 

demand taking into account the development of 

digital industry. This type of sport allows 

schoolchildren to develop not only cognitive 

abilities, but also physical qualities.  The 

combination of digital technologies and physical 

training does not cause negative perception of this 

sport among parents, which allows schoolchildren to 

participate in the composition of school and regional 

teams in digital sports. The developed program of 

additional education “Methodical training of a 

digital athlete” for the future teacher of physical 

culture can be the basis for the development of 

programs for working teachers of physical culture in 

order to improve their qualification in the direction 

of organizing sectional classes and conducting 

competitions in digital sports. After mastering the 

program of additional education it is supposed to 

form the following professional competencies of 

students: able to design their training activity within 

the framework of digital sport; able to analyze the 

results of their competitive activity: able to organize 

their mode of movement activity. 

5 CONCLUSIONS 

The high growing popularity of digital sports in 

education creates a demand for programs to prepare 

teachers for the implementation of new work 

functions. The general educational space of the 

school, including the sports club, should create 

conditions for the functioning of sectional classes in 

digital sports, which determines the need for 

physical education teachers to have appropriate 

competencies. A systemic approach (school-

university-professional or mass sports) in the 

development of digital sports will contribute to the 

continuity of training digital athletes at all levels of 

education. 

The publication was prepared within the framework 

of the state assignment of the Ministry of Education 

of the Russian Federation No. 073-00056-25-00 for 

the implementation in 2025 of research work on the 

topic «Physical education of young people in the 

context of additional education» 

 
. 
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