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[Abstract]

This study aims to develop a microlearning curriculum designed to foster essential digital skills
within the rapidly advancing digital transformation in the field of sports and to analyze its effectiveness.
To achieve this, a digital skills-based curriculum was designed focusing on advanced technologies
applied in the sports sector, and a microlearning course comprising 61 topics was developed. The
course underwent usability evaluation and was implemented over one semester. Upon course completion,
lecture evaluations and focus group interviews were conducted to analyze learning experiences in depth.
The results indicated, first, that the overall satisfaction with the digital skills-based microlearning course
was higher compared to traditional courses. Second, the course’s focus on essential digital skills for the
sports field led to high satisfaction, with learners valuing its concise, core-focused content. This study is
expected to serve as foundational research for future curriculum development and digital skills

enhancement aligned with the ongoing digital transformation.

» Key words: Sports, Microlearning, Skill-based learning, Digital skills, Instructional design

8 9
AT 2xx BopollA wEA AHI 9= yAE Ag SellA A gAEAd S
FFd Sl vholazed wEIES JiEeta, 2 AdE A8k H 540 Stk ol 9

oox
Qe
o
B
o
i
ofN

* First Author: Hyunmi Do, Corresponding Author: Jin-wook Lee
*Hyunmi Do (edutech80@dankook.ac.kr), Dept. of Biohealth Convergence Open Sharing System, Dankook University
*x Jin-wook Lee (12180386@dankook.ac.kr), Dept. of Exercise Prescription & Rehabilitation, Dankook University

* Received: 2024. 11. 14, Revised: 2024. 12. 16, Accepted: 2024. 12. 18.

Copyright © 2024 The Korea Society of Computer and Information
http://www.ksci.re.kr pISSN:1598-849X | eISSN:2383-9945



330 Journal of The Korea Society of Computer and Information

I. Introduction
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II. Preliminaries

1. Digital technology in the sports industry
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2. Skill-based Learning
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3. Microlearning in Universities

AEXMO2 Jstn L o] Al

Felagos pEglon, st Ao A

a2 Ao ARl A A

27 S50k, AR B.o%* # e 5ol QY
1=

ek S oleit

> %

o
|u
fu
oS
ol =~
o) d
T oy
o =2
N
L 19
=
-
K m
olr (;E
rr o
ol
ol
>
=
fo
o
u

i)
L)
O
rol
[m]
=)
©
Euﬂd
= rlo 4>
2
r
%
)%
P

2olde Mgslol Zracfege) o1 AehmEa
ol that fIulat ane AFAL, Dot Leel26):

"SAl9} Qo] Gk RAlo} JAfolN BETR 8t
g2 Tstol siaAtol WAl ol Al wt A
s%50] 7KssH| 51900, o] che Zatole U o

stgst 2~ olp2  xotsldct  Parkit

sEAx2

Jungl27}e tlol 322 542 wigste] 15V 299
Class NI, 55 St 8]HF WAl o2 2745t
= stoich. APAT Lo 9 2ARC (Class £ o
Ee7h AR 02 Qojolsh £9kon], SHISS B3
K91 4770] 7Rl we} AAPYT HRAYA L o
Ee2 Yehye,

o] Joll= g3, FFLeL, Alof, 7153t 5 Chrt 2
OFS ZAlO @ oLyt A &
elazeide oz @ At
OIRE U AE2 B2 O e O 3

2 oy ii‘;_‘o] ™ Q3lx] :er]xq oz u_}o]-—h_ j_%g =
SIS MARCZ HASHL

SAolof 8 10lc, o] & Bl 52 Kol
g UAEALS BAsle] OAE 9 PR AR

ofo]2geld RIH2e JRLSIAC

III. Design and Implementation of
Microlearning in Sports Education

1. Course Design

‘AEz A AR HT AR Ropj XY
xMgho] 7pastgo] wlet TR HeEAS Zaksl] 9l
Ap7|s’'S Aoz AxX Hopo] A8E 7 QL U]
o 7l gt & 617} 2] iAol §9
t}. A1 YRO|E x2S 3A2[3), 52 ALARO}
A AT gle xRz el ARHT ATt
AEZ B3] MAslgon, 7 ZEIXE sho] gAXNS
4g njo| 322 2HAR AALEISIC). Fig. 29}
RS2 ARAlo] Yot FAIRE] Ao AT
7 30742 Hestel shsstee shoict

){\l

|
JLN

ol _||.r|
II

>

(¢} T

_'_4_‘
o |

o omy
|

mhum

R



Development and Implementation of Microlearning for Enhancing Digital Skills in Digital Sports Education 333

Start

Start 4 -
e

|

|

!

Finish

ool 2lY AT HEY o)

Fig. 2. Course Design

2. Lecture Structure
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3. Development Results

3.1 Microlearning Content
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Table 1. Lecture Structure
Keyword Content Activities
What is sports? quiz
Historical development of sports quiz
#sports - — -
. What is digital? quiz
#sportshistory -
Sports content in the era of
#Sports . . .
Digital introduction and heyday of the quiz
digital environment
#Sports
content Sports content, newspapers quiz
and broadcast media
Sports content and smartphones quiz
syncopation
#metaverse | Understanding the sports .
. . } quiz
#VR education field using XR
#AR Virtual reality and sports quiz
#MR Augmented reality and sports quiz
#XR Mixed reality and sports quiz
#biometrics Extended reality and sports Uiz
#biometrics Types of biometrics q
#Face technology and biometric .
- e quiz
Recognition recognition technology
#Voice Facial Recognition and Sports quiz
recognition Voice Recognition and Sports quiz
#robotics Robotics and Technology
#robot Present and future of robot quiz
technology technology
#Healthcare | Ropot technology and Uiz
robot healthcare robots g
#Sports
training Robot technology and sports .
- quiz
robot training robot Tabot
Final task (learning reflection)
3.2 Learning Activities
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3.3 Personal Learning Environment
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Fig. 6. Personal Learning Environment

IV. Effectiveness Verification Results

1. Usability Evaluation
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2. Course Operation Results
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Table 3. Learner Survey

Full operation . .
Item course Microlearning
7fido] B astt). ol2ish A4 Aol Wt 25517 Learning level 4.00 453
L 01535t HES 4 BASIGC) Learning 391 4.53
capabilities
Systematicity 4.01 4.51
Table 2. Quality Inspection
Content 4.02 451
. composition
Division Item Score Professorial
Learning objectives Titrate expertise 4.02 4.53
Teaching and learning ) Learning
strategies interaction Titrate motivation 3.94 4.47
Instructional Interaction Titrate Learning
Design Evaluation factors Titrate satisfaction 432 4.46
Content quality Excellence Intention to 420 447
Other Resources Excellence recommend ) )
Operational support Titrate Perceived
Suitability for practice Excellence academic 427 4.47
. Learning level Excellence achievement
Learning
Recency Excellence
contents A Excell
ccuracy xceflence 2.2 Focus Group Interview Results
Competency Excellence . - - N st 5FAE0 W
Web accessibility Web accessibility Insufficient EAA OF E R A5 240 gt e ddEs &
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Table 4. Interview Results

Item Value
It is beneficial because it deals with digital
technologies that are recently needed in
the field of sports.
Content The composition of various contents was
aspect interesting.
Short, focused content
Made up of experts in the field, you can feel
the expertise of the learning content
It was nice to be able to study freely during
the course period.
Operational Instant Q&A & Feedback.
aspects There is no burden of learning as it is P/F
grade without taking mid-term or final
exams.
It was helpful to be able to check what I
Learning learned immediately after a short study.
outcomes [ was able to learn various digital
technologies in the sports field.
Need to build a system that provides study
Improvements guid.e.s and rggular notifications
Additional skill-based content
I wish there were offline classes

V. Conclusions
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