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ABSTRACT

Although there have been initiatives for students to acquire proper 21st
century skills in association with technology in Turkey for a long time,
research on the information, media and technology skills of sport sciences
undergraduates is limited. This study examines the competency levels of
sport science undergraduates on information, media and technology skills,
and the relationship between their competency levels and certain variables
such as gender, departments, grades, personal computer (PC) possession and
internet access. In the process of the implementation of the Information,
Media and Technology Skills Competency scale, the sample of the study was
composed of 298 sport sciences undergraduates. In the analysis of the data
obtained from the scale, frequency, percentage, arithmetic mean and standard
deviation values were used in the central and prevalence measurements.
According to the results of the scale; sport sciences undergraduate students
considered themselves to be moderate in their information, media and
technology skills. While the highest score of the students was of
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communication and collaboration; programming skills were emerged as the
weakest dimension. It was found that there are significant correlations
between their competency levels and certain variables such as grade, PC
possession and internet access.
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SPOR BiLIMLERI OGRENCILERININ BiLGi, MEDYA VE
TEKNOLOJI BECERILERI

oz

Tiirkiye'de uzun siiredir Ogrencilerin  teknolojiye iliskin  21. yiizyil
becerilerini kazanmalarina yonelik girisimler olmakla birlikte, spor bilimleri
lisans ogrencilerinin bilgi, medya ve teknoloji becerileri iizerine arastirmalar
stmrlidir. Bu ¢alisma, spor bilimleri lisans dgrencilerinin bilgi, medya ve
teknoloji becerileri konusundaki yeterlilik diizeylerini ve yeterlilik diizeyleri
ile cinsiyet, devam ettikleri boliim, sinif, kigisel bilgisayar (PC) sahibi olma ve
internet erigimi gibi belirli degiskenler arasindaki iliskiyi incelemektedir.
Calhismada  kullamlan Bilgi, Medya wve Teknoloji Becerileri Yeterlilik
Olgeginin uygulanmas: siirecinde aragtirmanmin  Grneklemini 298 spor
bilimleri lisans dgrencisi olusturmustur. Olgekten elde edilen verilerin
analizinde merkezi ve yaygmhk Olciimlerinde frekans, yiizde, aritmetik
ortalama ve standart sapma degerleri kullamlmigtir. Olgek sonuclarma gore;
spor bilimleri lisans d¢rencileri bilgi, medya wve teknoloji becerilerinde
kendilerini orta diizeyde yeterli gormektedir. Ogrencilerin en yiiksek puan
aldiklar: beceri boyutu iletisim ve isbirligi olarak belirlenen calismada,
programlama becerileri en zayif boyut olarak ortaya ¢ikmustir. Yeterlilik
diizeyleri ile ogrencilerin devam ettikleri simif diizeyleri, bilgisayar sahibi
olma wve internet erisimi gibi bazi de§iskenler arasinda anlamli iliskiler
oldugu sonucuna ulagilmstir.

Anahtar Kelimeler: Bilgi, Medya, Spor Bilimleri, Beceri, Teknoloji.
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INTRODUCTION

As new developments in information communication technologies
(ICT) emerge, educational practices are constantly seeking innovation.
Demand for labour in 21st century economies is directed to
individuals with technological knowledge, skills and creativity. It can
be said that the learning paradigm of the 21st century is based on the
students who are educated with the skills, knowledge and expertise
needed to succeed in the digital economy (Kivunja, 2014).

Information and Communication Technologies are available in every
aspect of our daily lives. With the widespread Internet, smartphone
and computer use, today’s people encounter more information than
ever in a variety of formats. Children and the youth namely “digital
natives” access information whenever they wish and communicate
using digital tools. Technology has found its way in a variety of
educational settings in higher education as well. Currently,
universities around the world are investing heavily in new generation
technologies to equip students with the skills needed to educate them
as productive individuals in the 21%t century digital world. Even
though students are already operating well in the digital contexts
outside the curriculum, it is the duty of education to integrate
technology into learning-teaching processes and curricula, to teach
students how to evaluate, interpret and effectively use information.
As there are not many researches on the sport sciences students’
information, media and technology skills, this study aims to explore
the competency levels of undergraduates of sport sciences faculty on
the information, media and technology skills.

1. INFORMATION, MEDIA AND TECHNOLOGY SKILLS

The 215t Century Skills Partnership (P21) which was founded in 2002
in the United States and funded by the Ministry of Education,
identified the skills that must be acquired in the 21st century and
defined how learning should be in our age and guided schools in this
direction (Fox, 2011). In the 215t century skills framework developed
by P21, ICT related skills are conceptualized as information, media
and technology skills. These skills cover;
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1. Information literacy which includes access to information, critical
evaluation, and appropriate and correct use of information.

2. Media literacy which includes the ability to interpret, analyse and
create new media products.

3. Information and communication technologies literacy which
involves the effective use of technology to investigate, organize,
evaluate and communicate information (Trilling, Fadel, 2009).

Many terms such as digital literacy, digital competence, and ICT
literacy are used to describe the information, media and technology
skills but they generally cover skills and competences related to the
use of digital technologies (Illoméki et al., 2011). A Digital Competence
Framework (DigComp) has been developed by the European
Commission to create a European consensus on the elements of digital
competence and to contribute to a better understanding of digital
competence and the framework is divided into five areas: Information
and Data Literacy, Communication and Collaboration, Digital Content
Creation, Safety and Problem Solving. In this framework, digital
competence is defined as a set of knowledge, skills and attitudes
towards the use of ICT that citizens should have in order to achieve
goals related to employment, employability, learning, leisure and
citizenship participation (Siiman et al., 2016). The key components of
digital competence in 5 areas are defined as below:
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Table 1. The Key Components of Digital Competence

Digital Competence Framework

1) Information and Data Literacy: To articulate information needs, to locate and
retrieve digital data, information and content. To judge the relevance of the source and
its content. To store, manage, and organise digital data, information and content.

2) Communication and Collaboration: To interact, communicate and collaborate
through digital technologies while being aware of cultural and generational diversity.
To participate in society through public and private digital services and participatory
citizenship. To manage one’s digital identity and reputation.

3) Digital Content Creation: To create and edit digital content To improve and integrate
information and content into an existing body of knowledge while understanding how
copyright and licences are to be applied. To know how to give understandable
instructions for a computer system.

4) Safety: To protect devices, content, personal data and privacy in digital
environments. To protect physical and psychological health, and to be aware of digital
technologies for social well-being and social inclusion. To be aware of the
environmental impact of digital technologies and their use.

5) Problem Solving: To identify needs and problems, and to resolve conceptual
problems and problem situations in digital environments. To use digital tools to
innovate processes and products. To keep up-to-date with the digital evolution

(European Union Science Hub, 2019)

One of DigComp's key objectives is to plan training and education
initiatives to promote the digital competence of specific target groups.
In addition, DigComp provides a common language for defining key
areas of digital competence and a joint reference at European level
(Ferrari, 2013). DigComp aims to create a common understanding of
the digital competences that citizens need in today's society and to
serve as a guide for the reliable and critical use of all areas of life
(Kluzer, Rissola, 2015). The present study used the skills and
dimensions to which those skills belong to in this framework in order
to evaluate self-report of the sport sciences students related to those
skills.

1.1. Information, Media and Technology Skills and Sport
Sciences

Information, media and technology skills provide students with a
great power to enhance their thinking, learning, communication, and
collaboration and production skills. However, in order to utilize this
power, students should first learn the skills needed to comprehend,
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manage and utilize this information, media and technology (Trilling,
Fadel, 2009).

Information, media and technology skills have been identified as
critical skills in the 21st century higher education institutions since the
world became digital. These skills can help students’ access
information, become self-directed and control their learning. There are
researches suggesting that most undergraduate students can access
digital resources but those resources are often under-utilized because
of lack of these skills among students (Malanga, Chigona, 2018). The
mastery in the technology-based tools is as required in Sport Sciences
as in the other academic branches since “the use of data and media,
the design of models, the analysis of systems etc. need the proper use
of tools and concepts developed and available in technology” (Baca,
2006). This is why ICT have become an important component of
sports sciences curricula and instruction together with the works of
teachers of physical education, sport managers and athletic coaches
(Kocak, 2003).

Sports scientists need a well-developed theoretical understanding in a
lot of disciplines such as physiology, exercise prescription, nutrition
and anatomy and to promote their professional practice. In this
constant changing world, it is hard to ensure sport science students to
develop necessary theoretical knowledge on their owns. The
increasing importance of knowledge in ICT skills for career
perspectives of sports science undergraduates has implications in
curricula. Technology integration in higher education is quite much
standard in contemporary study programs on the university level. At
higher education level, compulsory ICT courses have been offered to
help non-computing majors keep up with technology and use
computing to follow their career goals (Sweat-Guy, Lownes-Jackson,
2010). In order to compete and become successful in the sector of
sports, digital technologies should be effectively made use of during
the course of education.

Courses related to ICT are among the compulsory courses in the
Turkish higher education institutes and students attend these courses
for two semesters for undergraduate programs in sports sciences
faculties. By the end of the first semester, the students of physical
education teaching are expected to learn about information
technologies and information-processing thinking, problem solving
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concepts and approaches, algorithms and flowcharts, computer
systems, basic concepts of software and hardware, basics of operating
systems, current operating systems, file management, utilities, word
processing programs, calculation / table / graphical programs,
presentation programs, Web designing, communication and
collaboration technologies; safe internet use, information ethics and
copyrights. And by the end of the third semester they should acquire
the information technologies in education; teaching process and
classification of instructional technologies, theoretical approaches to
instructional technologies, new approaches in learning approaches,
current literacy, instructional technologies as tools and materials,
design of instructional materials, designing thematic teaching
materials, creation of field-specific object warehouse, and evaluation
of instructional material criteria. As for the departments of athletic
coaching and sport management, the students are expected to gain
basic computer usage (literacy) skills and to recognize and use basic
computer concepts, commercial and open source visual operating
systems, internet use, commercial and open source word processing
applications, spread sheet programs, presentation programs, database
programs, web page design - applications and multimedia programs
(Yuksekogretim Kurumu, 2019).

Along with the outcomes and the content of these compulsory
courses, sports sciences students have been using digital devices for
academic purposes as well. For example, they are supposed to use
ICT to prepare assignments using office automation software, to
analyse data via statistical packages, to communicate through e-mail,
to access information access by search engines (Shiffett et al., 2001).

To prepare ICT-proficient sport sciences students ready for the 21st
knowledge world, digital devices in sport sciences are widely used.
Technologies such as pedometers to count steps, heart rate monitors
to design instruction and training, digital video to monitor and
provide feedback may offer alternative physical activities and new

fitness programs and practical professional competences (Keogh et al.,
2017).

As a result, students in sports sciences departments should gain
information, media and technology skills with a view to exploiting
ICT for academic purposes during their studies, and to becoming
sufficiently competent in ICT in order to catch up with the needs of
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their future professional careers (Papastergiou, 2010). In order to
achieve success and quality in the field of sports, the use of
information and communication technologies is important in both the
theoretical and practical sports education, while offering the flow of
information in sports education which is given both theoretical and
practical in order to attain success and quality in sports discipline
today (Yiicel, Devecioglu, 2011).

The present study attempts to find out whether undergraduates of
sport sciences faculty acquire the information, media and technology
skills having been taught through compulsory courses in their
academic lives. The aims of this study can be summarized as below:

* To explore sport sciences students’ self-efficacy levels related to
information, media and technology skills

* To explore whether students’ self-efficacy levels related to
information, media and technology skills differ depending on
gender, the department they are part of, grade, PC possession and
internet access?

2. METHODOLOGY
2.1. Participants

The participants were 298 sport sciences undergraduate students
studying in first, second, third and fourth grades in 2019- 2020
academic year, of whom 190 were male and 108 females. The students
attended 3 different departments in the faculty as Physical Education
Teaching, Athletic Coaching and Sport Management (Table 2).

2.2. Instrument

The participants in this survey completed the Information, Media and
Technology Skills Competency Scale, developed by Hazar (2018)
which assesses the subject’s perceived ability in terms of information
and data literacy, communication and collaboration, digital content
creation, programming, safety and problem solving. The scale
comprises items such as ‘sharing information and content on the
internet” and ‘solving technical problems using the internet’. The scale
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consisted of two parts. The first part elicited biographical information
(e.g. gender, grade). The participants were asked to rate on a five-
point scale (1 = never, 2 = Rarely, 3 = Sometimes, 4 =Usually, 5 =
Always) in the second part. The scale consisted of 23 questions. The
total sum of the responses could range from 23 to 115. Students'
competency levels according to the average scores of the scale rated as
1 - 1.80 Poor, 1.81 - 2.60 Insufficient, 2.61 - 3.40 Medium, 3.41 - 4.20
Sufficient, 4.21 - 5.00 Very Adequate.

2.3. Procedure

For the application of the scale, the researchers informed the students
who would participate in the survey to ensure their permission for the
research to be administered. The period of application of the scale was
at the end of the first semester between December and January.

2.4. Data Analysis

Data analyses were conducted using SPSS 21.0. The reliability for the
Information, Media and Technology Skills Competency Scale was
assessed using Cronbach’s alpha coefficient. Methods of descriptive
statistics were used for the description of the examined variables
according to the gender, department, PC possession, internet access
and the grade of the participants. To examine the possible differences
between different groups and to control the main assumptions of the
research, inductive statistics (t test, ANOVA) were applied.

3. RESULTS
3.1. Demographic Information

In this section, findings relevant to personal information in the scale
applied to sport sciences undergraduate students are presented. The
gender of the participants, the department they enrol and grade they
attend, PC possession and internet access were calculated as
frequency (f) and percentage (%).
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Table 2. Demographic Information

Demographic Information f %

Gender

Female 108 36.2

Male 190 63.8

Department

Physical Education Teaching 115 38.6

Coaching 105 35.2

Sport Management 78 26.2 241
Grade 1981 1471
1,00 84 28.2 flazyan
2,00 73 245 2021
3,00 70 235

4,00 71 23.8

PC Possession

Possessed 156 52.3

Not Possessed 142 47.7

Internet Access

Limited 117 39.3

Limitless 181 60.7

Total 298 100

Table 2 shows that majority of the respondents, 190 (63. 8%) were
males, while 108 (36. 2%) was females. For the departments students
enrol, 115 (38, 6%) were from the Physical Education Teaching, 105
(35.2%) were from the athletic coaching, while 78 (26.2%) were from
the Sport Management. Regarding grade distribution, 84 (28.2%) were
first grade students, 73(24.5) were second grade, 70(23.5) were third
grade, 71(23.8) were fourth grade. 156 students (52.3%) owned PC and
181students (60.7%) had limitless internet Access.
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3.2. Information, Media and Technology Skills of Students

The Information, Media and Technology Skills Competency Scale was
used to determine the degree to which the sport sciences students
considered themselves sufficient in terms of information, media and
technology skills. In this section, the data obtained from the
Information, Media and Technology Skills Competency Scale are
presented. The mean and standard deviation values of the scores of
students from the scale in general and sub-dimensions of the scale
were calculated and given in Table 3.

Table 3. Distribution of Scores of General and Sub-Dimensions of
Information, Media and Technology Skills Competency
Scale

Sub-dimensions of Information, Media and _

Technology Skills X 5

Communication and Collaboration 3.6483 .76705
Programming 2.1921 1.01990
Problem solving 2.7089 1.05777
Digital Content Creation 3.2125 1.12995
Information and Data Literacy 3.6015 93292
Safety 3.1186 1.09420
Total 3.0976 .66641

When the general scale is examined, the mean score of students is X =
3. 09. When the sub-dimensions of the scale are taken into
consideration, it is seen that “Communication and Collaboration” (X =
3.64) is the highest- scored dimension and “Programming” (x = 2.19)
is the lowest-scored dimension. Mean scores for other sub-dimensions
are “Problem Solving” (x = 2.70), Digital Content creation” (X = 3.21)
“Information and Data Literacy” (x = 3.60), and “Safety” (xX=3.11).

According to these findings, sport sciences students who participated
in the study consider themselves to be moderate in terms of their
information, media and technology skills. Considering the sub-
dimensions; while they deem themselves sufficient in
“Communication and Collaboration”, and “Information and Data
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Literacy” sub-dimensions, they consider themselves moderate in
“Problem Solving”, “Digital Content Creation” and “Safety” sub-
dimensions. In the “Programming” sub-dimension, students affirmed
themselves as insufficient.

According to the arithmetic means, the item with the highest
arithmetic mean (X = 4.1) appear to be “Using instant messaging
tools” (Item 4), and the item with the lowest mean (x = 2.12) is “using
at least one programming language efficiently” (Item 8). Students'
competency levels according to the average scores of the scale are
presented in Table 4.

Table 4. Students' competency levels according to the information,
media and technology skills competency scale
Points Scale n % Cumulative %
1.00 -1.80 Very Poor 6 2 2
1.81 -2.60 Insufficient 65 21.8 23.8
2.61-3.40 Moderate 129 433 67.1
3.41-4.20 Sufficient 83 27.9 95
4.21-5.00 Very Adequate 15 5 100

Students' competency levels according to the average scores of the
scale show that there are only six students in the bottom and 15
students in the top. Across all male participants (n = 190) the
information, media and technology skills overall mean for the self-
reported indicators was 3.1 and standard deviation was .67. The
female participants (n = 108) had on average 3.08, with a standard
deviation of .64 (Table 5).

For the participants who possess PC (n = 156), the information, media
and technology skills overall mean was 3.27 and standard deviation
was .64. The participants not possessing PC (n = 142) had on average
2.9, with a standard deviation of .63 (Table 6).
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Table 5. Information, Media and Technology Skills - Male-Female

Points Scale Male n Female n
1.00-1.80 Very Poor 5 1
1.81 -2.60 Insufficient 37 28
2.61-3.40 Medium 84 45
341-4.20 Sufficient 53 30
4.21-5.00 Very Adequate 11 4
X 3.10 3.08

Table 6. Information, Media and Technology Skills - PC Possession

Points Scale Possessed Not Possessed
1.00 -1.80 Very Poor 2 4
1.81-2.60 Insufficient 21 44
2.61-3.40 Medium 68 61
3.41-4.20 Sufficient 57 26
4.21-5.00 Very Adequate 11 4
X 3.27 29

For the students of physical education teaching department (n = 115),
the information, media and technology skills overall mean was 3.05
with a standard deviation of .61. The participants who enrol in
coaching department (n = 105) had an average of 3.17 with a standard
deviation of .71. The students of sport management department (n =
78) had an average of 3.04 with a standard deviation of .67 (Table 7).

Table 7. Information, Media and Technology Skills - Students’

Department
Points Scale Phys1;:;fhcilzzatlon Coaching Maf;é()err;ent
1.00 -1.80 Very Poor 0 3 3
1.81-2.60 Insufficient 26 22 17
2.61 -3.40 Medium 56 38 35
3.41 -4.20 Sufficient 28 31 24
421-500 Very Adequate 5 8 2

X 3.05 3.17 3.04
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For 1¢t grade students (n = 84), the information, media and technology
skills overall mean was 2.94 with a standard deviation of .73. The
participants who attend 2nd grade (n = 73) had an average of 3.20 with
a standard deviation of .66. 3" grade students (n = 70) had an average
of 3.22 with a standard deviation of .62. The participants who attend
4th orade (n = 71) had an average of 3.04 with a standard deviation of
.57 (Table 8).

Table 8. Information, Media and Technology Skills - Students” Grades

st 2nd 3rd 4th
Points Scale Grade  Grade Grade Grade

1.00-1.80 Very Poor 4 0 0 2
1.81-2.60 Insufficient 22 17 13 13
2.61-340 Medium 39 26 30 34
3.41-4.20 Sufficient 13 26 23 21
421-500  Very Adequate 6 4 4 1

X 2.94 3.20 3.22 3.04

Across all participants who have limited access to internet (n = 117),
the information, media and technology skills overall mean was 2.93
with a standard deviation of .66. The participants who have limitless
internet access (n = 181) had an average of 3.19 with a standard
deviation of .65 (Table 9).

Table 9. Information, Media and Technology Skills - Students’
Internet Access

Points Scale Limited limitless
1.00 -1.80 Very Poor 6 0

1.81 -2.60 Insufficient 30 35
2.61-3.40 Medium 54 75
3.41-4.20 Sufficient 26 58
4.21-5.00 Very Adequate 2 13

X 2.93 3.19
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The results of the t tests and the one-way ANOVA, which were used
to compare the self-estimation of the information, media and
technology skills level among different groups, are listed in Table 10.
Statistically significant difference was found between the grades of the
students, the state of PC possessions and internet access.

Table 10. Information, Media and Technology Skills T Test and

ANOVA Summary Table
Groups df torF p
Gender 296 =341 733
Department 297 1.201 302
Grade 297 3.225 .023*
Pc Possession 296 5.036 .000*
Internet Access 296 -3.342 .001*

As deduced from Table 10, when the gender variable considered, the
two groups did not differ significantly in their competency levels. As
for the departments the students enrol, significant differences were
still absent in information, media and technology skills. However, as
derived from Table 10 students” grades, the state of PC possession and
internet access exhibited significant difference. The state of students’
possessing PC and having limitless internet access exhibited
significantly higher information, media and technology skills self-
efficacy. As the one-way ANOVA test showed statistically significant
difference among the students in different grades, to clear from which
grades the difference come from, one of the Post Hoc Tests, Tukey,
was administered as the variances were homogenous. According to
the results of multiple comparison test, 3rd grade students’ self-
efficiency levels towards information, media and technology skills
were significantly higher than the 1st grades and there was a
significant difference between these two groups.

4. DISCUSSION

The findings showed that the sport sciences students took part in this
study felt they were moderate on the information, media and
technology skills, which is consistent with the results of Ratliff (2009)
who concluded that noncompeting college majors often lack these
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skills and are insufficient in searching online, performing
presentations or analysing data.

Only 5% of the students reported themselves to be adequate overall
on their information, media and technology skills, and 23% of the
students considered themselves poor or insufficient in these skills.
Although there are two compulsory courses related to information,
media and technology skills in undergraduate programs of the
Faculty of Sport Sciences in Turkey and the content of these courses
are quite relevant to these skills, very few students seem to acquire
sufficient knowledge regarding these skills. That the most scored sub
dimension is communication and collaboration may result from the
fact that students are highly engaged in social networking.
(Hammond et al., 2009).

Although it is expected that the students are digital natives and
technologically knowledgeable due to the ICT classes they attended
during their secondary and tertiary education, they seem to have low
scores on programming sub dimension. It may result from the fact
that those students could not attend the Information Technologies and
Software course started to be implemented in Turkey in 2012 in which
software and programming training subjects were added and basic
programming training was started to be given starting from the 5th
grade. Or even if they had the chance to have these classes, as stated
by Akpinar and Altun (2014), this may be due to the general use of
computer automation (office automation) applications and the lack of
a curriculum based on programming and design.

There seem to be no significant differences between the results of male
and female students. Although some studies (Yildiz, Seferoglu, 2014;
Yilmaz, Ersoy, 2016) suggest that there is a significant relationship
between gender and access to information communication
technologies, other studies (Dinger, 2017; El¢i, Sar1, 2016; Misirly, 2013;
Yilmaz, Ersoy, 2016) did not reveal a significant difference between
the competence levels of female and male students.

When comparing the information, media and technology skills
competency levels of students who possess PC to those who do not,
findings show that PC ownership has a significant effect on students'
scores. When PC possession variable considered, the two groups
differ significantly in their competency levels as stated by Misirh
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(2013) that students' possessing PC increased their scores in terms of
technology skills.

As for the departments the students enrol, no statistically significant
difference was found between the results even though a study
conducted by Simsek (2018) found out some differences among the
results of the students’ scores towards information and
communication technologies in different departments of sport
sciences faculties.

When comparing the results of the students who have limited and
limitless access to internet, a significant difference was revealed. The
students having limitless internet access exhibited significantly higher
information, media and technology skills self-efficacy and the two
groups differ significantly in their competency levels. This finding is
corroborated by Ajuwon (2003) who found out that insufficient
Internet use had a negative impact on the ICT skills of undergraduate
students.

There was a significant difference among the results of the students in
different grades. The mean scores of the 1%t grade student were lower
than the scores of the other grades. 3rd grade students’ self-efficiency
levels towards information, media and technology skills were
significantly higher than the 1st grades. The reason for this may be
the fact that the first graders could not have finished the ICT course
during the semester yet, although some other studies (Simsek, 2018)
suggest the contrary that the younger the students, the more positive
attitudes towards information and communication technologies.

CONCLUSION

The research revealed that undergraduate students of the faculty of
sport sciences are moderate in information, media and technology
skills and more initiatives are a requisite for the students to acquire
these skills. According to the results of the study these skills do not
depend upon gender and departments of the participants. However,
students who have PC and limitless internet access are more sufficient
in these skills. Furthermore, the findings show that the 1st graders
reported themselves less sufficient in these skills compared to the 3t
graders.
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The study revealed that the highest averaged sub dimension was
communication and collaboration. The lowest rate of information,
media and technology skills was in the sub dimension of
programming.

Prospective sport scientists should improve themselves and meet the
demands of the age if they want to live and work in 21t century
knowledge world. In the present study, the majority of the students
reported themselves as insufficient in information, media and
technology skills. As the curricula of the courses related to these skills
are satisfactory enough in terms of content, there may be some
wrongdoing in the teaching learning process or the in the duration of
the courses. Effective use of information and communication
technologies in the faculties of sport sciences as in other higher
education institutions will be beneficial for future sport scientists since
ICT is a motivating element to acquire both theoretical knowledge
and psychomotor skills. To achieve this, faculties of sport sciences
should be equipped with the adequate technological facilities and the
use of those should be integrated into learning teaching process as an
interdisciplinary subject.
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OZET

Bilgi iletisim teknolojilerinde ortaya ¢itkan gelismeler egitim uygulamalarinda
da yenilikleri beraberinde getirmistir. 21. ytizyil ekonomilerinde isgticti talebi
teknolojik bilgi, beceri ve yaraticiliga sahip bireylere yoneliktir. 21. ytizyilin
ogrenme paradigmasimn dijital ekonomide basarii olmak igin ihtiyag
duyulan beceri, bilgi ve uzmanlikla vyetistirilen 6grencilere dayandigt
soylenebilir. Giinliik hayatimizin her alaninda kendine yer edinen internet,
akill: telefon ve bilgisayarlar bilgiye erisimi her zamankinden daha kolay hale
getirmistir. Cocuklar ve gencler, yani “dijital yerliler” bilgiye istedikleri
zaman erisip dijital araclarla iletisim kurabilmektedir. ik ve orta Ogretim gibi
yiiksekogretimde de teknoloji, gesitli egitim ortamlarinda yerine almistir. Su
anda, diinyanin dort bir yanindaki tiniversiteler, 6grencileri 21. ytizyilin dijital
diinyasinda tiretken bireyler olarak egitmek ve gereken becerilerle donatmak
icin yeni nesil teknolojilere biiyiik yatirrm yapmaktadir. Ogrenciler dijital
ortamlarda etkin sekilde yer alsa da, teknolojiyi 6grenme-ogretme stireclerine
ve miifredata entegre etmek, dgrencilere bilgiyi nasil degerlendireceklerini,
yorumlayacaklarimi ve etkili bir sekilde kullanacaklarint 6gretmek egitimin
gorevidir.

Tipki diger akademik bolimlerde oldugu gibi spor bilimlerinde de bilgi,
medya ve teknoloji becerilerinin ogrencilere kazandirilmasi oldukgca
onemlidir zira spor bilimi 6grencileri de 6gretim ve arastirma amaciyla bilgi
iletisim teknolojilerini kullanmaktadir. Ayni zamanda spor bilimlerinde
pedometre vb. bilgisayarli ve dijital cihazlar yaygin olarak kullanilmaktadir.
Spor bilimleri 6grencilerinin bilgi, medya ve teknoloji becerilerine ait
yeterlilikleri belirlemeye yonelik ¢ok fazla arastirma bulunmadigindan, bu
calisma spor bilimleri fakiiltesi lisans 6grencilerinin bilgi, medya ve teknoloji
becerileri konusundaki yeterlilik diizeylerini ve yeterlilik diizeyleri ile
cinsiyet, devam ettikleri boliim, sinuf, kisisel bilgisayar sahibi olma ve internet
erisimi gibi belirli degiskenler arasindaki iligskiyi incelemeyi amaclamustir.
Calismada kullanilan Bilgi, Medya ve Teknoloji Becerileri Yeterlilik Olgeginin
uygulanmas: siirecinde arastirmanin 6rneklemini 298 spor bilimleri lisans
dgrencisi olusturmustur.

Arastirma, spor bilimleri fakiiltesi lisans 6grencilerinin bilgi, medya ve
teknoloji becerileri agisindan kendilerini orta diizeyde yeterli bulduklarin
gostermistir. Calismada en yiiksek ortalama iletisim ve isbirligi becerisinde
alinirken, programlama becerisinin en zayif boyut olarak ortaya ¢iktigt
goriilmektedir. Cinsiyet ve Ogrencilerin devam ettikleri boltimler bu
yeterlilikler agisindan anlamli bir fark olusturmazken, bilgisayar1 ve sinirsiz
internet erisimi olan 6grencilerin kendilerini daha yeterli gérdiikleri sonucuna
ulasilmistir
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Sonug olarak calismaya katilan spor bilimleri 6grencilerinin ¢ogunlugu bilgi,
medya ve teknoloji becerilerinde yetersiz olduklarimi belirtmislerdir. Diger
yiiksekogretim kurumlarinda oldugu gibi spor bilimleri fakiiltelerinde de
bilgi ve iletisim teknolojilerinin etkin kullanimi gelecekteki spor bilimcileri
icin faydali olacaktir ¢linkii bilgi iletisim teknolojileri hem teorik bilgi hem de
psikomotor becerileri kazanmak icin motive edici bir unsurdur. Bunu
basarmak igin spor bilimleri fakiilteleri yeterli teknolojik imkanlarla
donatilmali ve bunlarin kullanimi1 disiplinler aras1 bir konu olarak 6grenme
Ogretim silirecine entegre edilmelidir.
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