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Abstract

This research aimed to develop a play-based program incorporating the active play
concept, combining physical movement with video to promote physical literacy among late
elementary school students using a quasi-experimental one-group repeated measures design.
The samples consisted of 34 sixth-grade students (with an additional 20% data buffer to
account for potential data loss). The research instruments included: (1) a play-based program
grounded in active play, (2) an interactive video with QR code linking to activities, and
(3) a physical literacy test with high reliability across all dimensions. Data were analyzed using
descriptive statistics, with a repeated measures ANOVA to compare mean scores of physical
literacy before and after the experiment at weeks 4 and 8. Significant differences were
analyzed using Bonferroni pairwise t-tests, with statistical significance set at .05.

The findings revealed that the developed program significantly enhanced students’
physical literacy, with scores improving across all time points. Additionally, the integration of
QR code and video technology with interactive elements helped stimulate intrinsic
motivation, increasing engagement in physical learning. This study demonstrates how digital
technology can be integrated into physical education to design curricula that promote
healthy behaviors in school-aged children. It offers a new format for providing access to
supplementary learning resources and encourages continuous experiential learning inside and
outside the classroom. The findings also highlight the potential for using technology to
enhance physical activity and support positive health behavior changes among youth in the

digital age.
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