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Abstract. The use of the potential of computer technology training in sports games and
physical education, as a factor in the formation of a healthy way of training athletes, is an urgent
problem in modern sports science. Modern information and communication technologies allow to
organize independent educational activities using didactic methods. The purpose of this work is to
study the use of information technologies in the field of physical culture and sports, especially in the
field of sports games. The main objective of the study is analyze the possibilities of development
and application of computer training technologies in sports games; to substantiate the effectiveness
of the use of computer training systems in the formation of a healthy way of training athletes in
sports games. Results. Currently in sports training there is a small sample of computer training
programs aimed at technical and tactical training in various sports, but the factor of health
orientation in them is not due, which led to further research. As part of the study, computer training
programs were developed and experimentally implemented in the training process of athletes in
sports games: "Video-information program for training team technical and tactical actions in
basketball" and "Technique of table tennis". These programs were developed using the application
packages Turbo Pascal, Delphi 6, Adobe Primer, PhotoShop, Power Point, Pinnacle 11.
Conclusions. Theoretical analysis of literature sources and existing developments showed that
currently in sports training there is a small sample of computer training technologies aimed at
technical and tactical training in various sports and the formation of a healthy way of training in
athletes in sports games, which led to further research. As part of the study, computer training
programs in basketball and table tennis were developed and experimentally implemented in the
training process of athletes in sports games using Turbo Pascal, Delphi 6, Adobe Primer,
PhotoShop, Power Point, Pinnacle 11 application packages. in the educational and training
process of the proposed developments indicates the effectiveness of the use of computer training
technologies in the formation of a healthy way of training athletes in sports games.
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Introduction. The Internet has The current level of formation of a
become an integral part of modern society. healthy approach to the training process
Information technologies, constantly being requires new methods and approaches in the
updated, are actively involved in the sphere of training of athletes in sports games. This
education: electronic educational resources direction is becoming more and more
are being developed, in including in the field promising due to the rapid development of
of additional education, new interactive forms information and computer technologies and
of education, distance learning. In this way, their direct impact on the system of sports
education is becoming more accessible training and health of athletes. Information
(Covell, et al., 2017). technologies, developing rapidly, open new
The use of the potential of computer learning opportunities for coaches every year.
technologies in sports games and physical According Ogun, A., Zoputan, I.,
education, as a factor in shaping a healthy Utibe, J., and Chukwudimma (Ogun, et al.,
way of training athletes, is being studied by 2019), modernization, the latest techniques in
well-known scientists from around the world the training process, the use of computer
(Eskofier, et al., 2019; Zhao, 2018). programs, educational videos that form visual

images of the performance of equipment in
©OTuraeva N.M,, Ibragimova S.B., athletes are necessary to further improve the
Olhovskaya I.V., Filenko L.V. training process, increase its effectiveness and
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form a healthy way of training. According to
research  Ashanin, V., Filenko, L.,
Tserkovnaya, O., Ilidjev, O. (Amanis, et al.,
2013), the use of computer training
technologies stimulates the athlete to health
classes in the fresh air or in the hall for the
real consolidation of the revised virtual
images of technical and tactical elements.

Modern graphic and video editors
allow you to create training systems that
transmit techniques and tactics of sports in
slow motion, allow you to divide the
equipment into elements, track the interaction
of individual parts of the body when
performing techniques, as well as draw
conclusions about the feasibility of using
techniques in a tactical situation. Such
programs are designed to form in athletes the
figurative imagination of technical elements,
in the continuation of which can be used
autotraining. Computer training systems
provide an opportunity to view the elements
of technology at the most opportune moment,
while not all technical elements can be clearly
demonstrated by the coach (®inenk02017).

Modern information and
communication  technologies allow to
organize independent educational activities
using didactic  methods.  Audiovisual
technologies include a set of classical
methods (Mahmood, & Mann, 2018): verbal,
visual and practical. They are easily
implemented in the classroom form of
learning, have a high degree of clarity,
demonstrate dynamic processes. But, despite
the fact that currently the need for the use of
audiovisual information technology in the
educational and training process in sports
games is high enough, computer training
systems aimed at forming a healthy way of
training are not available to coaches.

The purpose of this work is to study
the use of information technologies in the
field of physical culture and sports, especially
in the field of sports games.

The main objective of the study is
analyze the possibilities of development and
application of computer training technologies
in basketball and table tennis; to substantiate
the effectiveness of the use of computer
training systems in the formation of a healthy
way of training athletes in sports games.

107

Connection of research  with
scientific programs, plans, topics. The
presented research was performed within the
scientific theme «Scientific and
methodological bases of using information
technologies in the formation of professional
competence of specialists in physical culture
and sports» (state registration number in
Ukraine: 0119U103207).

Results. Analysis of literature sources
(Watson, et al., 2017; dinrenko, & Hecen,
2018) shows that information learning
technologies are used in the field of physical
culture and sports, but are used mainly
systems and software for general purposes:

computers, office  equipment, system
software, application packages mathematical
operation.

Some authors note that in our time in
the field of physical culture and sports are
insufficiently used software tools for
computerization of educational and training
activities of students, which would be aimed
at the formation of health activities of athletes
in sports games (Sansanwal, 2019).

However, in recent years there have
been a significant number of publications on
computer programs developed for the field of
physical culture and sports (Xu, 2018). The
authors describe the general principles of
computer training program development, such
as conceptualization and identification,
formalization. The analysis of existing
developments showed that currently in sports
training there is a small sample of computer
training programs aimed at technical and
tactical training in various sports, but the
factor of health orientation in them is not due,
which led to further research.

Specialized software is designed for
the process of administering the activities of
the organization of physical culture and
sports. These are the automated systems
management complex programs for managing
various processes in the organization.
Consider software products that it is possible
to use it in the physical culture and sports
(Turaeva, & Kamardinova, 2021).

Electronic  system  "UNIVERSE-
Fitness" CRM system software management
of the UNIVERSE-Fitness fitness club of the
Universe-soft company. This is a
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comprehensive  automation
automate  fitness and wellness clubs,
swimming  pools, sports  complexes,
trampoline centers, martial arts clubs, yoga
and dance studios. Thanks to the

implementation of a CRM management
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system for a fitness club, it becomes possible
to solve a wide range of tasks related to both
the current work of the sports complex and
the analysis of activities and long-term
planning (Fig. 1).
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Figure 1. The interface of the program "UNIVERSE-Fitness".

The main features of the program:
* automation of the club reception:
registration of visits customers, checking the
activity of cards, selling goods and services;
» conducting financial settlements, organizing
cashless settlements inside the fitness club;
* implementation of a CRM system for the
sales department: call accounting, printing
contracts, sale of contracts, registration of
tasks;
» form for the work of the coaching staff -
recording and writing off personal training,
reporting;
* improve advertising methods based on
individual SMS and email distribution;
* optimize accounting and control of expenses
and income, including warehouse monitoring
of consumables and drugs;
* to improve personnel work - to compose
optimal workers schedules, monitor the
economic efficiency of employees, calculate
wages;
* to form a single automated complex based
on integrated into the control and accounting
management program equipment;
* create a multilevel security system based on
systems access control and management
(ACS).

SMARTABASE software.
SMARTABASE software is a product of
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INNOSPORT, whose main task is to provide
the Russian sports market with innovative
technological equipment, without which it is
impossible to imagine modern professional
sports. SMARTABASE is a product of the
FUSION SPORT company and is an easy-to-
use system that allows you to combine all the
technologies previously installed in a sports
organization and the collected data, which in
the future will allow you to compose full-
fledged reports, as well as track information
on athletes.
SMARTABASE can be used in the
following areas:
* in sports science;
* in training and performance analysis;
* in medical research;
* in planning and periodizing events;
« in the process of rehabilitation, etc.
SMARTABASE is integrated with
any databases, MS Excel and others,
including the Fusion SMART SPEED system.
The system offers many options, which are
designed for different budgets and needs of
the sports organization. The advantage of
SMARTABASE software is that that it can be
used with mobile internet, making it
accessible to you and your athletes anywhere
in the world. Online access via any browser or
any device including PC, Mac, iPhone / iPad,
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BlackBerry PlayBook and Android devices

(Fig. 2).

Figure 2. Possibilities of using various devices for login and work in the SMARTABASE system.

In addition to software products for
solving organizational and managerial tasks in
the field of sports, INNOSPORT offers
innovative technological sports equipment:

* Xsens MVN Analyze - a system for
measuring indicators of the human body;

» Catapult - tracking system, monitoring tool
the effectiveness of training athletes;

* SwimPro underwater / surface photography
cameras;

*+ SMARTSPEED is a training, testing and
development system;

» SpiroTiger - respiratory trainer for athletes;

» Dartfish - software for thorough video
analysis;

* Activio Sport - a system for measuring the
heart rate reductions.

As part of the study, computer training
programs were developed and experimentally
implemented in the training process of
athletes in sports games: "Video-information
program for training team technical and
tactical actions in basketball" and "Technique
of table tennis". These programs were
developed using the application packages
Turbo Pascal, Delphi 6, Adobe Primer,
PhotoShop, Power Point, Pinnacle 11
(ITomemuxoBa, & dinenko, 2019).

Our program  "Video-information
program for training team technical and
tactical actions in basketball” uses dynamic
screensavers that indicate the subject of
training and accompanied by rhythmic music,
represent the placement of players on the
court, which is considered one of the most
versatile and allows attacks, both on the right
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and on the left flank, both against the personal
and against the zone defense system. For
greater clarity, this version of the location of
players is duplicated schematically, and
accompanied by a voice explanation.
Exercises are also offered in the computer
training system, where a schematic
representation is given at the beginning of
each, and then in a video recording, during
which the actions of the players in the
exercise are explained.

The computer training  system
"Technique of table tennis" is not only
training instructions and recommendations,
but also focuses on explaining the correctness
of the implementation of a technique in view
of its further reproduction in real health
conditions. Perception and understanding of
the end result after the technique is a
guarantee of more correct and faster
assimilation of the material. This aspect
played a crucial role in the creation of the
educational video film "Technique of table
tennis”.

All study material is divided into six
lessons. Each lesson is a study of a certain
technique of playing table tennis. The
techniques discussed in the computer training
program are fundamental. After watching
each lesson, there is an automatic return to the
video menu. Thus, the athlete can
independently choose the order of viewing the
training of technical elements and their actual
reproduction.

Each lesson begins with a preliminary
video fragment of the technique, audio track,
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which includes the definition of reception as a
technical element, determining the conditions
of a healthy way to use it and its features.
This tool causes the athlete to correctly
perceive the elements of technology, which is
necessary for further correct perception of the
material and avoid errors in the actual
reproduction of the material. After reviewing
the technique, a demonstration of individual
elements of the game technique begins in
order to disassemble them into smaller
components. This uses such video techniques
as reducing the speed of video demonstration,
stopping the video track on the most complex
parts of technology.

The technique of superimposing
auxiliary lines and arrows on the photo was
also used in order to focus attention on certain
parts of the technique and certain parts of the
body during the technique. The final stage of
the video is a complete demonstration of the
technical element with commentary and
recommendations on possible  mistakes,
disadvantages and advantages of using the
element in a given situation and the feasibility
of using the technique.

Thus, information technology in the
modern world play an important role,
especially in the field of physical culture and
sports, where from the quality of the
information used depends not only on the
result, but also on the health of the athlete.
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Anomauia. Typaecsa H.M., Ilopacimosa C.b., Onvxoecvka I1.B., @inenxo JILB.
Bukopucmannsa ingpopmauitinux mexHon102iii npu mpeHyeaHHAX 6 001acmi CNOPMUBHUX i20p.
Bukopucmannsa nomewnyiany Komn tomepHUX MeXHONO02Iil HABUAHHA ) CHOPMUBHUX [2pax ma
Qizuunomy euxoeammi, K YUHHUKA (POPMYBAHHS 300PO8020 CHOCOOY NIO20MOBKU CNOPMCMEHI8, €
akmyanvHolo npobdnemoio 6 cyuacuiti cnopmueniu Hayyi. Cyuacui in@opmayitino-KoMyHIKayilHi
MexXHOI02I 003601510Mb  OP2AHI3Y8AMU CAMOCMIUHY HABYANbHY OIANbHICMb 3 BUKOPUCMAHHAM
ouoakmuynux memooie. Memoto O0anoi podomu ¢ 6uueHHs SUKOPUCMAHHA [HOOPMAYITIHUX
mexHono2il y cgepi izuunoi Kyremypu ma cnopmy, 0coOIuso y cgepi cnopmueHux icop.
Ocnosnum 3a60aHHAM  OO0CNIONCEHHA € NPOAHANIZYEAMU  MONCIUBOCMI  pO3POOKU — ma
3aCMOCY8AHHA  MEXHONO02I KOMN IOMEPHO20 HABUAHHSA 6 CHOPMUBHUX I2pax; oOIpyHmyeamu
ehexmueHicmsb BUKOPUCTAHHSA KOMN TOMEPHUX MPEHYBAIbHUX CUCTeM NPU OpMYB8aAHHI 300p0B020
CnocoOy nio2omosKu cnopmcmenis y cnopmuenux iepax. Pesynomamu. B oanuti uac y cnopmusHiii
niocomosyi iCHye HeseluKka 6UOIpKa KOMN'IOMEPHUX MPEeHYB8AIbHUX NPOPaM, CHPAMOBAHUX HA
MEeXHIKO-MAKMUYHY NIO20MOBKY 3 PI3HUX UL CHOPMY, djle haKkmop 0300p08YOI CHPAMOBAHOCHII &
HUX He 00YMOGIeHUl, WO 3YMOBUNI0 NOOANbWT O0CTIONCeHHA. Y pamkax 00cniodxcenHs po3poobneno
ma eKcnepuMeHmanbHO GNPOBAONCEHO KOMN IOMEPHI HABYATIbHI NPOSPAMU 8 MPEHYBAbHULL NPOYeC
cnopmcmenie 3i cnopmusHux icop. «Bideo-ingopmayitina npocpama nio2omosKu KOMAHOHUX
MexXHIKO-makmuynux Oii 3 backembonyy ma «Texuika Hacminonoco menicyy. Lli npoepamu
po3pobneno 3 suxopucmanuam nakemie npoepam Turbo Pascal, Delphi 6, Adobe Primer,
PhotoShop, Power Point, Pinnacle 11. Bucnosku. Teopemuunuii ananiz aimepamypHux Oxcepei
Ma HAA6HUX PO3POOOK NOKA3AB, WO 8 OAHULL YAC Y CNOPMUBHIU NIO20MO8YI ICHYE HegeauKa 8UbIpKa
KOMN TOMEPHUX MPEHYBATbHUX MEXHONO02IU, CNPAMOBAHUX HA MEXHIKO-MAKMUYHY Ni020MOGK) 3
Ppi3HUXx 6udie cnopmy ma HopmyeaHHs 300p08020 CHOCODY MPEHY8AHHS V CHOPMCMEHIE Y
CNOPMUBHUX [2Pax, W0 Npu3eeno 00 No0AIbull O0CTIONCEHHS. YV pamkax 00CaioxceHHs po3pooaeHo
Mma eKCNepuMeHmMaIbHO BHPOBAOINCEHO KOMN IOMEPHI HABYANbHI npozpamu 3 Oackembony ma
HACMIiNbHO20 MEHICY 8 MPEH)8AIbHULL NPoYec CHOPMCMEHI8 Y CHOPMUBHUX I2PAX 3 BUKOPUCAHHAM
naxemie npoepam Turbo Pascal, Delphi 6, Adobe Primer, PhotoShop, Power Point, Pinnacle 11. y
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HABYANbHO-MPEHYBANbHOMY NpOYeci 3anponoHosami po3pooOKU C8i0uUmb Hpo  egheKmueHicmy
BUKOPUCMAHHA KOMN'TOMepHUx mpeny8anibHux mexHono2iu y Hopmysanni 300po6o2o cnocoby
ni020MOBKU CHOPMCMEHI8 00 CHOPMUBHUX 120D .

Knrouosi cnosa: inpopmayitini mexnonoeii; cnopmusHi icpu, mpeHy8anHsl, CHOPMCMeHU.

Aunomauyun. Typaesa H.M., Hopazumosa C.b., Onvxoeéckaa H.B., @unenxo JI.B.
Hcnonb3oBanue unH@opmMayuonHblX mexHon02uii NpU MPEHUPoBKaAx 6 001acmu cnopmueHbIX
uzp. Hcnonvzosanue nomeHyuana KOMIbIOMeEPHbIX MEeXHOA02ULl 00YUeHUs 8 CHOPMUBHBIX USPAX U
Quzuueckom eocnumanuu Kax Gakmopa Gopmuposarus 300p06020 CHOCOOA NOO20MOBKU
CHNOPMCMEHO8 ABIAeMCS AKMYATbHOU NPobeMou 8 cospemenHoll cnopmughotl Hayk. Cospementbie
UHDOPMAYUOHHO-KOMMYHUKAYUOHHbIE MEXHOL02UU NO3BONAIM OP2AHU308AMb CAMOCMOAMEIbHYI0
VUeOHYI0 0essimelbHOCMb C UCHOIb308AHUEM OUOAKMUYECKUX memooos. Llenvio dannou pabomsi
A671eMCs U3YYeHUe UCNONb308AHUSL UHPOPMAYUOHHBIX MEXHOL02Ul 8 chepe husuyecKol Kyibmypol
u cnopma, ocobenno 6 cgepe cnopmusHvix uep. OcnosHOU 3a0auell UCCIe008aHUs AGNAEHICS
NPOAHATUIUPOBATb  BO3ZMONCHOCU pA3PAOOMKU U NPUMEHEHUs KOMNbIOMEPHLIX MEXHOI02UL
00YYeHUsi CNOPMUBHBIM USPAM; 000CHO8AMb IPGEKMUBHOCMb UCHONb308AHUL KOMNLIOMEPHbIX
MPEHUPOBOUHBIX CUCMEM NpU GOPMUPOSAHUU 300P0B020 00pa3a NOO20MOBKU CHOPIMCMEHO8 6
cnopmusHvlx uepax. Pezynemamsl. B nacmosuwee epems 6 CHOpmMuSHOU NnoO20MoGKe UMEeemcs
HeOoNbUaAs 8bl00PKA KOMNBIOMEPHBIX MPEHUPOBOUHBIX NPOSPAMM, HANPABNIEHHbIX HA MeXHUKO-
MAKMU4ecKylo Nno020MoO6Ky 6 pAa3IUYHLIX BUOAX CHOpmd, HO (HAKmop 0300pPOSUMenbHOU
HanpaeieHHoCmu 8 HUX He 00YClo8leH, Ymo 00yClosUN0 OalbHeluue ucciedosanus. B pavxax
uccne0o6anuss 6wl pazpabomaHnvl U IKCNEPUMEHMATLHO BHEOPEHbL 8 MPEHUPOBOUHBIU NPOYecc
CHOPMCMEH08 N0  CHOPMUBHBLIM — USpAM  KOMHbIOMeEpHble  oOyuamuue  Npocpammbi:
«Budeounghopmayuonnas npocpamma 0as  00yuyeHUsi KOMAHOHBIM — MEXHUKO-MAKMUYECKUM
Oelicmsusm 6 backemoboney u «TexHuxa uepvl 8 HACMONbHBIN MEHHUCH. DMU NPOSPAMMbL ObLIU
paspabomanvl ¢ ucnovzosanuem nakemosg npunodxcenuti Turbo Pascal, Delphi 6, Adobe Primer,
PhotoShop, Power Point, Pinnacle 11. Bwvigoovl. Teopemuueckuti anaius aumepamypHuix
UCTMOYHUKO8 U CYWeCm8YIouWux pa3pabomox noKasal, 4mo 6 Hacmoswee 8pemMs 8 CHOPMUBHOU
noozomoseke umeemcs HeOONbUIAsl 6blIOOPKA KOMHBLIOMEPHLIX MPEHUPOBOUHBIX MEXHOIO02U,
HANpaeneHHvlx Ha MexXHUKO-Makmuueckylo Nnoo020moeKy 6 pAasIudHblX 6udax cnopma u
dopmuposanue 300p06020 00pasza NOO20MOBKU CNOPMCMEHO8 8 CHOPMUBHBIX USPAX, YO NPUBELO
K OdanvHelwue uccieoosanus. B pamkax uccredoganus Oviiu paspadomansl u IKCHEPUMEHMAIbHO
8HeOpeHbl 8 MPEHUPOBOYHDIL NPOYECC CHOPMCMEHO8 HO CHOPMUBHBIM USPAM KOMNbIOMEPHbLIE
npocpammuvl  00yueHus 6ackemoony u HACMONbHOMY MEHHUCY C UCHONb308AHUEM NAKEMOs
npunoxcenuti Turbo Pascal, Delphi 6, Adobe Primer, PhotoShop, Power Point, Pinnacle 11. &
VUEOHO-MPEHUPOBOUHOM — Npoyecce  npedidzsaemvlx  paspabomox  ceuoemenbcmeyem 00
aghghexmusnocmu  UCNONBL308AHUS KOMNBLIOMEPHLIX MEXHONO2Ull 00yueHus npu Gopmuposanuu
300p06020 00pPa3a NOO20MOBKYU CNOPMCMEHO8 8 CNOPMUBHBIX USPAX.

KiioueBble cioBa: uH@popmayuoHuvie mexHoi02UU; CHOPMUBHbIE USPbl;, MPEHUPOBKU,
CHOpMCMEHD.
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