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Development of an assessment system using ICT in physical education
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The purpose of this study was to develop a new form of ICT-based learning
assessment as a new form of communication, with the aim of achieving authentic learning assessment
involving not only teachers and students, but also parents and community members. Four significant
outcomes were achieved during the four years of research. The first was the development of a
collaborative assessment approach using one device per student connected to the network. The second
was the development of an assessment approach that visualizes hard-to-visualize information using
heart rate monitors, artificial intelligence (Al), drones, etc. The third was the development of an
assessment approach that uses virtual reality (VR) to help players visualize their own learning. The

fourth is the development of assessment tools linked to the home and community, leading to an
electronic school report card.
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1 1 eAssessment
A COLLABORATIVE EASSESSMENT TOOL TO DEVELOP
TACTICAL UNDERSTANDING IN GAME TEACHING (Suzuki,Ono and Fujimoto, 2021)



( , 2022b)

GIGA

ICT

1) Biltz, C & Schulman, R.(2016) Measurement instruments for assessing the performance of professional learning
communities. REL
2) ,C. M. ,B. (2016) 21 4 : s s

3) ,D. ,S. AL 2020

4) Guskey, T. (2013) The Case against Percentage Grades. Educational Leadership, 71, 68-72

5) 2016 5:1-10
6) 2020

72:117-126
7 2021

20(2):1-14
8) 2022a
45:63-74
9) 20220 GIGA
GIGA 1 . 70(7):58-61
10) 2023 )
11) 2003 19(2):1-12
12) 2007
56(2):1-13

13) 2015a 57(4

5) 12-15
14) 2015b 63(4):58-61
15) (2016) 64(8) :58-61
16) 2017 IcT

~R Vi) - BREGEEIRIC TR LT~ BHREE KT 27~28

17)  Suzuki, N.(2021) ASSESSMENT USING ARTIFICIAL INTELLIGENCE IN PHYSICAL EDUCATION. ICERI2021 Proceedings

18)  Suzuki,N., Ono,H., and Fujimoto, T. (2021) A COLLABORATIVE EASSESSMENT TOOL TO DEVELOP TACTICAL UNDERSTANDING
IN GAME TEACHING. ICERI12021 Proceedings

19)  Suzuki,N., Fujimoto,T., Sawa,Y.,(2022) THE IMPACT OF IMMERSIVE CONTENT VIEWING ON MOVEMENT LEARNING: FOCUSING
ON EDUCATIONAL GYMNASTICS. Proceedings of Edulearn22 Conference

20) 2008



24 1 0

69(4)

ICT GIGA

2021

69 4 )

66-69

DOl

34(5)

2021

G4 5 )

58-59

DOl

48(1)

2021

50-56

DOl

34(10)

2021

(34 10 )

59-59

DOl




Naoki Suzuki 2021
ASSESSMENT USING ARTIFICIAL INTELLIGENCE IN PHYSICAL EDUCATION 2021
ICER12021 Proceedings 3079-3083
DOI
Naoki Suzuki,Hiroyuki Ono, Takuya Fujimoto 2021
A COLLABORATIVE EASSESSMENT TOOL TO DEVELOP TACTICAL UNDERSTANDING IN GAME TEACHING 2021
ICER12021 Proceedings 3033-3039
DOI
34(12)
i ICT - 1 2021
@4 12 ) 58-59
DOI
73
Al 2021
@3 ) 245-252

DOl




35(1)

2022

G5 1)

58-59

DOl

70(1)

e-Assessment
GIGA

GIGA
13

2022

(0 1)

66-69

DOl

70(2)

SNS
GIGA

GIGA

2022

60-63

DOl

35(3)

ICT -

2022

G5 3 )

58-59

DOl




45

2022

45 )

74-77

DOl

34(5)

2021

58-59

DOl

34(4)

VR

2021

58-59

DOl

69(4)

ICT GIGA

2021

66-69

DOl




69(3)

GIGA

GIGA

2021

66-69

DOl

Misti Neutzling, Ashley Phelps,

69(2)

ICT GIGA

2021

52-56

DOl

69(1)

GIGA GIGA

2021

54-57

DOl

72

VR

2020

127-134

DOl




72

2020

117-126

DOl

20(2)

2021

DOl

71(1)

2020

6-11

DOl

ICT

2019

pp-8-11

DOl




18 4 16

Naoki Suzuki, Masakazu Hasegawa, Koji Ishii

Impact of “ Observation-Acceptance-Assessment cycle (Assessment process)" for learning in Physical Education

IAHPEDS Virtual Summit

2021

Naoki Suzuki, Koji Ishii

Appropriate Filming for Students’ Learning in Physical Education

AIESEP International Scientific Conference 2021

2021

Koji Ishii, Naoki Suzuki

Transformation Process of Parents® Criteria towards Learning in Physical Education

AIESEP International Scientific Conference 2021

2021

Naoki Suzuki

Implementation of Game-Commentary Assessment Instrument

Pre-Conference Virtual Symposium_7th International Teaching Games for Understanding (TGfU) Conference

2021




Naoki Suzuki

ASSESSMENT USING ARTIFICIAL INTELLIGENCE IN PHYSICAL EDUCATION

14th annual International Conference of Education, Research and Innovation (ICERI 2021)

2021

Naoki Suzuki, Hiroyuki Ono, Takuya Fujimoto

A COLLABORATIVE EASSESSMENT TOOL TO DEVELOP TACTICAL UNDERSTANDING IN GAME TEACHING

14th annual International Conference of Education, Research and Innovation (ICERI 2021)

2021

Naoki Suzuki

Actual Teaching and Assessment in Game Units

21st Biennial Conference of ISCPES

2021

Naoki Suzuki

Framework of Learning Assessment in Games Based Approaches (GBAs)

TGFU SIG 40th Anniversary Webinar Series

2022




Naoki Suzuki

Game Contribution Assessment Instrument (GCAl) as a Comprehensive Assessment for GBAs

TGFU SIG 40th Anniversary Webinar Series

2022

Naoki Suzuki, Toshikazu Hasegawa, Koji Ishii

Impact of “ Observation-Acceptance-Assessment cycle (Assessment process)" for learning in Physical Education

IAHPEDS Virtual Summit

2021

2021

Koji Ishii, Naoki Suzuki

Achievements and Challenges of the e-Portfolio Connecting Home and School

2020 Round Table at International Alliance of Health, Physical Education, Dance and Sport (I1AHPEDS)

2020




Naoki Suzuki, Koji Ishii

Assessment Instruments with the ICT for Game Teachings

2020 Round Table at International Alliance of Health, Physical Education, Dance and Sport (1AHPEDS)

2020

Seiji Ookuma, Naoki Suzuki

Impact of video Feedback on Learning Swimming

The 2020 Yokohama Sport Conference

2020

Koji Ishii, Naoki Suzuki

Effect of “ Media-Portfolio” 1in PE on Parents

The 2020 Yokohama Sport Conference

2020

Naoki Suzuki, Tanjiang Liang

Teachers® Perceptions for Using Heart-rate-monitors in Physical Education

The 2020 Yokohama Sport Conference

2020




45

2019

Naoki Suzuki

A New Assessment Instrument for Promoting Tactical Understandings

6th International Game Sense Conference
2019
2021
143
GIGA Society5.0
2021

111

1CTx

GIGA




2022

110

Game-Based Approach

2020

158

2020

159

ICT

https://nmy-252612treebel I .wixsite.com/nsuzuki

https://nmy-252612treebel l .wixsite.com/website







