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Abstract

The essential purpose of this research study is to determine the impact of information technology related to motivation and

performance in sports. This research study depends upon psychological perspective research based on the primary data

analysis to determine the research study develop different questions related to information technology and motivation and

the sport's performance. These questions fulfill by different participants who know information technology and motivation.

Information technology is the main independent variable, motivation is the mediator variable, and the performance of sport

is the main dependent variable. To determine the research study used SPSS software and generated informative results

related to variables. The descriptive statistic analysis, the one-way ANOVA test analysis, the regression analysis, variance

analysis also that present graphical analysis related to dependent and independent variables. the overall research found that

information technology positively impacts motivation and performance in sports.
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Introduction

The revolution in technology has resulted in the
development of various technology-based fields. The sports
field is among the most influenced field due to the
technological revolution. Sports training has become easy
due to technology use in this field. The transformation of
the sports world because of the technological revolution
has resulted in the success of sports-related sectors. The use
of ICT in sports sectors helps the new athletes to learn
about sports tactics by using technology-based sports
equipment .information technology is a communication-
based technology that is used in sports-related mobile
apps, software, and sports monitors. The use of ICT in
sports monitoring systems provides information about all
the activities taking place in a sports field in digital form.
ICT helps establish a learning environment so athletes can
learn new sports. In most physical education-based
institutes, sports students are provided knowledge about
ICT to
(Abdulrahaman et al., 2020). Student motivation in sports-

enhance their sports learning abilities
related activities gets enhanced because of ICT-based
teaching methods. Students getting physical education
based on the ICT phenomenon are more likely to learn
sport-related information with full enthusiasm and
motivation. also, to ensure that students of physical
education are getting proper benefits from ICT based
education system, the ICT system is optimized and
updated after some time by physical education-providing

institutes (Kim, 2020).

To understand the motivation concept in athletes, self-
determination therapy is used in physical education. This
theory provides knowledge based on three major concepts
to physical education students. The first concept is
behavior. developing sport-oriented behavioral abilities in
students through using ICT based education system helps
in improving the behavioral activities of sports students.
The second concept is developing initiation ability in sports
students. the third concept of this theory is to develop
regulatory behavior in new athletes (Kumar, Muniandy, &
Wan Yahaya, 2019). Regulatory behavior allows the new
athlete to understand the game tactics and then regulate
their game-playing behavior according to the situation .all
these three concepts together when taught to students
using technology-based technique shows a great impact on
athlete performance in the sports field. one major benefit
of this therapy is that it supports the self-determination
approach development in athletes. Self-determination
motivates new athletes to get more knowledge about the
game before playing so that when they play, they get to excel
in it. The development of the intrinsic motivation approach
in athletes is possible using the approach of self-
determination theory (Moquin, K. Riemenschneider, & L.
Woakefield, 2019). The intrinsic motivators develop a more
sport-engaging spirit in athletes and make them concentrate
on their game. A higher level of devotion of athletes toward
their game brings higher success opportunities for athletes.
Also, to ensure that learners of specific sports are getting
motivational support, a supportive environment is provided to
them by physical education providing organizations (Qi, 2019).
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The providence of sports education to sports students with
a nonlinear dynamin movement system is possible using
the nonlinear pedagogic approach. This approach works on
the principle of information technology and encourages
the process of individualized learning. This approach is
made up of five Designs. The first design is a learning
design that provides information to students about various
sports (Turner et al, 2022). The second design is
constraints manipulation design. The third plan comprises
focusing the attention of players or athletes on the
instructions given to them. The fourth design is the
conservation of information and coupling movement
design .this design teaches students how to conserve their
energy while getting proper movement-based sports
training. The fifth design of the non-pedagogic approach is
the functional variability design. All these designs work in
their way to develop motivation factors in beginner
athletes. The basic principle behind using information
technology in a non-pedagogic approach is to make the
learning environment capable of meeting the demands of
sports ever-changing sports field

Xie et al. (2020) also, the psychological needs of sports
learners are improved using a non-pedagogic approach.
Individuals have intrinsically more learning ability and are
more motivated towards their goals in sports. The
inclination of highly motivated individuals toward their
game is more than individuals having low motivation
toward their respective game. The intrinsic motivation in
athletes develops a learning approach, and their
performance in sports improves. During the non-
pedagogic approach, individual sports learners are allowed
to improve their playing skills. The learning environment
based on the ICT principle allows each sports learning
student to learn while having their unique playing
characteristics. Functional movement ability is provided to
individuals learning sports tactics in a non-pedagogic
learning environment (Xing et al, 2020). In various
physical education-based sports organizations, the use of a
non-pedagogic approach holds great importance. This NLP
approach encourages physical education learning students
to learn using their unique thinking and ideas.

The challenging situation faced by athletes in physical
education is overcome by using ICT-based methods and
techniques. Using the ICT approach facilities teachers to
teach students about innovative sports skills using
innovative Designs. The innovative designs motivate the
students to learn with full enthusiasm. The variability
factor is induced in students using the ICT approach.
Moreover, the use of ICT in any training session allows
learners to easily grasp the knowledge given to them about
specific playing skills. Live feedback about an athlete's

game-playing skill is provided through the use of ICT in
sports practice (Xu et al., 2020). Feedback lets an athlete
learn more about his shortcoming in sports and his playing
skills. All types of physical activities performed by new
athletes allow them to level up their physical skills and give
them a new profile. The abilities beginner athlete learn
through various physical activities polish their game-
playing skills and provides tremendous benefit to athletes
during their professional sports career (Yue, Men, &
Ferguson, 2021). The sport psychology organization is
working to make ICT based sports training approach more
common in physical education-based institutes and to
provide more knowledge to the sports students about
technology-based sports at an early level.

Research objectives

The research objectives of this study are to understand the
concept of ICT in promoting motivation in sports students.
the impact of ICT in improving athletes' performance and
motivation in games is studied in this research article.

This research study divided into five specific research
chaapters: first portion describe that introduction included
objective of research also that explain the questions. The
second part describe literature review and explain
hypothesis development. The third portion represent the
tools,

research methodology included

methods. The fourth
descriptions the last portion represent that conclusion and

techniques,
[art describe result and its
recommendations about information

present some

technology and motivation also performance in sport.

Literature review

Researchers predict that overusing smartphones can cause
mental fatigue in sports players. Sports players are often
suggested by sports psychologists to have minimal use of
their phones before the sports playing competition. in
jumping sports, athletes that overuse smartphones face
great problems while playing. The performance of jumping
sports players having mental fatigue decrease. The force
and velocity with which an athlete play before mental
fatigue become less after he develops mental fatigue
problems (Alix-Fages et al., 2023). Studies claim that new
anti-doping methods are now being used in the sports
fields for making the field better for sports games. The
performance of elite athletes depends upon the anti-doping
used in the sports field (Bezuglov et al., 2023). Studies claim
that an athlete's performance gets disturbed when he plays
under pressure. This pressure built up in athletes can be
overcome using mindfulness-based interventions. These
intervention builds self-esteem in athlete and motivates
them to play with full confidence. The behavioral changes
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observed in players facing game pressure problem is
overcome using mindfulness-based protocols. These
protocols enhance the game-playing ability of athletes and
make their performance better with each game they play
(Chang et al,, 2023). Studies claim that for teaching
psychomotor skills to players through -collaborative
teaching methods it is important to know athletes' body
position as well as movement. Using a neural network-
based approach based on the IT principle can help in
predicting the body movements of athletes. Computer
visionary techniques based on the IT approach are used to
observe every body movement of a karate player to teach
him psychomotor skills. The collaborative teaching
approach then improves the performance of athletes as a
player in sports (Echeverria & Santos, 2023). Studies show
that technological advancement has resulted in the
development of AI teams. These teams work with Al
human-based teams to improve the working efficacy of the
sports field. Al teammates, help in improving the
performance of the athlete, and influence the player to
concentrate on their goal (Flathmann et al., 2023). Studies
show that technological involvement in every area of life
has changed the skill learning process for students. Sports
students tend to learn more from social media than from
other physical training sessions. Virtual learning platforms
teach students about game-playing tactics from every
possible angle. Sports students learn more from virtual or
social media sports apps as compared to physical training
sessions (Kalam, Goi, & Tiong, 2023). studies explain that
technology use is growing in the world because of its
tremendous applications in every field. To enhance the
motivation of sports students, they are given training
through digitalized games .digitalizing the gaming tools
boost the performing skills of athletes .by engaging
students in digitalized gaming tools, they can learn more
about their respective sports and can perform better
(Mohd et al., 2023). Studies show that developing self-
efficacy in students of sports sciences is essential for their
grooming as a player. The self-efficacy ability in athletes
helps them to get entrepreneurship in sports-related
fields.in physical education providing institutes, students
are taught about the importance of developing self-
confidence. Self-confidence helps the athlete overcome his
fear while playing any sports-related competitions (Naz,
Hafeez, & Lodhi, 2023). Studies claim that to make athletes
learn more about sports, a learning aptitude is developed
in them through the help of coaches. sports psychologists
and coaches observe athletes' game-playing skills and then
provide training to them based on their skill-adapting
abilities. To develop game motivation in young athletes,
they are provided with training based on their abilities to

improve their game-playing potential (Papastaikoudis,
Collins, & Collins, 2023). Studies predict that athletes face
stress and anxiety problems due to game pressure. This
stress is overcome in athletes using the new technology-
based

suppressors are made on ICT principles and reduce stress

technostress  suppressors. these technostress
in athletes and motivate them to play stress-free (Sharma &
Gupta, 2023). Scholars suggested that using virtual reality
techniques in pedagogic models for treating sports skills
athletes holds great importance. the virtual environment
helps the athlete to learn more about their body movement
and to correct bad posture or movements while playing
sports. experimental learning approach becomes possible
by using virtual reality as a pedagogic tool (Asad et al,
2022). Studies explain that self-determination therapy
explains that the digitalization of the sports teaching
process makes athletes learn more about sports-related
skills (Chiu, Sun, & Ismailov, 2022). Studies show that
students' self-regulatory learning strategies help them to
learn more about sports-related fields. in computer-
supported collaborative sports learning, the use of an
interaction analysis system is common. these Al-based
computer collaborative learning programs help develop
sport-related motivation in sports students (Michailidis,
Kapravelos, & Tsiatsos, 2022). Studies recommend that the
sport sampling process helps in the athlete game
developmental process. specific sports are played by a
specific group of athletes having an appropriate body
fitness and body weight. athletes play sports according to
their will and strength to avoid any injury situation while
playing games (Murata et al., 2022). Studies reveal that to
make sports students understand deeply about sports
tactics, they are provided with augmented reality-based
training. The superimposition of 3D dynamics in the real
world is possible using augmented reality technology. The
environment provided by augmented reality technology
allows sports students to learn more about sports-related
areas, and also this technology develops motivation in
sports athletes to play well (Wang et al., 2022). Studies
explained that two models play a critical role in improving
sports-related applications. These models are the
technology acceptance model and the information system
success model. Both these models use information
technology and provide a tremendous application to sports
learning students. sports-related apps use TAM to provide
sports-related information to sports players. these sports
apps use TAM models, providing learning opportunities to
students that are easy to comprehend and enjoyable for the
players (Won, Chiu, & Byun, 2023). Studies suggest that
optical intervention and imagery intervention are
combined to teach the athlete about his body movement.
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the imagery interventions first observe athletes' posture
and then provide complete information regarding their
every move in the sports field. these interventions provide
personalized imagery-instructions-based teaching to
athletes to develop sport-oriented motivation in athletic
students (Wright, Frank, & Bruton, 2022). Studies claim
that social media platforms use nano influencers as a
source of communication moderators to develop sports-
playing motivation in athletes. In this whole process,
information technology is involved in making the
influencing effect of nano influencers more impactful on
athletes. moreover, various technology-based broadcasting
channels help in developing enthusiastic approaches in
players that motivate them to play sports. These
broadcasting channels are one of the influencing factors
(Zou et al., 2023). Also, studies show that in post covid era,
information technology has played a revolutionizing role
in diverging athletes’ attention towards playing sports.

Research methodology

This research study determines the impact of information
technology related to motivation and performance in
sports. This research study depends upon primary research
data related to the variables information technology is the
main independent variable, motivation is the mediator
variable the performance of sport is the dependent
variable. To determine the research study used SPSS
software and generated informative results related to them.
Tools and Techniques, Methods

The research depends upon primary data to determine the
result, including descriptive statistics, one-way ANOVA
test analysis, also that variance analysis, the regression
analysis related to them.

Motivation

Motivation is a vital psychological component that has a
big impact on how well athletes perform in sports. It
alludes to the mental and external elements that motivate
someone's ambition, zeal, and commitment to achieving
their sporting objectives. Gaining insight into and using
motivation to your advantage can increase performance
and make sports more enjoyable. An individual's intrinsic
motivation stems from their inherent enjoyment,
satisfaction, or interest in the sport. On the other hand,
extrinsic motivation comes from outside sources like
prizes, acknowledgment, or approval from others. In
athletics, setting definite, difficult goals is a great motivator.
Sportspeople are motivated to work harder and keep trying
until they succeed by having goals because they provide
them direction, focus, and a sense of purpose. The self-
determination hypothesis contends that people are more

driven when they experience a sense of relatedness,
competence, and autonomy. Athletes who feel confident in
their abilities and have some control over their training are
more likely to be highly motivated. Giving an athlete praise,
awards, and recognition for their efforts will help them stay
motivated. Positive reinforcement encourages athletes to
keep up their excellent performance by reinforcing desired
behaviors. Being "in the zone" or experiencing "flow" can
be extremely motivating for athletes. Athletes who are
completely immersed in their sport and giving their best
effort are said to be in the "flow" state (Yadav et al., 2022).
Another researcher investigates that Coaches are crucial in
inspiring athletes. An athlete's motivation can be
impacted by a
communication, and capacity to foster a supportive team

significantly coach's leadership,
atmosphere. An athlete's confidence and motivation can be
increased by visualizing winning performances and results.
Failures and setbacks are given in athletics. Athletes who
can handle these difficulties well and keep a positive
outlook are more likely to stay motivated and recover more
quickly. Having a solid network of friends, teammates,
family, and coaches can provide athletes with the
inspiration and drive they need to overcome challenges and
pursue achievement. A genuine passion for the sport can
be a strong and long-lasting source of inspiration. Athletes
are more likely to remain devoted and put up the work
necessary for peak performance if they enjoy what they do.
Information Technology

Information technology (IT) is the practice of storing,
processing, transmitting and managing data and
information using computers, software, networks, and
other digital technologies. In today's world, it is essential to
business, education, healthcare, entertainment, communication,
and many other areas. The following are some essential
elements and areas of emphasis in information technology
IT refers to the actual hardware, which includes computers,
servers, mobile devices, and networking gear. The physical
component of IT that processes and stores data is called
hardware. Software, which runs on hardware and enables
users to accomplish activities, process data, and interact
with digital systems, includes apps, operating systems, and
other programs. Networking technologies make it easier
for various systems and devices to communicate and
exchange data. This encompasses the internet, cloud-based
infrastructure, local area networks (LANSs), and wide area
networks (WANs). It requires the effective and secure
management of enormous amounts of data. In order to
extract useful insights from the data, this comprises
database management systems, data storage options, and
data analytics. A crucial component of IT, cybersecurity
guards against unauthorized access, attacks, and data loss
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for networks, computer systems, and data (Adebisi et al,
2023). Cloud computing enables the internet-based
delivery of computer services such as analytics, storage,
servers, databases, networking, and software. Scalability,
affordability, and on-demand resource access are all
features it offers. Artificial intelligence (AI) and machine
learning (ML) are subsets of information technology that
focus on creating systems that can learn from experience
and get better without explicit programming. They have
uses in many different industries, such as data analysis,
automation, robotics, and natural language processing. The
IoT is the network of physical items and gadgets that are
equipped with sensors and software, enabling them to
communicate and collect data. Smart homes, wearable
technology, industrial automation, and other areas all
benefit from IoT. IT experts create mobile apps for tablets
and smartphones that meet a range of industry and user
needs. The future of the IT sector is being shaped by new
technologies like blockchain, quantum computing, and
augmented reality.

Sports performance is a dynamic and complex component
of sports, and obtaining excellence calls for a
comprehensive  strategy that takes into account
psychological, technical, tactical, and physical factors. In
order to excel in their particular sports, successful
individuals and teams always work to hone their abilities
and hone their tactics.

Result and Description

Table-1
Descriptive Statistics
Std.
N MinimumMaximum Mean L.
Deviation
o :
tnformation 50 100 300 14200 57463
technology 1
information
50 1.00 2.00 12400 43142
technology 2
motivation 1 50 1.00 3.00 1.4000 .57143
motivation 2 50 1.00 12.00 1.6000 1.59079
performance in
50 1.00 3.00 1.4000 .57143
sport 1
performance in
50 1.00 2.00 1.3200 47121
sport 2

Valid N (listwise) 50

The result describes that descriptive statistic analysis
results present minimum values, maximum values also,
mean values, and standard deviation rates. Information
Technology 1 is the main independent variable. Its mean
value is 1.42000, and its standard deviation rate is 0.57,
showing that 57% deviation from the mean value.

Information Technology 2 is also an independent variable.
Its mean value is 1.2400, and its standard deviation rate is
0.43, showing that 43% deviation from the mean.
Motivation 1 is the mediator variable. Its mean value is
1.4000 its standard deviation rate is 57% deviation. The
performance in sports 1 and 2 shows that mean values are
1.4000, and 1.32000 shows that positive average value. The
standard deviation rates are 0.57 and 0.47, showing 57%
and 47% deviation rates between information technology
and performance in sports. The overall minimum value is
1.000, and the maximum value is 12.000. The number of
observation rates is 50 respectively.

Table-2
ANOVA
Sum of Mean .
Sig.
Squares Square
Bet
, | ooeween 007 1 007 021 .884
information Groups
technology 1 Within Groups 16.173 48  .337
Total 16.180 49
Between
. . .002 1 .002 .012 912
information Groups
technology 2 Within Groups 9.118 48  .190
Total 9.120 49
Between
.033 1 033  .099 .754
tivation 1 Groups
mo
Within Groups 15.967 48  .333
Total 16.000 49
Bet
cweent 2882 1 2882 1.142.291
L Groups
motivation 2 .
Within Groups 121.118 48  2.523
Total 124.000 49
Between

1.063 1 1.063 3.414.071
performance Groups

Within Groups 14.938 48 311
Total 16.000 49

in sport 1

The above result represents that the one-way ANOVA test
result describes the sum of square values, the mean
squares, also explains the F statistic also that significant
value is present between the group and within the group
also that total value. Information Technology 1 is
independent. Its sum of square value is 0.007, 16.173, and
also that 16.180. All values show the positive sum of the
square. The mean square value is 0.337, showing a positive
average square value the f statistic value is 0.021, showing
a positive relation between them. Its significant rate is
0.994, showing an 88% significant value. Motivation 1 and
2 is the mediator's role. The result describes that the sum
of square values is 16.000, 2.882, 121.118, and also that
124.000, showing that positive sum of square rates. The F
statistic rate is 1.142 shows a positive rate. The significant
rate is 0.291, showing a 29% significant level. The
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performance in sports represents that between the group,
within the group, and also the total group. Its rates are
1.063, 14.938, also 16.000. The f statistic rate is 3.414, and
the significant value is 0.071, shows that the 7% significant
level between the dependent and independent variables.
The level of accomplishment and talent displayed by
players or teams in their chosen sport is referred to as
sports performance. It covers a broad spectrum of physical,
technical, tactical, and psychological elements that
combine to affect an athlete's or team's performance in
competitive sports. There are some essential elements of
athletic performance the first element is physical fitness of
sportsman because the basis for athletic performance is
physical fitness. It consists of elements like power,
quickness, stamina, agility, flexibility, and coordination. To
prepare their bodies for the demands of their particular
activity, athletes must train and condition them. second
factor is technical skill is most important for performance
in sport. In a given sport, there are particular motions and
techniques that must be used. These abilities can be any acts
that are essential to excelling in the sport, like shooting,
passing, dribbling, serving, striking, or any other. An
athlete's capacity to make tactical choices during a match
or competition is referred to as tactical awareness. It entails
comprehending the dynamics of the game, foreseeing
opponents' moves, and making deft decisions to get an edge.
The capacity to remain composed, self-assured, and
concentrated under stress is known as mental toughness.
Even in high-stress circumstances, it enables athletes to
overcome obstacles, maintain focus, and perform at their best.
Another main elements of team performance are as under:

1. Preparation and Training: Training that is regular and
intentional is crucial for enhancing athletic performance.
Athletes must adhere to prescribed training regimens,
focus on their areas of weakness, and develop their ability
physically and intellectually over time.

2. Rest and recuperation: For the best sporting results,
adequate rest and recuperation are essential. Athletes who
get enough sleep are less likely to burn out, suffer injuries,
and perform at their best.

3. Nutrition: Eating well is essential for boosting athletic
performance. To perform at their peak and speed up
recovery, athletes must provide their bodies with the
proper nutrients.

4. Competition Strategy: Competitors might get an
advantage by creating strong competition strategies. This
entails researching the opposition, discovering their
advantages and disadvantages, and adjusting one's strategy
accordingly.

5. Sports Science and Technology: The performance of
athletes is significantly impacted by developments in sports

science and technology. Wearable technology, video
analysis, and other tools help to improve performance and
training by offering insightful information.

6. Team Dynamics: Successful team sports require excellent
team dynamics, communication, and collaboration. Often,
effective teams surpass talented individuals.

Paired Samples Correlations

N Correlation Sig.

information technology

Pair 1 .. 50 410 .003

1 & motivation 1
., information technology

Pair 2 . 50 232 105
2 & motivation 2
information technology

Pair 3 1 & performance in 50 .037 797
sport 1
information technology

Pair 4 1 & performance in 50 .021 .884

sport 2

The above result describes that paired sample correlation
results present correlation values and significant values of
each pair. The first pair is information technology and
motivation. Its correlation value is 0.410 the significant
rate is 0.003, showing that positive and 100% significant
value. Pair 2 is information technology two motivation2
shows a correlation rate is 0.232 and a significant value is
0.105, showing that positive and 10% significant level
between them. The third pair is information technology
and performance in sports. Its rate of correlation is 0.037,
and a significant rate is 0.797, showing that 79%
significance. The fourth pair is information technology one
and Performance in Sport 2. Its correlation rate is 0.021,
showing that positive rate its significant rate is 0.884,
showing that 88% significant value.

ANOVA*
Model ~ Sumof e Mean o
Squares Square
Regression 1.631 5 326 999 .430°
1  Residual 14369 44 327
Total 16.000 49

a. Dependent Variable: performance in sport 1

b. Predictors: (Constant), performance in sport 2, information
technology 2, information technology 1, motivation 2,
motivation 1

The above result describes the ANOVA analysis result of
describing the sum of squares, mean squares, and F
statistic, also that significant value. The regression model
shows the sum of the square value is 1.631, and the mean
square value is 0.326, the F statistic is 0.999 the significant
value is 0.430, showing positive and 43% significant values.
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The residual value is 14.369; its mean square value is 0.327
the total value is 16.000, respectively.

Coefficients
Unstandardized Standardized
Coeflicients Coeflicients .
Model st t Sig.
i Bet
Error ca
(Constant) 2.097 442 4.746.000
information
.068 .158 .069 432 .668
technology 1
inf i
tlormation 66 199 126 -.835.408
1 technology 2
motivation 1 -.061 162 -.061 -.374.710
motivation 2 -.042 .054 -.117 -.772.444
performance -
. -330 176 =272 .067
in sport 2 1.878

a. Dependent Variable: performance in sport 1

The above result demonstrates coefficient analysis results
describe unstandardized coefficient values, including beta
and standard error. The result also describes the
standardized coefficient analysis related to beta. The result
also describes the t-statistic values and significant values of
each independent variable. The performance in sports is
the main dependent variable information Technology 1 is
independent. Its beta value is 0.068, the standard error
value is 0.158, the t statistic rate is 0.432, and the significant
value is 0.668, showing positive and 66% significant rates
between them. Information Technology 2 is also
independent. Its beta value is -0.166, and the t-statistic rate
is -0.835; the significant rate is 0.408, showing a 40%
significant value. Similarly, motivation 1 shows that the t
statistic rate is -0.374. Its significant rate is 0.710, showing
a 71% significant value. The performance in Sport 2 shows
that the beta value is -1.878 and the significant value is
0.067, showing a 6% significant rate between them.

Clustered Bar of performance in sport 1 by information technology 1 by motivation 1

strongly disagree

disagree

neutral

performance in sport 1

agree

strongly agree

motivation 1

W strongly agree
agree

M neutral

M disagree
strongly disagree

neutral

strongly
agree

agree

4.00 5.00

information technology 1

The above graph describes that clustered bar of
performance in sports related to information technology
also motivation. The vertical side shows performance in
Sport 1. It shows strongly agree, agree, neutral, disagree,
and also strongly disagree levels. The horizontal side
represents the blue bar line, the red bar line shows agree
the neutral level presents the green line. The result
describes the relationship between information technology
and motivation.

Conclusion

This research study determines the impact of information
technology on motivation related to performance in sports.

This research study, based on the primary research for
determining the research study used SPSS software. The
overall research study concluded that there are positive and
significant relations between information technology with
motivation. In the end, motivation is a flexible and unique
component of athletic performance. Athletes may be
inspired by a variety of things, and these things may change
over time. To reach peak performance and personal
pleasure in sports, coaches, sports psychologists, and
athletes themselves can collaborate to understand and hone
essential to the
management and upkeep of technological infrastructure,

motivation. IT departments are

user assistance, data security, and the implementation of
digital solutions to increase productivity and efficiency in
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businesses and organizations. It has become a crucial
component of contemporary life, enabling people and
organizations to access information, interact, and complete
tasks more quickly and effectively. It will remain at the lead
of development innovation and influencing how we engage

with the digital world as technology develops. The
performance in sports shows a significant link with
information technology. The research accepts all
alternative hypotheses, including H1 and H2. The research

rejects the null hypothesis between them.
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