Dissertation proposal:
Summary purpose of the investigation:
[bookmark: _Int_UhjArgEx]The purpose of this investigation is to delve deeper into discovering the social and mental effects that technology has on teenagers going through secondary schools and to subsequently explore the patterns, themes and discourses that develop through their answers. The patterns, themes and discourses that emerge will show the difference in opinions from person to person and the most common ideologies across the participants, as well as the difficulty that comes with social media and how destructive that can be at an early age, while also taking a broader look at the social effects and if social media could help increase the recent decline in participation within PE. 

Introduction and Supporting literature:

[bookmark: _Int_HDQtp3n1]The rapid growth of social media platforms has reshaped various aspects of education, including PE. Social media, once considered primarily a leisure activity, is now a powerful tool that can foster communication, engagement, and learning in the educational setting. In the context of PE, platforms like Instagram, YouTube, TikTok, and Twitter are being used by teachers, students, and professionals alike to share resources, demonstrate exercises, build communities, and promote healthy lifestyles. Despite these benefits, challenges like cyberbullying, screen addiction, and privacy concerns persist (Selwyn, 2012). However, the full potential of these tools within PE, as well as their impact on student motivation, engagement, and mental health, remains under-researched. 
As we currently know very little about the role of digital technologies in physical education (Casey, Goodyear and Armour, 2017), this dissertation seeks to explore how social media can be effectively used within PE settings to enhance student learning experiences and encourage lifelong participation in physical activities. We will also delve into ‘fitspiration’ and if social media is affecting participation within secondary schools, especially with the recent rise in health-related information being shared daily (Goodyear, Armour and Wood, 2019; Hausmann et al., 2017).
[bookmark: _Int_eIdWbimz][bookmark: _Int_Gu09SscQ]A recent survey conducted by Sport England (2023) has shown that the number of secondary-age young people (school Years 7-11, ages 11-16) running or taking part in athletics and multi-sports remain down following a sharp drop in 2021-22. Could this be due to the rise in social media? Research has raised questions regarding the connection between social media activity and sedentary behaviors, as well as the possibility that social media material is leading to obsessive and addictive monitoring behaviors and a rise in body dissatisfaction levels (Goodyear and Armour, 2019; Shaw et al., 2015). A 2019 report from the World Health Organization (WHO) also noted that over 80% of adolescents are not physically active enough, citing increased screen time as a major factor. Could wearable technologies be the answer to this decline? For a considerable amount of time, schools have utilised activity trackers, such as pedometers and accelerometers, to promote physical exercise and to boost student engagement (Gu et al., 2017). However, at the present time little is known whether young people find wearable healthy lifestyle trackers interesting, engaging and beneficial (Kerner and Goodyear, 2019). Additionally, could the acceptance of video games as a tool for improving academic performance solve the problem? It has been proven that the moderate use of video games can improve students’ cognitive development (Rojas et al., 2021), academic performance (Ibáñez et al., 2020), and physical condition (Williams & Ayres, 2020). Further to this, it facilitates the initiation of physical exercise and sports for students with lower sports performance and generates adherence, thanks to the motivation generated (Rogers et al., 2020). The purpose of video game-based learning is to generate an attractive product for students to improve their education through a tool that generates motivation for its users (de-Marcos et al., 2016). Obtaining improvements by progressing through the video game and gaining rewards generates a satisfaction for the players that leads to motivation to continue playing and this condition is used not only to enjoy playing but also to encourage learning (de-Marcos et al., 2016). Several authors have investigated these practices and the positive effects generated by the motivation of obtaining rewards from video games, which influences the improvement of acceptance of this type of technology (Estriegana et al., 2019). The game-based learning environment demonstrates great potential to inspire students and engage them in an active learning process. For example, Dominguez et al., (2013) reported that students who completed the gamification experience achieved higher scores on the actual work


Methodology:
[bookmark: _Int_ASAYRtjl]This research project will use a sample of two different groups, one group of six being secondary school teachers and the other group being a focus group of students. These will be accessible at a local secondary school (Ysgol Harri Tudur). To ensure I can get accurate information I will be using Qualitative data. This therefore allows me to gain a more in-depth understanding of the information by looking into the smallest details of people's motives, feelings and views. Qualitative data is ideal for my research as it gains greater knowledge for social factors (Creswell & Creswell, 2017).  Once going through the data collection, no extra guidance or details will be provided throughout the process as it is crucial that all responses be recorded entirely uniquely and that participants aren't pressured into providing a specific response. To collect my data, I will be using two techniques through interviews and questionnaires. Within the interviews and questionnaire, there will be a range of questions covering technology within PE that will take a closer look at topics such as social media, wearable technologies, how to use technology to improve engagement and many more. This will allow me to gain a widespread insight into the participants' thoughts and feelings. Once all data has been collected, I will then move on to my data analysis. Once I start analysing the data by reading over and re-listening to the interviews, I can start identifying any trends or patterns that occur throughout. Participants will be able to finish the assignment all at once, but they will be asked not to discuss their opinions with other participants in order to keep the answers private and uninfluenced by outside forces. There will be a 20-minute time limit for the interviews and anybody partaking in the questionnaire will have a two-day limit to give them the opportunity to take home, however, if participants feel as though they have completed the task they can leave before the time limit for interviews or hand in questionaires earlier.



Data Analysis:
The interviews will give qualitative data, capturing in-depth perspectives from PE teachers and students on their experiences, challenges, and perceptions of social media use within PE. Participants will be able to comment on their unique experiences and viewpoints in response to these open-ended questions, providing insightful information about the advantages and drawbacks of social media interaction as perceived by each individual. Perceived changes in student motivation, skill development, and the function of social media in encouraging healthy behaviours are some of the themes that could appear. 
The interview data will be transcribed and analysed using thematic analysis. Following Braun and Clarke’s (2006) six-phase approach, transcripts will be organized into themes. This analysis will allow anticipated themes (e.g., “motivation” and “engagement”) to be validated and unexpected themes to emerge organically. The data gathered for this survey should start to demonstrate the more common concepts of technology within PE and should highlight some important themes that will be further examined in the article.


Ethical considerations :

The consent of participants to take part in the research study and the use of their responses are the key ethical issues that must be addressed for this project. Before conducting any research, I will fill out an ethics form detailing the number of participants required for the study, any age range if necessary and the gender of the participants. The ethical component of a research project is crucial since it dictates the participants' moral conduct and treatment during the study. One of the fundamental ethical concepts is the idea of informed consent. In order to obtain consent, researchers must ensure that participants are fully informed about the objectives, procedures, potential risks, and benefits of the study. Before conducting any interviews for my research project, teachers and students will need to complete an ethics form. The wellbeing of young people as participants in research must be maintained, even though research involving children and adolescents is essential and appropriate (Royal College of Pediatrics and Child Health, 2000). It reminds us within (Winter & Cobb, 2011) that even being a minor under the age of eighteen, they have a powerful say in what happens and they can go against the wishes and demands of their parents/guardians, which proves the child can overrule any decisions to take part, which is an ethical guideline we must follow. 


External guidelines:
Prior to beginning this research project, I will need to discuss and arrange appropriate times to carry out my project with my contact from the school. I will be collecting the data in two sessions, due to using two different groups of students and teachers. As previously mentioned, all participants will be asked for verbal consent in addition to written consent before taking part in the study.


Proposed Timetable for Completion:
 ASAP – Complete ethics form for the study. 
October – Submit Dissertation Proposal. 
By Christmas break – Completed literature review, discuss with appropriate lecturers about arranging for students to complete the writing task, become familiar with the coding software ready for data analysis. 
Mid-February – Collected all necessary data and compile results and begin to analyse the results. 
April – Completed Dissertation and submitted.
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