DIFFERENT TEACHING STRATEGIES AND METHODS
APPLIED AT PHE CLASSES -EXPERIENCES OF
CLASSROM TEACHERS

Prof. MITEVSKI ORCE — Faculty of Physical education, sport and health — Skopje
Assoc. prof. BILIANA POPESKA -Faculty of educationa sciences — UGD Stip

Assist. Prof. KATERINA MITEVSKA PETRUSHEVA — International Balkan University

Prof. SNEZANA JOVANOVAN MITKOVSKA — Faculty of educationa sciences — UGD Stip



OLrOBOP HA NPALLAKATA

Llenute Ha HacTaBaTa no $30 Bo
OfOAeneHcKa HacTaea

[pucTanm u cTpaTerin Kou rm
KOpUCTaT OAENEHCKNTE

MpumeHa Ha NOBMKHY
Wrpu, TPAAULIMOHATTH UTpU

[pumeHa Ha AT

3aknyyoum




LEAN HA
HACTABATATIO

®30 BO
OOAE/NEHCKA
HACTABA

®UIUYKOTO BOCNMUTAHUE HE E CAMO TENECHA BEXXBA

N\

CEIMEHT HA OBV)KEHSE

- YcBojyBatbe Ha BpojHu hopmn Ha hyHOAMEHTANHN OBUKEYKN BELLUTUHN

-nogobpyBare Ha MOTOPUYKUTE CNOCOBHOCTH

-MPOMEHN BO MOTOPUYKOTO OAHecyBawe — Gasa 3a BKIy4vyyBake BO OpOjHM
CMopTOBM BO MOHWMHA

COLNO — EMOLINOHAJIEH PA3SBOJ 1 MOPAJIHO BOCIHNTYBAHE
-nonobpyBake Ha MHTEPNEPCOHAHM OAHOCK 1 KOMYHUKaumja

- Mo3ntnBHa cnuka 3a cebe

-pa3Boj Ha MoparHy KapakTEPUCTUKN U BPELHOCTH

CEMMEHT HA 34PABJE

= CTeKHyBaH:e 3A4PaBCTEHO — XUTUEHCKN HAaBUKU

- CTekHyBare co3HaHuvja 3a edpekTuTe o4 Pn3ndka akTMBHOCT BP3
3gpasjeto




LUTOE
[MOTPEBHO 3A

KBAJIUTETHO
®U3NYKO
OBPA3OBAHUE

KBAJMUTETHO ®U3UHKO OBPA3OBAHME

COOJABETHO
N3BPAHU

COAPHUNHN
COIJIACHO
BO3PACTA

AKTIBHOGTV COO/LBETHO
N3BPAHU
METOAU U
NPUCTANU
HA PABOTA

KBAJIUTETEH,
KPEATUBEH U

EAYUNPAH
HACTABHWR




HcTpaxkyBamara MoKaKyBaaT JIeKa
HACTaBHUIIMTE U JiellaTa CMETaar JeKa
(pM3UUKOTO BOCIIMTAHUE TpeOa Ja Oujie

npes ce “3a0aBHO U UHTEPECHO”

0 (Chin, 2012; Garn & Donetta, 2006; O’Reilly et al., 2001)







METOOM

UCINMUTAHULUMA 134 15 OcHOBHM 5 rpaposu

OA0E/1EHCKMU BO
yYnauwTa :
HaCTaBHULUM MakegoHuja

UHCTPYMEHT

9 ajremu

METOOWU: ananuTu4ko — AeCKpUnTUBEH



PE3YJITATHU

= IPUMEHA HA NIOABUKHUTE UT'PU BO PA3JIMYHU ®A3U O] YACOT I10 30

Movement games in introduction part at Movement games in main part of PHE

PHE classes clansci Movement games at ending part of
PHE classegameﬁm
ne;er “8‘9’:' sometimes never e
0% etimes o 6% 1%
o 6%
always &
LSIEEN oTieEn
often 50%
TR 43%

O 40- 49% 4ecTo ru NpUMeHYBaaT MOABWKHUTE UTPU
L 45- 52% cekoraill Kora e BO3MOXXHO ' MIPUMEHYBaaT MOJIBUKHUTE UTPHU

C






WU3paboTtka Ha HacTaBHM MaTepujanu
Yuerse H13 MoABKHY UIipU NnpUMMeHeTH BO Urpa Ha 4ac no ®30

Edektn
U Ce HagMuHyBa HeJOCTATOKOT Ha CMpaByW U PEKBU3UTK

U MHTepecHm 3a geuara

O MOXHOCT 32 XONUCTUYKO Y4eHe

O MpumeHa Bo cnopTcka can, yYnniuLLeH ABop, YYMHULA




PE3YJITATHU

= IPUMEHA HA TPAAULIUOHAJIHHU TIOABUKHUTE UTPU BO HACTABTA I10 930

‘f'\ /'~

Use of traditional movement
games

always
33%

AKIIEHT Ha
TpaJuliMjaTa,
KyJITypaTa HO U
ABUKEHETO

He 6apaaT nmocebHuU
IIPOCTOPHU U

OB0O3MOXKyBaaT
BKJIyYyBake Ha

MaTepUjaiHU :
CeMeCjTBOTO

YCJI0BU




[IpYMeEHaHaVIIFBOIHACTABATa 10/ P3O

Use of ICT to demonstrate new
movements

always
17%

bmetimes
28%

Demonstration by students in main part
never

Use of PE contents as active break

never
4%

MPUMEHA HA BRAIN BREAK — online platform




JIpyMEHa Ha MySUKaVIIFBOIHACTaBaTd 110/ PS50

37% noHekoraLu

34% uecTto
25 % cekoralu Kora
€ BO3MOXHO




3AKNy4oLun U NPENOPAKHU

d3NnU4HN

METOAN U 3aBucaTt of [leteTo 1 HeroauoT
npucTanu Bo KpeaTuUBHOCTa Ha Vé:Tegﬁganoi%ang e
HacTaBHaTa HaCTaBHUKOT 4 3 P

npotec

acTaBHULMTE

T ) e CE okony Hac e

pecypc 3a y4yewe

noaroTear BO TeK
Ha WHULW]aNHOTO




Bl bJIATOJAPAM 3A BHUMAHUWUETO
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