
 

IMPLICATION OF MENTAL EFFORTS DESIGNING 
EXERGAMES CURRICULUM IN MODERN TIMES IN 

PAKISTAN 
 

Prof. Iqbal Ahmed Qureshi (Late), Shahzaman Khan and 
Prof. Dr. Yasmeen Iqbal 

  

ABSTRACT 

 

The implication of mental efforts in designing physical education 
curriculum in modern times provides favorable environment for this 
academic discipline contribute to motivate the trainee players engaged in 
physical education activities to make the people physically fit in the national 
community as students often continue to exercise to increase their ability 
through moderate work outs concentrating to improve their skills in the 
societal community. The authors have briefly described the benefits of mental 
efforts in receiving the advantages  adopting physical education curriculum 
through displaying sports video games in modern-day physical education 
course while discussing the importance of sports videos in the learning 
process worked out in physical education courses of academic institutions 
adopted in many civilized nations world over, considering the importance 
universally recognized to recommend to impart teaching and training 
through displaying exergames (telecasting sports games on videos) 
understanding the techniques of the games on television received enormous 
value in making outstanding athletes to follow modern procedure to receive 
the advantages of learning new  techniques to recommend  advanced 
training exercises in contributing student-players to appreciate the effects of 
moderate exercises carried out in achieving  significant training to support 
players in producing to testify  in adjusting the players’ fitness preparation 
to participate in lifelong exercises adopting variety of physical activities to 
make individuals physically healthy in the societal community as 
ddisplaying videos on TV provide exercise and gaming techniques emerge as 
the innovative tool to settle the crisis. only prevalent as part of students’ 
physical education classes as  summarizes the literature on  the mentioned 
subject matter, emphasizing on their potential to improve student-players’ 
physical health along with various social activities, and academic 
performance in the academic institutions and  hopefully in future years, 
Pakistan  may display and telecast the modern sports techniques on known 
national television channels. 

Key words: Youth, obesity control, social, cognitive, developments, benefits, displaying exergames, 
public health, recreation, situational learning, process. 
 

INTRODUCTION  
In recent times training pro-

vided to young individuals thr-
ough displaying sport videos 

offer excellent opportunities to 
coaches and players to under ta-
ke the physical activity courses 
as optional subject of physical 
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education discipline as it has be-
come interesting and motivatio-
nal to both skilled and unskilled 
student-players receive  potential 
improvement in their strength 
and duration of physical activi-
ties working in the time frame 
work of assigned exercises incre-
ased  motor skills, strength and 
encouragement in enjoying the 
assigned training activity progra-
ms provided to players express-
ing the physical evidence to sup-
port the physical education acti-
vity courses,  student-players un-
der take ranging from primary to 
high school levels and players 
were satisfied  with providing tr-
aining through displaying parti-
cular sports videos assist techni-
cal guide lines in improving  the  
interest and advantages of such 
training imparted to players time 
and again.  The self-satisfaction 
in achieving the adequate results 
of physical activities and other 
sports telecasted considering the 
situational interest often increase 
students' ability to display sports 
videos in better way in the adva-
ncement of the intensity of phy-
sical activity under taken by ren-
owned sports persons  in the 
community.  

The authors have attempted 
to provide exceptional founda-

tion of viewing the sports video 
games to elaborate the techniq-
ues of shadow training helping 
to analyze the findings of physi-
cal education curriculum learn-
ing to examine the benefits of di-
splaying video games on televi-
sion. Further, investigate its diff-
erent methods in which parti-
cular sports has been  telecasted 
to integrate with modern-day 
approaches of physical education 
curriculum to consolidate the 
work of young persons viewing 
with different approaches to def-
ine the importance of visualizing 
the, assigned academic training 
curricula displaying particular 
sports videos watching on televi-
sion organized for learning pro-
cess and argued viewing  sports 
games shadow training prog-
rams also motivate individuals 
towards  physical activities to di-
splay shadow exercises to ach-
ieve the real target of the arra-
nged competitions offer ample 
opportunities to increase studen-
ts’ learning process to help in so-
lving problems, and ability to fu-
rther revaluate the fitness of the 
trained individuals of the society 
and the concept of learning thro-
ugh displaying through parti-
cular sports videos produced and 
supervised to adjust the physical 
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activity strategies to facilitate the 
lifelong participation of the indi-
viduals of the nation.  
 
Shadow Practice of Displaying 
Video Games  
 

Many studies provides signif-
icant evidence in favor of contri-
buting displaying shadow games 
of sports activity of physical edu-
cation on television for providing 
the technical guide line to athle-
tes and concern with the inten-
sity of physical activity progr-
ams, and findings were quite 
positively in involving players in 
shadow practices to participate 
in particular games help them to 
engage in physical education 
programs of athletes to improve 
their performance in the comp-
etitions and its importance could 
be compared with displaying  
particular sports videos with 
other physical activity progra-
ms comparing with students par-
ticipation in rhythmic dance  exe-
rcises sparing time participants 
spent in aerobic dance exercises 
and also find out the ways of 
self-efficacy, enjoyment, and oth-
er cognitive mediators  showed 
players’ willingness to engage in 
sports and other physical activi-
ties in contributing the continu-

ance efforts of the participant 
athletes. Similarly, Sheehan and 
Katz have described to compare 
with displaying  particular sport 
telecasted on television describ-
ing its importance on describing 
the latest techniques employed  
to world fame athletes in  mod-
ern times designed to enhance 
agility, speed and coordination  
among athletes and organizers in 
judging the  time of rhythmic fo-
lk dances along with applied 
strength, flexibility, and body en-
durance, location and force app-
lied in body movements and  
study combined with other stu-
dies make understandable that 
displaying sports videos on tele-
vision screen to find out the wea-
knesses and advantages of reno-
wned athletes may acquire  their 
information regarding their rou-
tine  physical exercises in situa-
tional interest to motivate in par-
ticipating in physical education 
activities to acquire satisfaction 
and enjoyment in undertaking 
the work outs regularly. Dis-
playing shadow practice for trai-
ning develop favorable situation 
in managing sports videos on 
television along with other phy-
sical activities as number of 
evidences demonstrate improv-
ing the quality of sports grad-
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ually develop players' physical 
activities effectively as compared 
to multi-activity programs displ-
aying particular game on regular 
basis to support the players in 
encouraging to participate  in vi-
deo games as players more often 
prefer such type of sports activity 
planned for longer durations as  
compared with small level inte-
nsity of physical activity carried 
out during play time, referred to 
lower level skilled athletes parti-
cipating in competitions. But, 
their concern remains on trainee 
participants displaying the tech-
niques of particular sports videos 
on television as  beginners rarely 
permit to participate in advanced 
level sports activities and other 
related physical activities compa-
red with fitness-oriented training 
lessons, such as jumping, runn-
ing, jogging, and conducing aer-
obic exercises to engage the tra-
inee participants in moderate 
exercises to enhance gradually 
towards vigorous physical work 
outs in performing adequate spo-
rts  activities displaying on vid-
eos to acquire the reduced time 
for physical  fitness training refi-
ning eminent players participa-
ting in the competitions. 

The studies, further recomm-
end displaying video games on 

television related to the reduc-
tions of waist circumference in 
sports and other physical acti-
vities carried out in the society,  
measuring frequently the body 
mass index and checking the per-
centage of body overweight vie-
wed among athletes, strongly fa-
vored some of the sports in cond-
ucting  to reduce weighing scale 
with sound body posture having 
strength to hold agility abilities 
without displaying video games 
activities organized in the soci-
ety, describing the achievements 
in bringing  adequate results on 
cumulative physical activity pro-
grams associated with displaying 
particular sports on television fo-
und that who watch consistently 
hold comfortable experience in 
displaying  sports videos agreed 
to telecast at higher level sports 
competitions, find difficulty in 
maintaining the performance of 
athletes  for longer time as inexp-
erienced sports players hold lo-
wer level intensity in physical ac-
tivity programs performed by th-
em in the societal community of 
the nation, find little difference  
in better conditioning of the pla-
yers to acquire higher motiva-
tional status honored  players to 
play with experienced players 
during competitions, but results 
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received were not found satisfa-
ctory as during the time of school 
vacations very few student pla-
yers showed their interest to par-
ticipate in displaying sports vid-
eos in summer and winter vaca-
tions, becomes one of the impo-
rtant reasons in occurring drastic 
reduction in physical activities 
among student players as idlen-
ess develop among student pla-
yers during vacations make them 
ineffective to perform well in co-
mpetitions,  provide assurance to 
achieve required results compa-
ring with time periods between 
summer and winter holidays, 
finding decrease in the intensity 
of physical activities among athl-
etes. The renowned sociologists, 
Sheehan and Katz has rightly re-
ferred about displaying video sp-
orts on television emphasize on 
holding basic training courses to 
work in strengthening student 
players’ body balance during 
competitions, stress more on exe-
rcises displaying on video games 
activities considering the impor-
tance of designing the curricu-
lum on this developing discipline 
as many scholars felt pleasure in 
conducting the classes for couple 
of weeks to compare and comp-
ete with the role of instructor of 
physical education in teaching 

the courses, focusing their inter-
est on agility of participating 
players, their body balance with 
adequate coordination of physi-
cal education activities conduc-
ted in the community. The stud-
ent-players experienced enough 
to work on designing to display 
video games curriculum to impr-
ove their achievement on human 
body exposure learning training 
from their instructors discussing 
about working on their body bal-
ance coordination as it provides 
effective modus operandi in con-
ducting and arranging such sp-
orts programs advocates in dis-
playing particular games justify-
ing its significance of displaying 
the games on videos to sports pe-
rsons keenly interested in health-
ful activities of the society. The 
enthusiasm cause imagination in 
students' feelings extend as stu-
dent players enter the gymnas-
ium equipped with displaying 
particular sports facilities with 
sufficient opportunities to parti-
cipate in different individual and 
team games displaying videos on 
television to create more interest 
among student-players in moti-
vating them to participate in co-
mpetitive sports activities, found 
beginners  possess no experience 
in displaying sports videos adeq-
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uately that become one of the re-
asons of decreasing the physical 
activities among players in the 
community of the nation  repea-
ted public relations over the 
time, but some of the players 
avoided to participate again in 
already exposed sports activity 
as only interested student play-
ers could feel comfortable in rep-
eating the sports environment, 
desired to telecast particular spo-
rts videos effectively to demon-
strate in drop off situation with 
increased intensity of physical 
activity as their knowledge level 
has  increased quickly during 
competitions as studies under-
taken by Hawkins and Stouter 
expressed displaying such sports 
measures the contestants moti-
vate to participate in physical ac-
tivities in favorable conditions 
providing healthy physical activ-
ities among players. Further, des-
cribed untrained student-players 
often show their reluctance am-
ong participating sports activities 
based on traditional environment  
feel uncomfortable playing with 
inexperienced student players as 
found in the studies of 
Hawkins  that children and 
adults enjoy the challenges to 
maintain their influence on 
displaying sports videos in the  

societal community as many 
participants showed th-eir 
interest to continue exercising to 
keep them physically fit and play 
games regularly to reduce the 
weight through daily exercise 
training and some times feel dul-
lness in the play fields where  ot-
her scholars  found increased  
motivational level of being over-
weight  student players and fur-
ther  initiated the players were 
motivated to play sports videos 
on television viewing the folk 
and western dances as being soc-
ially interactive nature in  desig-
ning the curriculum displaying 
video games on television as 
many scholars could not find 
significant difference in gender 
proposition describing about 
their weight position. Conseque-
ntly,  appear to attract  players 
feel  reluctant to participate in 
sports and some recreational ph-
ysical education, attract  students 
on undertaking physical exerci-
ses inside gymnasium as initial 
step to encourage the players to 
participate willingly after school 
timings and grown up individu-
als engaged in sports activities 
after discharging their duty ho-
urs effectively. 
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Enjoyment Participating in 
Sports and Physical Activities 
 

The rise in number of stude-
nts’ enrolment brings satisfaction 
and enjoyment in undertaking 
physical education training prog-
rams regarded as central pheno-
mena to create meaningful expe-
rience in physical education acti-
vities comparing experts and tra-
inees’ of sports events found trai-
nees require experience of higher 
level enjoyment in works out co-
mparing with traditional exerci-
ses enhancing the satisfaction 
making  easier course for players 
to maintain regular daily exerci-
ses and further studies confir-
med that experienced players de-
monstrated inherent motivation 
during  displaying such games in 
the competitions, even perform-
ing exercises of lower physical 
intensity feel enjoyment  in parti-
cipating sports to continue their 
engagement in physical educa-
tion to prepare for future phys-
ical activities programs under ta-
ken in the community where as 
the objective of enjoyment, carr-
ied out in physical activities, and 
engagement many physical edu-
cation programs, often take time 
as resources constraint the limits 
students' opportunities to experi-

ence with the benefits involved 
in modern physical education 
courses provided in the society. 
 
Physical Education Curriculum 
Displaying Through Sports Videos 
 

The displaying games and 
sports has potential to contribute 
to physical education programs 
competitions has been believed 
to be modern-day activity has pr-
eference to develop student-
players enjoyment in physical 
education activity programs con-
tributing its goals to experienced 
persons displaying sports videos, 
recommend learning environm-
ent where students find appreh-
ension in their efforts in solving 
the problems confronted to them 
in the society. In conducting reg-
ular physical education classes 
many players find recreational 
activity of physical education, 
while defining the traditional pr-
ograms to student players that as 
compared with performing tradi-
tional dance activity that reflect 
programs that focus on many di-
fferent sport activities as stude-
nts often start lessons to avail 
modest training techniques in 
strengthening warm-up exercises 
with some jogging before spend-
ing the remaining instructional 
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time in game play. This curri-
culum is characterized by limited 
skill and tactical development 
with a few skilled students hig-
hly motivated to participate in 
moderate intensity activities as 
many students engage themsel-
ves in light exercises and situa-
tional interest motivates for so-
lemn efforts to achieve the skill-
fulness among the participant 
players and little skilled players 
were reluctant in improving their 
skills to feel enjoyment in inspi-
ring  players to participate in 
active lifestyle to construct recre-
ational environment in the com-
munity. 
 

The displaying performance 
on video sports activities imple-
ment without any difficulty to 
work out recreational physical 
activity displaying videos on te-
levision before the community  
people offer substantial opportu-
nities to student players to recall 
the enjoyment moments received 
in interested sports and physical 
activities of their choice, empha-
sizing to generate favorable atm-
osphere in contributing players' 
willingness to engage them with 
untrained players in accepting 
the challenges confronted them 
as they experience little concern 

over recommending enough op-
portunities to investigate the ass-
igned research matter in spite of 
situational interest has been re-
duced dramatically over the time 
as players' ability to perform dis-
playing  particular videos deve-
lop the techniques  to improve 
intensity level of physical activi-
ties in the societal community of 
the nation. 
 
Health-Oriented Physical Edu-
cation Activities 
 

In recent times most of the 
physical education programs 
focus on recreational objectives 
and many programs oriented to-
wards public health issues pay-
ing attention on physical educ-
ation lessons on physical activity 
orientation as its main purpose 
to make students physically ac-
tive within the assigned research 
work to complete it during ins-
tructional time as many students 
participate in aerobic sports exer-
cises as essential part of the les-
sons for players involved in im-
proving the strength and endur-
ance exercises helping cardiova-
scular fitness of the players dur-
ing the class timings, trained stu-
dent players often enjoy physical 
activity programs find satisfac-
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tion in the challenges confronted 
them to accomplish the designed 
objectives, where as less skilled 
players possess low level energy 
among students often acquire 
advantage from outside motiva-
tion to encourage them to make 
active to maintain sound heart 
rate pulse as physical education 
programs are based on regular 
physical activities so that child-
ren and adolescents meet  the 
physical activities and guidelines 
from instructors’ coaching time, 
if he finds necessary. 
 

The developers, trainers, and 
epidemiologists seized high ho-
pes in improving to display sorts 
videos has become fundamental 
activity in public health orienta-
tion on designing physical acti-
vity curriculum as many persons 
involved in the development of 
displaying video sports videos 
learning express student players 
received multiple opportunities 
to participate in such type of 
videos to telecast on televisions 
to develop their ability to play 
effectively, allow them to exerc-
ise for longer durations, depen-
ding on frequent changing surro-
undings provide ideal environ-
ment to decrease boredom often 
found in some of the trained ath-

letes performing adequately in 
displaying physical education 
programs and such environment 
described the different experien-
ces observed exciting arrange-
ment in challenging the trained 
players, but many  impendent 
scholars hesitate to decide whe-
ther displaying sports on televi-
sion will meet the required int-
ensity to motivate the objectives 
required for health and physical 
education activities in the comm-
unity, despite the fact displaying 
various games on videos appear 
to feel uncomfortable in stimula-
ting the environment among stu-
dent players declined for longer 
period often find difficulties in 
monitoring the assigned research 
work. 
 

Further, physical education 
programs mainly focused on im-
proving student learning process 
associated with physical activity 
skills relating to particular sport 
and physical fitness of the play-
ers having cognitive knowledge 
in their sport performance posse-
ss adequate knowledge on fitness 
issues, finding affective  leader-
ship in goal-setting, and achiev-
ing intrinsic motivation in com-
pleting the process of physical 
activities among players as many 
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well-informed programs incor-
porate the fundamental purpose 
in finding recreational participa-
tion for enjoyment and improv-
ing public health programs, orie-
nted towards physical education 
teachers were not satisfied until 
students accomplish the appro-
ved level of training provided to 
participant student players to re-
ceive unsatisfactory desire in the 
accomplishment educational ph-
ysical education program. 
 

The trainee participants after 
completing their course work no-
rmally develop right directions 
towards players’ performance in 
competitions as successful learn-
ing process brings substantial 
change in behavioral attitude in 
defining the cognitive learning 
process effectively bringing cha-
nges in analyzing the reasons 
individual's receive knowledge 
of physical education programs 
in the community and academic 
institutions, facilitating the stu-
dents to under take  the courses 
on this important discipline in 
modern times requires designed 
lessons constructing number of 
management skills, and provid-
ing fitness issues based on their 
performances in training sessi-
ons,  with instructional time eff-

ectively find out the results while 
examining the out put such ga-
mes   interest  and enjoyment felt 
in physical activities worked out 
in recreational and health orien-
ted physical education discipline, 
little research work has been car-
ried out in Pakistan, therefore, 
enough research is not available 
in telecasting particular sports vi-
deos  that help in improving  stu-
dents' body balance displayed in 
above mentioned sports videos 
events has rarely scrutinized  ph-
ysical education  programs, wh-
ere their main objective has com-
mand on understanding displa-
ying techniques of video games 
telecasted on television. There 
seems little evidence is available 
to propose for displaying such 
games could be referred as viable 
perspective to educate cherished 
educational objectives in settling 
the problems of decision-making. 
The displaying  sports videos on 
television activities possess brig-
ht potential to reach towards the 
targeted goals as many players 
check themselves the heart pul-
ses displaying games telecasted 
on television as concept was ba-
sed  on teaching lessons on learn-
ing body structure of the partici-
pants responding the exercise in-
tensity participants involved in 
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organizing such sports videos on 
TV displaying in teaching the co-
mmunity individuals as lessons 
were taught learning the funda-
mental objectives associated with 
caloric balance and energy expe-
nditure among players during 
physical exercises, embedded  to 
provide adequate learning about 
displaying sports videos create 
environment ideal location to 
integrate the physical activities  
bringing affective cognitive resu-
lts of the educational physical ed-
ucation learning lessons extend  
immediate benefits to student pl-
ayers expecting to participate for 
longer time to contribute efficie-
ntly, achieving the physiological 
benefits of physical activity as 
performed athlete players subsi-
de the cognitive principles’ freq-
uency associated with intensity 
and progress of the performance 
continue to endure for long time 
in understanding the techniques 
of displaying the videos on tele-
vision provided it has been 
conceptualized within  the frame 
work of physical education envi-
ronment understanding to guide 
the development in the curricul-
um televised in the interest of all 
participants in the country as 
many learning supposition emp-
hasize the role of the learner as 

vital foundation in learning pro-
cess mainly rely on physical ed-
ucation courses framed around 
active participants engaged in re-
concile the experience with bod-
ily responses of getting results 
considering increase to reach rea-
sonable objectives they construct 
meaning from their experience, 
focus on solemn gaming as situ-
ational learning experience the 
player, displayed in video games 
to create educational gaming ex-
perience limited to physical acti-
vity programs undertaken in sit-
uational interest  to motivate the 
participant players. Thus, differe-
nt players play the same game 
with different ambitions and in-
tentions to define the achievem-
ent received in different acade-
mic institutions with complex en-
vironments extend authentic so-
urce of relational learning such 
sports on videos providing out-
standing example of learning en-
vironment reflect the characteri-
stics of trained video sports 
organizers interacting the move-
ments of physical education pro-
vide educational environment to 
participants of such activity. She-
ehan and Katz have discussed on 
the agility and body balance as 
learning environment of different 
types of games were chosen for 
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displaying videos on TV. The co-
ntent of the game includes not 
only the skills of the game itself, 
but also the physical and cogni-
tive challenges that must be mas-
tered to move in higher level. 
 

One of the advantages of dis-
playing video games provides 
the opportunity to engage playe-
rs physically and mentally active 
in displaying the gaming experi-
ence where organizers experie-
nce most of their life time displ-
aying video games setting feel 
happiness in showing the involv-
ement in such activities to achie-
ve experience in displaying vi-
deo games on television. The 
social interactive aspects of some 
exergmes and physical education 
relating to displaying video  ga-
mes and without doubt  some 
players find themselves fascina-
ted with displaying video games  
describing information of partic-
ular video games helping players 
feel satisfied they were conven-
iently shifted to another place in 
time during training to avoid th-
eir daily concerns of the chang-
ing time as players engage comp-
letely in a different breathing sp-
ace often with a new set of chara-
cters that quickly become friends 
and players often emphasize on 

interactions within the commu-
nity of learners student players’ 
willingness to engage their effo-
rts in such activities to perform 
in the community. The cognitive 
commitment, physical, and emot-
ional engagement of players pr-
ovides unique opportunities to 
engage more on fitness exercises 
as players often develop affection 
on particular game characters as-
sisting team members in making 
uncomfortable opponents due to 
their body balance in the impro-
vement of displaying video ga-
mes on television. 
 
Conclusion  

In concluding the physical 
education curriculum has achie-
ved promising place for young 
players to telecast video games 
presenting effective academic se-
ttings as many of the teenagers 
playing  computer to display vi-
deo games used in some schools 
in Pakistan charging high fees to 
meet the expenses displaying 
sports videos incorporated with 
physical education classes in sch-
ools during free hours, lunch-
times, and after the closing times 
of schools as displaying video 
sports games  received favorable 
response from players, students 
and parents. The displaying spo-
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rts videos on television help in 
communicating the warnings to 
the trainee players who live in 
unsafe  areas  cost  more display-
ing games on television has been 
the delicate barrier in conducting 
the fitness programs to the nat-
ions, involve high  price as com-
pared with expenditures occurr-
ing on various exercises with 
modern equipments in Pakistan 
such as stationary bicycles, row-
ing machines; presently young 
generation play video games 
more often discussing whether 
displaying these games has been 
the good investment in establi-
shing school systems in their 
locality depends on  sustainable 
physical activity performed time 
again in order to maximize effec-
tiveness of schools through disp-
laying  video games on television 
to integrate physiological measu-
res in schools. The physical edu-
cation courses adopt organizing  
video games routinely to optim-
ize health warm-up of low-inten-
sity develop maximal heart pu-
lses in cool-down physical acti-
vities of  higher intensity exer-
cises to maintain heart rate pul-
ses to resting level position mea-
sured earlier and such a routine 
work is possible  to be taught in 
school during physical education 

classes and home works assigned 
to children as  immediate behavi-
oral change was observed  lear-
ning and implementing the chan-
ges in their behavioral  attitude 
enhancing the experience if stud-
ents feel reluctant to learn fitness 
exercises along with maintaining 
skills to increase their ability and 
willingness to participate in phy-
sical activities undertaken for 
entire life of the players. 
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