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1. Introduction
Digital transformation is profoundly changing higher education, from modes of teaching organization, assessment, and learning-resource development to the management of learning processes and learner support. In this context, lecturers’ digital competence has become an important component of professional competence. Lecturers need to be able to use digital technology to design lectures, exploit learning resources, organize teaching activities, assess learning outcomes, communicate with learners, and develop professionally in digital environments. The European Commission’s DigCompEdu framework identifies educators’ digital competence as a system of competences associated with professional engagement, digital resources, teaching and learning, assessment, learner empowerment, and facilitating learners’ digital competence. Meanwhile, the UNESCO ICT Competency Framework for Teachers emphasizes the development of teachers’ technological competence as a condition for innovating teaching and improving the quality of education (Redecker, 2017).
In Vietnam, digital transformation in education has been identified as an important policy orientation. Decision No. 749/QD-TTg of 2020 approving the National Digital Transformation Program to 2025, with orientations to 2030; Decision No. 131/QD-TTg of 2022 approving the project on strengthening the application of information technology and digital transformation in education and training; and Decision No. 146/QD-TTg of 2022 on raising awareness, universalizing skills, and developing human resources for national digital transformation have created a policy basis for promoting digital competence in the education system. More recently, Circular No. 02/2025/TT-BGDDT stipulating the Digital Competence Framework for Learners further demonstrates the trend toward standardizing digital competence in Vietnamese education. These orientations impose an urgent requirement on higher education institutions to develop digital competence among their lecturers (Ministry of Education and Training, 2025).
However, in the field of physical education and sports, teaching is closely linked to theory, practice, technical coaching, physical fitness assessment, and the monitoring of learners’ motor-skill progress. Therefore, the digital competence of lecturers at Da Nang Sports University cannot be understood merely as the ability to use common digital tools such as email, PowerPoint, Google Forms, or online teaching platforms. This competence should include the ability to design digital learning resources for practical courses, use videos to illustrate and analyze movement techniques, exploit technology to support the assessment of training outcomes, manage learning data, and guide students’ self-study in digital environments. Accordingly, the central scientific task at present is to accurately assess the current situation, develop a digital competence framework, identify influencing factors, and propose an appropriate system of solutions to improve the quality of teaching, coaching, research, and learning management in digital environments.

2. Theoretical Basis and Research Methodology

Digital competence is understood as the ability to use digital technology effectively, safely, responsibly, and creatively in learning, work, communication, problem solving, and professional development. In higher education, lecturers’ digital competence is directly associated with professional activities such as lesson design, exploitation of digital resources, teaching organization, assessment, learner support, scientific research, and participation in academic communities in digital environments. This approach is consistent with the European Commission’s DigCompEdu framework, in which educators’ digital competence is structured into areas such as professional engagement, digital resources, teaching and learning, assessment, learner empowerment, and facilitating learners’ digital competence (Redecker, 2017). In addition, the UNESCO ICT Competency Framework for Teachers emphasizes the role of information and communication technology competence in teacher education, teacher professional development, and educational innovation in both general education and higher education (Mtebe, 2020; Moore, 2016).
Recent studies show that the digital competence of university lecturers is a multidimensional construct influenced by both individual factors and institutional conditions. A systematic review of standards for lecturers’ digital competence in higher education indicates that current studies often focus on three main directions: developing competence frameworks, designing diagnostic instruments, and proposing training programs. However, a remaining issue is the absence of absolute consensus on the competences that university lecturers need to master in digital environments (Basantes-Andrade et al., 2022). Another review on digital teaching competence in higher education also emphasizes that universities need to develop lecturers’ digital competence as a condition for innovating pedagogical methods, adapting to digital learning environments, and improving training quality (Fernández-Batanero et al., 2021).
In this study, the digital competence of lecturers at Da Nang Sports University is approached by selectively inheriting international competence frameworks while adapting them to the specific characteristics of the physical education and sports field. Training in physical education and sports combines theoretical teaching, technical practice, motor coaching, movement observation, and assessment of learners’ training outcomes. Therefore, in addition to universal digital competences, lecturers need to be able to use videos, visual learning resources, software for technical analysis, tools for managing training processes, and technology-enabled forms of practical assessment. On this basis, the article uses an assessment framework consisting of seven competence domains: basic digital technology use at work; design and use of digital learning resources; organization of teaching activities in digital environments; learner assessment using digital technology; communication, collaboration, and learner support in digital environments; professional development and research in digital environments; and digital safety, ethics, and responsibility. Each competence domain is specified into observed variables measured on a five-point Likert scale. This design allows digital competence to be assessed by component rather than merely offering a general judgment about lecturers’ level of technology use.
The study was designed as a descriptive and quantitative analysis, combined with the use of several open-ended opinions to provide additional grounds for proposing solutions. The survey respondents were lecturers currently working and teaching at Da Nang Sports University. The data collection instrument was a questionnaire developed based on digital competence frameworks for lecturers and adjusted to fit the distinctive features of physical education and sports training. The questionnaire consisted of four groups of content: respondents’ general information; lecturers’ digital competence; factors affecting digital competence; and training needs and proposed solutions. The digital competence scale included 28 observed variables structured into seven competence domains, with all observed variables measured using a five-point Likert scale. Survey data were processed using descriptive statistics, including frequency, percentage, mean, and standard deviation. The reliability of the scale was tested using Cronbach’s Alpha. When the data met the necessary conditions, the study could compare mean scores across lecturer groups by age, academic qualification, teaching seniority, and course characteristics. Digital competence levels were classified by mean score as follows: 1.00-1.80 = very low; 1.81-2.60 = low; 2.61-3.40 = average; 3.41-4.20 = good; and 4.21-5.00 = very good. This processing method helps identify strong competence domains, competence gaps, and priority areas for professional development, thereby ensuring that the proposed solutions are grounded in empirical survey data.
3. Research Results & Discussion
3.1. Current Status of Digital Competence among Lecturers at Da Nang Sports University, Vietnam
The study was conducted based on 86 valid survey responses collected from lecturers currently working and teaching at Da Nang Sports University. The sample distribution was relatively consistent with the characteristics of the university’s lecturer workforce: males accounted for 57.0% and females for 43.0%; the age group from 40 to under 50 represented the largest proportion, at 39.5%; most lecturers held a master’s degree, at 74.4%; and the group with 10 to under 20 years of teaching experience accounted for 45.3%. Regarding teaching characteristics, lecturers in charge of practical courses accounted for 45.3%, those teaching both theory and practice accounted for 34.9%, and those mainly teaching theoretical courses accounted for 19.8%. These results clearly reflect the training characteristics of Da Nang Sports University, where teaching activities are closely linked to technical practice, motor coaching, and physical competence assessment. Notably, only 45.3% of lecturers reported that they frequently or very frequently use digital technology in teaching, while the remaining 54.6% use it occasionally, rarely, or almost never. This indicates that the application of digital technology among lecturers has a certain foundation but is not yet truly consistent.
Before analyzing the current status of digital competence, the reliability of the scale was tested using Cronbach’s Alpha. The test results show that all scale domains achieved acceptable reliability, with Cronbach’s Alpha coefficients ranging from 0.748 to 0.821. The Cronbach’s Alpha coefficient for the entire scale was 0.908, indicating that the scale has good reliability for use in subsequent analyses.
Table 1. Reliability Test Results for the Digital Competence Scale
	Competence domain
	Number of observed variables
	Cronbach’s Alpha
	Conclusion

	Basic digital technology use at work
	4
	0.774
	Accepted

	Design and use of digital learning resources
	4
	0.821
	Accepted

	Organization of teaching activities in digital environments
	4
	0.796
	Accepted

	Learner assessment using digital technology
	4
	0.748
	Accepted

	Communication, collaboration, and learner support in digital environments
	4
	0.802
	Accepted

	Professional development and research in digital environments
	4
	0.783
	Accepted

	Digital safety, ethics, and responsibility
	4
	0.759
	Accepted

	Entire scale
	28
	0.908
	Accepted



The results in Table 1 show that the digital competence scale has a relatively stable structure. The “design and use of digital learning resources” domain had the highest Cronbach’s Alpha coefficient, at 0.821, whereas the “learner assessment using digital technology” domain had the lowest coefficient, at 0.748, but still remained within the acceptable threshold. Thus, all 28 observed variables across the seven competence domains can be used to analyze the current status of digital competence among lecturers at Da Nang Sports University.
Table 2. Descriptive Statistics for Basic Digital Technology Use at Work
	Observed variable
	Min
	Max
	Mean
	Std. Deviation

	DC1.1. Using basic digital devices in teaching work
	2
	5
	3.89
	0.81

	DC1.2. Using office software for teaching and learning management
	2
	5
	3.78
	0.76

	DC1.3. Searching, selecting, and storing digital materials for professional purposes
	1
	5
	3.55
	0.88

	DC1.4. Using online platforms in professional work
	2
	5
	3.58
	0.84



The results show that lecturers’ competence in basic digital technology use at work reached the good level in most observed variables. DC1.1 recorded the highest mean score, with Mean = 3.89, reflecting that lecturers are relatively familiar with basic digital devices such as computers, smartphones, projectors, cameras, or presentation devices. DC1.2 also reached the good level, with Mean = 3.78, indicating that office software is widely used in teaching, lesson preparation, grade management, and professional tasks. However, DC1.3 and DC1.4 had lower mean scores, at 3.55 and 3.58 respectively. This suggests that the ability to exploit, select, and store digital materials and to use online platforms has been formed but remains uneven.
Table 3. Descriptive Statistics for the Design and Use of Digital Learning Resources
	Observed variable
	Min
	Max
	Mean
	Std. Deviation

	DC2.1. Designing electronic lectures with images, audio, video, or interactive learning resources
	1
	5
	3.46
	0.87

	DC2.2. Developing or editing digital learning materials for students
	1
	5
	3.28
	0.91

	DC2.3. Using videos, images, or software to illustrate techniques and practical movements
	1
	5
	3.18
	0.95

	DC2.4. Selecting digital learning resources appropriate to course objectives and characteristics
	2
	5
	3.33
	0.82



Competence in designing and using digital learning resources ranged from 3.18 to 3.46 points. DC2.1 had the highest mean score, with Mean = 3.46, indicating that lecturers have initially learned to design electronic lectures incorporating images, videos, diagrams, or certain interactive learning resources. However, this score only slightly exceeded the good-level threshold, reflecting that digital learning-resource design competence remains at an initial stage and does not yet demonstrate a high level of proficiency. Notably, DC2.3 had the lowest score, with Mean = 3.18. This observed variable is directly associated with the distinctive characteristics of physical education and sports training, because the use of videos, images, or software to illustrate movement techniques plays an important role in practical teaching.
Table 4. Descriptive Statistics for Organizing Teaching Activities in Digital Environments
	Observed variable
	Min
	Max
	Mean
	Std. Deviation

	DC3.1. Organizing learning activities on digital platforms or learning management systems
	1
	5
	3.29
	0.86

	DC3.2. Guiding students to exploit materials, submit assignments, and discuss in digital environments
	2
	5
	3.41
	0.79

	DC3.3. Combining face-to-face teaching with online learning activities
	1
	5
	3.37
	0.88

	DC3.4. Using technology to support students’ self-study and out-of-class practice
	1
	5
	3.32
	0.92



The survey results show that lecturers’ competence in organizing teaching activities in digital environments was mainly at a high average level. DC3.2 reached Mean = 3.41, just meeting the good-level threshold, indicating that lecturers have a certain capacity to guide students in exploiting materials, submitting assignments, discussing, or interacting academically on digital platforms. However, the remaining variables did not clearly exceed the good-level threshold. DC3.1 reached Mean = 3.29, DC3.3 reached Mean = 3.37, and DC3.4 reached Mean = 3.32. These results show that digital teaching organization has not yet become a stable pedagogical process. For practical courses in physical education and sports, supporting students’ self-study, independent practice, and progress monitoring outside class through digital technology remains a relatively new requirement.
Table 5. Descriptive Statistics for Learner Assessment Using Digital Technology
	Observed variable
	Min
	Max
	Mean
	Std. Deviation

	DC4.1. Designing questions, tests, or assessment tasks using digital tools
	1
	5
	3.18
	0.89

	DC4.2. Using digital tools to store and manage students’ learning outcomes
	1
	5
	3.15
	0.94

	DC4.3. Using learning data to identify students’ progress and difficulties
	1
	5
	3.02
	0.97

	DC4.4. Using images, videos, or supporting devices to assess movement techniques
	1
	5
	3.09
	1.01



Learner assessment using digital technology is one of the more limited competence domains. All observed variables were at the average level, ranging from 3.02 to 3.18. DC4.1 had the highest mean score within the domain, with Mean = 3.18, showing that some lecturers are able to use digital tools to design questions, tests, or assessment tasks, though proficiency remains limited. Two particularly meaningful variables, DC4.3 and DC4.4, both had low scores. DC4.3 reached Mean = 3.02, reflecting limitations in the use of learning data to identify students’ progress, difficulties, or support needs. DC4.4 reached Mean = 3.09, indicating that the use of images, videos, or supporting devices to assess movement techniques has not been widely implemented.
Table 6. Descriptive Statistics for Communication, Collaboration, and Learner Support in Digital Environments
	Observed variable
	Min
	Max
	Mean
	Std. Deviation

	DC5.1. Using email, online groups, or digital platforms to communicate with students
	2
	5
	3.69
	0.77

	DC5.2. Providing feedback, support, or learning consultation to students through digital tools
	1
	5
	3.52
	0.84

	DC5.3. Collaborating with colleagues in developing lectures, learning resources, or digital professional activities
	1
	5
	3.44
	0.88

	DC5.4. Sharing materials, teaching experience, or digital learning resources
	2
	5
	3.56
	0.80



Competence in communication, collaboration, and learner support in digital environments reached the good level across all four observed variables. DC5.1 had the highest mean score, with Mean = 3.69, reflecting that the use of email, online groups, learning-oriented social networks, or digital platforms to communicate with students has become a relatively familiar activity. DC5.4 reached Mean = 3.56, showing that lecturers have also developed a habit of sharing materials and digital learning resources in the teaching process. However, DC5.3 had the lowest score in the domain, with Mean = 3.44. This result indicates that professional collaboration among lecturers in digital environments remains insufficiently strong. In other words, lecturers can use digital tools to communicate with students, but collaboration with colleagues in developing digital lectures, digital learning resources, or shared resource banks remains limited.
Table 7. Descriptive Statistics for Professional Development and Research in Digital Environments
	Observed variable
	Min
	Max
	Mean
	Std. Deviation

	DC6.1. Exploiting digital libraries, academic databases, or online sources
	1
	5
	3.22
	0.91

	DC6.2. Using software for data processing, reference management, citation, or research support
	1
	5
	2.94
	1.03

	DC6.3. Participating in online courses, seminars, or professional communities
	1
	5
	3.11
	0.96

	DC6.4. Self-learning and adapting to new technologies such as AI or digital learning-resource creation software
	1
	5
	3.05
	0.99



Professional development and research in digital environments was the domain with the lowest scores. DC6.2 reached only Mean = 2.94, below the average threshold of 3.00. This reflects that the use of software for data processing, reference management, citation, or research support is not yet common among lecturers. In the context of higher education increasingly emphasizing scientific research, academic publication, and data governance, this is a limitation requiring attention. DC6.4 reached Mean = 3.05, showing that lecturers’ ability to self-learn and adapt to new technologies such as artificial intelligence or digital learning-resource creation software remains at an average level. This result suggests that lecturers’ access to new digital tools is still largely individual and has not been supported by systematic professional development programs. Without appropriate orientation, the gap between digital transformation requirements and lecturers’ adaptive capacity may continue to widen.
Table 8. Descriptive Statistics for Digital Safety, Ethics, and Responsibility
	Observed variable
	Min
	Max
	Mean
	Std. Deviation

	DC7.1. Protecting accounts, passwords, personal data, and learning data
	2
	5
	3.55
	0.78

	DC7.2. Complying with copyright, source citation, and lawful use of digital materials
	1
	5
	3.42
	0.86

	DC7.3. Guiding students to use digital technology safely and responsibly
	1
	5
	3.36
	0.91

	DC7.4. Using AI or digital tools transparently in teaching, assessment, and research
	1
	5
	3.41
	0.88



Lecturers’ competence in digital safety, ethics, and responsibility was at a high average level, with some variables reaching the good-level threshold. DC7.1 had the highest mean score, with Mean = 3.55, reflecting that lecturers have a certain awareness of protecting accounts, passwords, personal data, and students’ learning data. However, DC7.3 reached only Mean = 3.36, showing that guiding students to use digital technology safely, responsibly, and in accordance with academic ethical standards has not yet received adequate attention. DC7.4 reached Mean = 3.41, just meeting the good-level threshold, reflecting the new requirement to use artificial intelligence and digital tools transparently in teaching, assessment, and research.
Table 9. Summary of Mean Scores for Lecturers’ Digital Competence Domains
	Competence domain
	Mean
	Std. Deviation
	Assessment level

	Basic digital technology use at work
	3.70
	0.67
	Good

	Design and use of digital learning resources
	3.31
	0.73
	Average

	Organization of teaching activities in digital environments
	3.35
	0.69
	Average

	Learner assessment using digital technology
	3.11
	0.76
	Average

	Communication, collaboration, and learner support in digital environments
	3.55
	0.66
	Good

	Professional development and research in digital environments
	3.08
	0.74
	Average

	Digital safety, ethics, and responsibility
	3.44
	0.65
	Good

	Overall mean score
	3.36
	0.58
	Average



The research results show that the overall digital competence of lecturers at Da Nang Sports University reached Mean = 3.36, classified as average but approaching the good level. The domain of professional development and research in digital environments had the lowest score, with Mean = 3.08, followed by learner assessment using digital technology, with Mean = 3.11. These results indicate that lecturers’ digital competence is currently more clearly developed at the level of basic tool-use skills, whereas competences deeply integrated into pedagogy, assessment, research, and physical education and sports coaching remain limited.
3.2. Factors Affecting the Digital Competence of Lecturers at Da Nang Sports University, Vietnam
In addition to assessing the current status of digital competence, the study further examined factors affecting the formation and development of lecturers’ digital competence. These factors were identified based on the questionnaire, including facilities and technological infrastructure, university incentive policies, training programs, time for self-study and technology experimentation, the distinctive characteristics of practical physical education and sports courses, technical support, lecturers’ awareness and readiness for innovation, and their perceptions of the role of digital technology in improving the quality of teaching, coaching, and learner assessment.
Table 10. Descriptive Statistics for Factors Affecting Lecturers’ Digital Competence
	Observed variable
	Min
	Max
	Mean
	Std. Deviation

	AF1. The university’s facilities and technological infrastructure meet the needs of applying digital technology in teaching
	1
	5
	3.12
	0.82

	AF2. The university has policies to encourage lecturers to apply digital technology in teaching, coaching, and research
	1
	5
	3.01
	0.79

	AF3. Training programs on digital technology are aligned with lecturers’ practical needs
	1
	5
	2.96
	0.84

	AF4. Lecturers have sufficient time to self-study, experiment with, and apply digital technology in professional activities
	1
	5
	2.87
	0.86

	AF5. The distinctive characteristics of practical physical education and sports courses make the application of digital technology more difficult
	2
	5
	3.64
	0.73

	AF6. Technical support from the university greatly affects lecturers’ ability to apply digital technology
	2
	5
	3.57
	0.75

	AF7. Lecturers’ awareness and readiness for innovation directly affect the development of digital competence
	2
	5
	3.71
	0.68

	AF8. The application of digital technology helps improve the quality of teaching, coaching, and learner assessment
	2
	5
	3.79
	0.66



The research results show a clear differentiation among the factors affecting lecturers’ digital competence. The two factors with the highest mean scores were awareness of the role of digital technology in improving the quality of teaching, coaching, and learner assessment (AF8, Mean = 3.79) and lecturers’ readiness for innovation (AF7, Mean = 3.71). This indicates that most lecturers are aware of the significance of digital technology and hold a positive attitude toward the requirement for professional innovation. Notably, the distinctive characteristics of practical physical education and sports courses also scored relatively high (AF5, Mean = 3.64). This result reflects the specific difficulties involved in applying digital technology to physical education and sports training, especially in content related to movement observation, technical assessment, physical-fitness monitoring, and feedback on training processes.
Meanwhile, support conditions were rated lower, including technological infrastructure (AF1, Mean = 3.12), incentive policies (AF2, Mean = 3.01), training programs (AF3, Mean = 2.96), and time for self-study and technology experimentation (AF4, Mean = 2.87). This shows that lecturers have a relatively positive perception of digital transformation, but the development of digital competence remains constrained by organizational conditions, support mechanisms, and the time available for professional innovation.
The research results suggest that solutions to enhance lecturers’ digital competence should not focus solely on requiring individual lecturers to self-study or self-innovate. The university needs to create a synchronized support ecosystem, including training programs closely aligned with needs, technological infrastructure suitable for physical education and sports training, regular technical support mechanisms, policies encouraging the design of digital learning resources, and time allocated for experimenting with teaching innovation. This provides a direct basis for identifying training needs and proposing solutions in the following sections.
3.3. Training Needs for Enhancing Digital Competence among Lecturers at Da Nang Sports University, Vietnam
To establish the basis for proposing solutions, the study surveyed the digital competence training needs of 86 lecturers. The results show that lecturers have clear training needs, concentrated mainly on content directly associated with the distinctive characteristics of physical education and sports training.
Table 11. Summary of Bases for Identifying Lecturers’ Digital Competence Training Needs
	Basis from survey results
	Statistical evidence
	Corresponding training need
	Priority level

	The distinctive characteristics of practical physical education and sports courses make digital technology application difficult
	AF5: Mean = 3.64
	Application of digital technology in teaching practical courses
	61 responses, 70.9%

	Competence in designing digital learning resources remains at the average level
	DC2: Mean = 3.31
	Development of digital learning resources, lecture videos, and interactive materials
	58 responses, 67.4%

	Competence in using technology to assess movement techniques remains limited
	DC4.4: Mean = 3.09
	Use of videos/software to analyze sport movement techniques
	56 responses, 65.1%

	The ability to self-learn and adapt to new technologies is not yet high
	DC6.4: Mean = 3.05
	Application of artificial intelligence in teaching and research
	49 responses, 57.0%

	Electronic lecture design competence is only at a relatively low good level
	DC2.1: Mean = 3.46
	Electronic lecture design
	47 responses, 54.7%

	Teaching organization in digital environments is not yet stable
	DC3: Mean = 3.35
	Use of online teaching platforms/LMS
	43 responses, 50.0%

	Digital assessment remains a weak area
	DC4: Mean = 3.11
	Design of online testing and assessment
	41 responses, 47.7%

	Digital research competence is the lowest among all competence domains
	DC6: Mean = 3.08
	Use of software for data processing, statistics, and research-document management
	39 responses, 45.3%

	Digital safety, ethics, and responsibility need continued reinforcement
	DC7: Mean = 3.44
	Information security, digital copyright, and academic ethics
	34 responses, 39.5%



The research results show that lecturers’ training needs are quite clearly aligned with the limitations identified in the assessment of the current situation and influencing factors. The most frequently selected content areas are all associated with the distinctive characteristics of physical education and sports training, including the application of digital technology in practical courses, the development of digital learning resources, and the use of videos/software to analyze movement techniques. This shows that lecturers’ training needs do not stop at general technological skills but are directed more toward competences that can be applied directly to teaching, coaching, and learner assessment. In addition, training needs related to artificial intelligence, electronic lecture design, LMS use, and online assessment also accounted for considerable proportions. These results reflect the need to develop digital competence in a direction that both strengthens foundational skills and gradually expands toward new technologies serving teaching and research. Therefore, future training programs should be designed in a tiered manner, prioritizing competences associated with practical physical education and sports teaching before expanding to digital assessment, digital research, and responsible AI use.
The training needs with the highest selection rates are directly linked to the distinctive characteristics of physical education and sports training. Specifically, 70.9% of lecturers selected the application of digital technology in teaching practical courses; 67.4% selected the development of digital learning resources, lecture videos, and interactive materials; and 65.1% selected the use of videos or software to analyze sport movement techniques. This is consistent with the assessment results, in which competences related to digital learning-resource design, movement-technique assessment, and technology application in practical teaching remained mainly at the average level. In addition, training needs for applying artificial intelligence in teaching and research accounted for 57.0%; electronic lecture design accounted for 54.7%; and the use of online teaching platforms/LMS accounted for 50.0%. These figures show that lecturers have begun to pay attention to new digital tools, but their immediate priorities remain focused on skills that can be directly applied to teaching, coaching, assessment, and student support. In other words, lecturers’ training needs are clearly practical in nature and do not merely involve improving general understanding of digital transformation. Regarding training formats, the survey results show that lecturers prioritize flexible, practice-oriented forms linked to specific areas of professional expertise.
4. Solutions for Enhancing Digital Competence among Lecturers at Da Nang Sports University, Vietnam
The survey results indicate that the digital competence of lecturers at Da Nang Sports University is currently at a high average level. Competences in basic technology use, digital communication, and digital safety are relatively strong, while more specialized competences such as digital learning-resource design, learner assessment using digital technology, technology application in practical courses, and professional development and digital research remain limited. These findings are consistent with the orientation of the research proposal, in which the research task is not limited to assessing the current situation but also aims to propose a feasible system of solutions for developing lecturers’ digital competence in the context of educational digital transformation. On this basis, the article proposes the following solutions:
First, it is necessary to develop digital competence training programs in a tiered manner and in close connection with professional characteristics. The survey results show that lecturers’ training needs are concentrated in content that can be directly applied to teaching, coaching, and learner assessment. Therefore, the university should not organize generic training courses that focus mainly on introducing tools. Instead, it needs to develop training programs based on specific competence domains. At the basic level, lecturers need to strengthen their skills in using online teaching platforms, managing digital materials, designing electronic lectures, and exploiting digital learning resources. At the advanced level, training should focus on the use of videos, movement-technique analysis software, online assessment design, exploitation of learning data, and the use of artificial intelligence in teaching and research. In particular, training programs should be grouped according to course characteristics: lecturers teaching theory, lecturers teaching practice, and lecturers teaching integrated theory-practice courses. This approach ensures that training activities are closely aligned with practical needs and avoids the situation in which broad-based training has limited transfer into teaching practice.
Second, the university should develop a system of digital learning resources serving both theoretical and practical physical education and sports courses. One of the clearest limitations revealed by the survey is that lecturers’ competence in designing and using digital learning resources remains at an average level, especially for practical courses. Therefore, the university needs to gradually build a shared digital resource repository, including electronic lectures, videos illustrating movement techniques, training guides, online question banks, practical-skill assessment rubrics, and resources supporting students’ out-of-class self-study. For practical subjects, technical videos and visual learning resources are especially important because they help students observe, compare, self-correct their movements, and monitor training progress. The development of digital learning resources should not be assigned entirely to individual lecturers; rather, it should be organized by professional groups, supported technically, and accompanied by quality appraisal mechanisms before resources are put into use.
Third, technological infrastructure and technical support for digital teaching activities should be strengthened. The survey results show that technological infrastructure, technical support, and implementation conditions remain important factors affecting lecturers’ digital competence. Therefore, the university should prioritize upgrading internet connectivity, classrooms with stable presentation equipment, recording devices, cameras, microphones, software supporting learning-resource design, and tools for movement-technique analysis. For a university of physical education and sports, digital infrastructure is not limited to computers and internet networks; it should also include field-based recording equipment, video storage tools, motion-analysis software, and systems for managing students’ learning and training data. Alongside equipment investment, the university needs to establish a regular technical support unit or team to assist lecturers in addressing difficulties encountered during lecture design, operation of digital classes, resource development, and technology-enabled assessment.
Fourth, assessment activities should be innovated toward the integration of digital technology. Learner assessment using digital technology is one of the competence domains with low mean scores. This indicates that lecturers still face difficulties in designing online tests, using learning data, and assessing movement techniques through videos or supporting devices. Therefore, the university needs to guide lecturers in developing assessment forms that combine face-to-face and online methods, final outcome assessment and process-based assessment of learning and training. For practical courses, possible approaches include submission of technical videos, use of movement-assessment rubrics, storage of student progress portfolios, video feedback, or online comments. This approach makes assessment more transparent, more data-driven, and more supportive of learners’ self-adjustment.
Fifth, the university should develop lecturers’ digital research competence and responsible use of artificial intelligence. The survey results show that professional development and research in digital environments is the competence domain with the lowest score. Therefore, lecturers need training in exploiting academic databases, using reference-management software, citation tools, data-processing software, and research-support platforms. In the context of the rapid development of artificial intelligence, the university should also organize specialized sessions on applying AI in lecture design, literature search, question development, learning-feedback support, and research-data processing. However, the use of AI must be linked to the requirements of transparency, information verification, copyright protection, data security, and academic integrity. This is an important condition for ensuring that digital competence not only enables lecturers to work faster but also helps them work responsibly and in accordance with academic standards.
Sixth, it is necessary to establish incentive mechanisms and a culture of sharing in digital transformation. The development of digital competence cannot rely solely on the individual efforts of lecturers. The university needs clear mechanisms to encourage activities such as developing digital lectures, creating digital learning resources, innovating technology-enabled assessment, sharing learning resources, and applying technology in coaching. These products should be recognized in performance evaluation, emulation and commendation, professional appraisal, or teaching innovation activities. At the same time, communities of practice among lecturers should be established, in which experienced lecturers support those with more limited competence, departments jointly develop resource banks, and effective technology-application models are shared. A culture of sharing will help digital transformation cease to be merely an administrative task and become a continuous process of professional learning within the university.
Overall, solutions for enhancing the digital competence of lecturers at Da Nang Sports University need to be implemented synchronously across skill training, learning-resource development, infrastructure investment, assessment innovation, digital research capacity building, and incentive mechanisms. The focus of these solutions is not to require lecturers to use more digital tools, but to help them use technology appropriately, effectively, and in direct connection with the specific characteristics of teaching, coaching, and research in the field of physical education and sports.
5. Conclusion
This study assessed the current status of digital competence among lecturers at Da Nang Sports University based on a survey of 86 lecturers, using a scale comprising seven competence domains and 28 observed variables. The results show that lecturers’ overall digital competence is at a high average level, approaching the good level, with an overall mean score of 3.36. Competences in basic digital technology use, communication and collaboration in digital environments, and digital safety and ethics reached the good level, while competences in digital learning-resource design, digital teaching organization, digital assessment, professional development, and digital research remained at the average level. The survey results also show that lecturers have a positive perception of the role of digital technology in improving the quality of teaching, coaching, and learner assessment. However, the development of digital competence continues to be influenced by technological infrastructure, incentive policies, training programs, technical support, time for self-study, and the distinctive characteristics of practical physical education and sports courses.
On the basis of the research results, the article proposes several key solutions, including discipline-based digital competence training, the development of digital learning resources for theoretical and practical teaching, strengthened infrastructure and technical support, innovation in testing and assessment through digital technology, development of digital research competence, and responsible use of artificial intelligence. The synchronous implementation of these solutions will contribute to enhancing lecturers’ digital competence, meeting the requirements of digital transformation, and improving the training quality of Da Nang Sports University in the current period.
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