Year 10 / Year 11 / Year 12 / Year 13
	Course

	Teacher
	Group
	Exam Dates 

	OCR A-Level PE
	HFC
	12D/Pe
	H555/01 -23rd May
H555/02 – 4th June
H555/03 – 17th June
H155/01 – 13th May
H155/02 – 20th May



	Term 1
	Spaced Learning

	WC
	Lesson Content
	Homework
	Last Lesson
	Last Term
	Last Year

	5/09/25
	Classification of skill 
	Classification of skills - YouTube watch, make notes/flash cards. Answer questions. Classification of skill questions.docx (sharepoint.com)
	
	
	

	12/09/25
	Year 12 initial assessments start
Types and Methods of practice 

	Revise content so far. 
Produce flash cards.
	Classification of skill Last week Starter.docx (sharepoint.com)
	
	

	19/09/25
	Transfer of skills Transfer of Skills.pptx (sharepoint.com)
Last week, Last month.docx (sharepoint.com)

	Transfer of skills exam questions 
Flash cards
	Classification of Skill
Types and methods of practice
	
	

	26/09/25
	Stages of learning
	

	
	
	

	3/10/25
	Guidance/Types of Feedback
	


	
	
	

	
	Year 11 Report 1 Opens  
Year 12 initial assessments end
Skill Acquisition TEST

	

	
	
	

	10/10/25
	Operant Conditioning
	

	
	Transfer of skills
Classification
Practice
	

	17/10/25





	Year 11 Report 1 Closes 
Year 13 Reports 1 Opens 
Social Learning Theory
Cognitive Theory of Learning
	


	Operant conditioning
	
	

	
	End of Term 1 Checkpoint (what will you have covered by this point)
Skill Acquisition Unit
Written test on all unit topics
Verbal recall
	
	
	
	

	22/10/25
	End of Term 1





	TERM 2 INDIVIDUAL DIFFERENCES

	07/11/25

	
	Year 13 Report 1 Closes 
Personality – Trait, Social Learning, Interactionist

	
	
	
	

	14/11/25
	Attitudes
	
	
	
	

	21/11/25
	Motivation
	
	
	
	

	
	




	
	

	28/11/25
	Year 10 Report 1 Opens
Year 11 Mocks Start 
Arousal
	Exam Style Questions
	
	
	

	05/12/25
	Anxiety
	Exam style questions
	Trait and Social Learning
	
	

	12/12/25
	Year 10 Report 1 Closes
Year 11 Mocks End
Year 11 Mock Report Opens  
Year 12 Report 1 Opens 
Aggression
	Exam Style questions
	
	
	

	19/12/25
	Social Facilitation
	Exam style questions
	
	
	

	
	Year 12 Report 1 Closes 

	
	
	
	

	
	Year 11 Mock Report Closes 

	
	
	
	

	
	Year 13 Full Report Opens 

	
	
	
	

	
	Year 13 Full Report Closes 

	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	Term 3
	Spaced Learning
	
	
	
	

	WC
	Lesson Content
	Homework
	Last Lesson
	Last Term
	Last Year

	06/01/25
	Group and Team Dynamics
	
	

	09/01/25
	Group and Team Dynamics
Steiner’s model of group effectiveness Ringelmann effect and social loafing
	
	
	
	

	13/01/25
	Year 10 Full Report Opens 
Goal Setting

	16/01/25
	Paper 2 End of unit Psychology test
	
	
	
	

	20/01/25
	Year 11 Full Report Opens 
Feedback of test
	
	
	
	8

	23/01/25
	Pre-industrial Britain
	
	
	
	

	27/01/25
	Year 10 Full Report Closes 
Year 12 Full Report Opens 
Post 1850 industrial Britain
Public Schools
	
	
	
	7

	30/01/25
	Year 11 Full Report Closes 
Year 13 Mocks Start
20th century Britain
	
	
	
	

	03/02/25
	21st century Britain
	
	
	
	6

	06/02/25
	Modern Olympic Games
background and aims (1896) • political exploitation of the Olympic Games – Berlin 1936, Third Reich Ideology – Mexico City 1968 ‘Black Power’ demonstration
	
	
	
	

	10/02/25
	Modern Olympic Games cont.
Munich 1972 Palestinian terrorism
Moscow 1980 boycott lead by USA
Los Angeles 1984 boycott by Soviet Union

Hosting global sporting events
	
	
	
	5

	13.02.24
	Hosting global sporting events
	
	
	
	

	Assessment method to be used to gauge progress

	End of Term 3 Checkpoint (what will you have covered by this point)
Skill Acquisition
Psychology
Emergence and evolution of modern sport

	
	
	
	

	
	
	
	
	
	

	Term 4
	Spaced Learning
	
	
	
	

	WC
	Lesson Content
	Homework
	Last Lesson
	Last Term
	Last Year

	24/02/25
	Year 13 Mock Reports Open 
Paper 2 Psychology and Socio cultural TEST
	
	

	27/02/25
	Paper 2 Psychology and Socio cultural FEEDBACK
	
	
	
	

	03/03/25
	BIOMECHANICS – EAPI

	6/03/25
	
	
	
	
	

	10/03/25
	Year 11 PEA’s Start
Year 13 Mock Reports Close 
EAPI
	EAPI Deadline week

	
	
	

	13.03.25
	Bio M - 1
	
	
	
	

	17/03/25
	Bio M – 2&3
	
	
	
	

	20/03/25
	Bio - 4
	
	
	
	

	24/03/24
	Bio M – 5 & 6
	
	
	
	

	27/03/25
	Bio M - 7
	
	
	
	

	31/03/24
	Bio M – 8 & 9
	
	
	
	

	End of Term 4 Checkpoint (what will you have covered by this point)
Skill Acquisition
Psychology
Emergence and evolution of modern sport
Hosting Global Sporting Events
Assessment method to be used to gauge progress

	
	
	
	
	

	
	
	
	
	
	

	Term 5
	Spaced Learning
	
	
	
	

	WC
	Lesson Content
	Homework
	Last Lesson
	Last Term
	Last Year

	22/04/25
	Year 10 Mocks Start

	
	

	28/04/25
	Year 10 Mock End
	
	
	
	

	06/05/25
	Year 10 Mock Reports Open 
Year 10 Mock Reports Close 

	12/05/25
	13th May Paper 1 AS
	
	
	
	

	19/05/25
	20th May Paper 2 AS
	
	
	
	

	End of Term 5 Checkpoint (what will you have covered by this point)

Assessment method to be used to gauge progress

	
	
	
	
	

	
	
	
	
	
	

	Term 6
	Spaced Learning
	
	
	
	

	WC
	Lesson Content
	Homework
	Last Lesson
	Last Term
	Last Year

	02/06/25
	
	
	

	09/06/25
	Year 12 Mocks Start 
	
	
	
	

	16/06/25
	Year 12 Mocks End

	23/06/25
	Year 12 Mock Reports Open 
	
	
	
	

	30/06/25
	Year 12 Mock Reports Open
	
	
	
	

	07/07/25
	
	
	
	
	

	14/07/24
	
	
	
	
	

	End of Year Checkpoint (what will you have covered by this point)

Assessment method to be used to gauge progress
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1. Apply your knowledge of the stages of learning to complete the passage below using appropriate words from those provided in the table.

Each word chosen can only be used once:

 

		erratic

		returns

		imagery

		errors



		negative

		fluent

		deliberate

		inconsistent



		automatic

		extrinsic

		reactions

		intrinsic







 

		The movements of a badminton player in the autonomous stage of learning will be
................................... .

The player’s ................................... will be slower in the associative stage of learning.

In the autonomous stage of learning, the badminton player will rely more on
................................... feedback to correct errors.

In the associative stage of learning, the player still relates what they are doing back to
mental images rather than performance being ................................... .



		[4]







2. 

i. State two ways in which a coach could help a performer who is in the cognitive stage of learning move on to the associative stage of learning.

 

		

		



		

		



		

		



		

		[2]





ii. Using practical examples from sport, explain how a performer might know that they have moved on from the associative stage to the autonomous stage of learning.

		

		



		

		



		

		



		

		



		

		



		

		[3]









4. A novice learning to play badminton is in the cognitive stage of learning.

Describe what the performance would look like and using this example, explain two types of guidance that a coach may use to help this player improve. 





















 

		

		[5]







5. 

i. State two ways in which a coach could help a performer who is in the cognitive stage of learning move on to the associative stage of learning.

 

		

		



		

		



		

		



		

		[2]





ii. Using practical examples from sport, explain how a performer might know that they have moved on from the associative stage to the autonomous stage of learning.

		

		



		

		



		

		



		

		



		

		



		

		[3]







Mark scheme

 

		Question

		Answer/Indicative content

		Marks

		Guidance



		1

		

		

		Four marks from:

1. Fluent / automatic / deliberate *

2. reactions

3. intrinsic

4. automatic / deliberate *

		4 (AO2)

		* Do not accept:
The same word twice

Examiner’s Comments

Well answered.



		

		

		

		Total

		4

		



		2

		

		i

		Two marks from

 

		1.

		(positive) Feedback/Reinforcement of successful movements/actions (via knowledge of performance/results).



		2.

		Allow lots of practice/time OR trial and error/learn from mistakes.



		3.

		Help learners to understand what went wrong during any unsuccessful movements/develop intrinsic feedback.



		4.

		Demonstrations/visual guidance/help build mental picture.



		5.

		Verbal guidance to highlight relevant cues.



		6.

		Provide manual/mechanical guidance to reduce fear/develop kinaesthesis.







		2(2 × AO1)

		Accept first 2 answers only

Accept any type of practice for point 2 but must refer to volume/amount of practice.

Do not accept reference to ‘safety’ for point 6

Examiner’s Comments

Most candidates demonstrated good knowledge to answer this question with many achieving full marks, the most common responses were positive feedback and allowing practice time.



		

		

		ii

		Three marks from:

 

		1) 

		Little conscious thought is needed/movements automatic/habitual/effortless/grooved/fluent,



		

		…e.g. a hockey player receives the ball, looks up and flicks the ball over the opponents stick quickly.



		2)

		Performer is able to ignore distractions,



		

		… e.g. a football player is able to block out a noisy crowd.



		3) 

		Performer can concentrate on tactics/strategies OR has spare attentional capacity,



		

		… e.g. a volleyball player being able to change their serve to take into account the position of the opposition.



		4) 

		Performer will have quick reactions as motor programme will be properly formed,



		

		… e.g. a wicket keeper reacting to the ball glancing the bat and using the correct technique to catch it.



		5)

		Confident performance,



		

		… e.g. a high jumper being confident, and knowing they can raise the bar height.



		6)

		Performance will be of good quality/accurate and consistent/controlled/high success rate/ makes few mistakes,



		

		…e.g. a rugby player making consistently good tackles and showing good selection of tactics knowing when to kick/ run or pass the ball.



		7)

		Performer is able to use kinaesthesis/ internal feedback (to detect mistakes/improve performance),



		

		… e.g. a gymnast who is able to correct their body position to prevent themselves falling off of the apparatus.







		3(3 × AO2)

		

Must have examples to gain each mark.
Examples can be the same sport applied to each point or different sports for each point; allow multiple points embedded in same example as long as applied to the sporting context given.

Accept opposites where appropriate, e.g. ‘they don’t need to think about the movement’ (point 1); ‘not distracted from performance’ (point 2).

Examiner’s Comments

In this question candidates generally demonstrated good subject knowledge with habitual/ lack of conscious thought the most common responses given, although many responses were not backed up with sporting examples thus preventing candidates from gaining all of the marks available, candidates often repeated the same point from the mark scheme twice.



		

		

		

		Total

		5

		



		3

		

		i

		Two marks from:

1. (Whole) coach uses whole practice
e.g. teaching the entire badminton overhead clear in one go

2. (understanding/insight) coach explains a movement/tactic OR performer develops insight / understanding / perception
e.g. performer understands / coach explains why the badminton player should return a serve using an overhead clear

3. (problem solving) coach uses a problem solving activity
e.g. a badminton player works out that the overhead clear is a good way to return a deep serve.

4. (intervening variable) coach would allow for intervening variables
e.g. they could encourage the badminton player to think about the height of the serve and where the player is stood before deciding where to place the clear

5. (previous experiences) coach would refer learner to previous experiences
e.g. a badminton player recognising from past experiences that they need to use an overhead clear to return a deep serve.

		2 (2 x AO2)

		Must have examples to gain credit

Candidates must use the same eg throughout their answer

Examiner’s Comments

Answers tended to describe the cognitive theory of learning in detail and some gave one example at the end. Weaker candidates described other learning theories, referring to learning by watching demonstrations or developing S-R bonds. The strongest responses used one sporting example to back up two facts about cognitive learning theory.

Exemplar 4

[image: ]

Exemplar 4 shows a clear and concisely written response accessing full marks for this question. They have been given pt 1 (whole practice) and pt 3 (problem solving).



		

		

		ii

		Four marks from:

 

		(Positives/ strengths):



		1. (understanding)

		Performer develops a better understanding



		2. (application)

		Performer may be able to apply a skill / tactic more effectively



		3. (quick)

		Performer could find they make quick progress



		4. (future prob solve / perception)

		Helps the performer when problem solving / using perception in the future



		5. (adapt / schema)

		Enables performers to adapt to different situations better / use schema (rather than developing S – R bonds)



		6. (self correct)

		Can learn to self correct OR don’t always have to rely on a coach



		7. (whole – k feel)

		(Learning the skill as a whole) develops the kinaesthetic feel



		(Negatives/weaknesses):



		8. (whole)

		Performer might find the whole skill / tactic too difficult OR ineffective for low organisation / complex / serial / dangerous skills



		9. (motivation)

		Performer might give up easily / lose motivation



		10. (understand)

		Learning might be slower if the performer doesn’t understand OR some performers won’t understand OR might learn skills incorrectly



		11. (physically unable)

		Performer might understand what to do but could be physically unable to execute the skill



		12. (less effective than SL)

		Learning may not occur as successfully compared to watching and copying / role models



		13. (reinforcement)

		If there is no reinforcement the skill might not become as well learnt OR some people rely on reinforcement / punishment for learning



		14. (past exp)

		Might have no past experience to draw on.







		4 (4 x AO3)

		Candidates don’t have to label points as positives and negatives

Examiner’s Comments

This question examined AO3 and required an analysis. In the context of this question if we take analyse to mean ‘unpick and tell me all about’, candidates were required to focus on analysing how learning using cognitive learning affects their learning, i.e. how can it help and how can it hinder learning. The mark scheme allowed candidates to focus on either or both of these aspects. This question proved a good differentiator, as it required students to understand cognitive learning and think for themselves about the question posed. Stronger responses commonly focused on the performer developing a better understanding, developing the kinaesthetic feel due to whole practice, and not having to be reliant on a coach, as well as how it might be ineffective for dangerous or complex skills, performers might lose motivation learning this way as they might make slower progress if they don’t understand the skill. Weaker responses described cognitive learning theory sometimes confusing it with other parts of the course, e.g. cognitive stage of learning, operant conditioning, some offered no response to this question.



		

		

		

		Total

		6

		



		4

		

		

		Five marks from:

Sub max three marks – (cognitive) performance would look like:

1. Inconsistent

2. Lots of errors / mistakes / shuttlecock into the net / missed shots / missed shuttlecock

3. Poor shot selection / using forehand instead of backhand or vice versa

4. Uncoordinated / wrong stance / wrong body position in relation to shuttlecock

5. Lack flow / poor timing

6. Jerky movements / not aesthetically pleasing

7. Poor placement of shuttlecock / high returns leaving them open to attack

Sub max two marks - type of guidance:

8. Verbal guidance to explain what they are doing wrong and what they need to do to correct the errors, for example the coach / teacher saying that they need to hold the racket head up in order for the shuttlecock to go over the net.

9. Demonstrations so the beginner can see what they should be / meant to be doing or to help them create a mental picture, for example the teacher showing the player how to perform a serve.

10. Manual guidance to help put them into the correct position / stance for example putting the racket in their hand and putting their arm into the correct position to prepare for a smash.

11. Mechanical guidance –using large shuttlecocks to help them gain coordination / newspaper on floor as targets to help them improve their accuracy

		5
(5 x AO2)

		



















Examples for guidance types do not need to be as specific as the examples provided however there must be some evidence of application to the badminton player.



		

		

		

		Total

		5

		



		5

		

		i

		Two marks from

 

		1.

		(positive) Feedback/Reinforcement of successful movements/actions (via knowledge of performance/results).



		2.

		Allow lots of practice/time OR trial and error/learn from mistakes.



		3.

		Help learners to understand what went wrong during any unsuccessful movements/develop intrinsic feedback.



		4.

		Demonstrations/visual guidance/help build mental picture.



		5.

		Verbal guidance to highlight relevant cues.



		6.

		Provide manual/mechanical guidance to reduce fear/develop kinaesthesis.







		2
(2 × AO1)

		Accept first 2 answers only

Accept any type of practice for point 2 but must refer to volume/amount of practice.

Do not accept reference to ‘safety’ for point 6

Examiner’s Comments

Most candidates demonstrated good knowledge to answer this question with many achieving full marks, the most common responses were positive feedback and allowing practice time.



		

		

		ii

		Three marks from:

 

		1)

		Little conscious thought is needed/movements automatic/habitual/effortless/grooved/fluent,



		

		…e.g. a hockey player receives the ball, looks up and flicks the ball over the opponents stick quickly.



		2)

		Performer is able to ignore distractions,



		

		… e.g. a football player is able to block out a noisy crowd.



		3)

		Performer can concentrate on tactics/strategies OR has spare attentional capacity,



		

		… e.g. a volleyball player being able to change their serve to take into account the position of the opposition.



		4)

		Performer will have quick reactions as motor programme will be properly formed,



		

		… e.g. a wicket keeper reacting to the ball glancing the bat and using the correct technique to catch it.



		5)

		Confident performance,



		

		… e.g. a high jumper being confident, and knowing they can raise the bar height.



		6)

		Performance will be of good quality/accurate and consistent/controlled/high success rate/ makes few mistakes,



		

		…e.g. a rugby player making consistently good tackles and showing good selection of tactics knowing when to kick/ run or pass the ball.



		7)

		Performer is able to use kinaesthesis/ internal feedback (to detect mistakes/improve performance),



		

		… e.g. a gymnast who is able to correct their body position to prevent themselves falling off of the apparatus.







		3 
(3 × AO2)

		

Must have examples to gain each mark.
Examples can be the same sport applied to each point or different sports for each point; allow multiple points embedded in same example as long as applied to the sporting context given.

Accept opposites where appropriate, e.g. ‘they don’t need to think about the movement’ (point 1); ‘not distracted from performance’ (point 2).

Examiner’s Comments

In this question candidates generally demonstrated good subject knowledge with habitual/ lack of conscious thought the most common responses given, although many responses were not backed up with sporting examples thus preventing candidates from gaining all of the marks available, candidates often repeated the same point from the mark scheme twice.



		

		

		

		Total

		5
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Guidance Qu.docx


1. Using practical examples, describe visual, verbal and mechanical guidance. Outline one benefit of each type of guidance.























[6]



2. 

i. Use a practical example to describe visual guidance.





 

		

		[1]





ii. Why might visual guidance be used in the cognitive stage of learning?









 

		

		[2]





iii. How might a sports coach ensure that visual guidance is effective?









 

		

		[2]







3. Using sporting examples, explain both visual and verbal guidance.













[2]



4. Evaluate the use of verbal guidance and visual guidance in the learning of movement skills.



































[6]







5. Explain how manual and mechanical guidance might be used in acquiring skills and give a practical example for each type of guidance.



















 

		

		[4]







6. Evaluate the use of verbal and manual guidance for a beginner learning a movement skill.



































[6]



END OF QUESTION PAPER






Mark scheme

 

		Question

		Answer/Indicative content

		Marks

		Guidance



		1

		

		

		6 marks for 6 from:
Visual guidance

1. (Description with example)
showing or watching correct action or what needs to be done (if not given in 2) / giving mental picture or demonstration / using pictures or posters or charts or court or pitch markings etc / using DVD or video analysis

2. (Benefit): builds mental picture or image (if not given in 1) / let’s learner know what ‘skill’ looks like / increases understanding (of movement)

Verbal guidance

3. (Description with example):
giving instructions or information or coaching points or feedback / talking through what needs to be done or talking through tactics (if not given in 4) / ‘keep head up’ / ‘tuck tighter’ or other suitable e.g.

4. (Benefit): builds on knowledge gained by visual guidance / gives information to improve performance / good for tactics or strategies (if not given in 3) / highlights weaknesses / helps focus on key aspects / gives detail

Mechanical guidance

5. (Description with example): use of equipment or apparatus or aids or technology / using twisting belts or arm bands or scrum machine or tackle pads or stabilisers or other suitable example

6. (Benefit): gives confidence /encourages correct proprioception or kinaesthesis / increases safety

		6

		 

		Accept

		Do not accept



		1. answers such as: watching a golf drive / watching a demo / demonstrating forward roll/ watching video of football pass/ using video analysis

		



		2.

		good for cognitive learners on own/ raises confidence or motivation/ learn how to do it



		3. answers such as: explaining how to drive from blocks / listening to half time talk / explaining tactics

		



		4. can be given during performance

		raises confidence or motivation / learn how to do it



		5.

		cones / flags etc



		6.

		Good for autonomous learners on own/ learn how to do it







Examiner’s Comments

Using practical examples, describe visual, verbal and mechanical guidance. Outline one benefit of each type of guidance.

· This question was answered very well with more than half of candidates scoring 5 or 6 marks.

· The most common point omitted was the benefit of verbal guidance.

· Some students wrote about manual rather than mechanical guidance.



		· 

		

		

		Total

		6

		



		2

		

		i

		Use of demonstration / charts / dvd to show how a skill is performed – (must include practical example) e.g. giving a demonstration of a set shot in basketball

		1
(AO2)

		Example must be given for marks to be awarded



		

		

		ii

		· (at the cognitive stage) the performer doesn’t know what the skill looks like

· to create a mental image / show the correct technical model

		2
(AO1)

		



		

		

		iii

		Two marks from:

· demonstration / chart / dvd must be accurate

· demonstration must be simple / concise

· support visual guidance with verbal guidance

· ensure position of the learner allows a good view

· draw attention to important cues

· repeat the demonstration

		2
(AO3)

		



		

		

		

		Total

		5

		



		3

		

		

		Two marks from:

 

		1.

		(Visual guidance)





 

		

		Demonstrations / videos / charts





 

		

		or shows the learner what to do





 

		

		or helps learner to create a mental image





 

		

		-

		e.g. a coach performing a seat drop in trampolining to show the learner how to do it





 

		

		-

		e.g. a coach showing a tennis player a video of a someone demonstrating a backhand shot.





 

		2.

		(Verbal guidance)





 

		

		When a someone explains / tells / describes how to perform the activity / coaching points





 

		

		-

		e.g. a coach telling a badminton player how to perform a smash







		2
(2 × AO2)

		Must have example to gain each mark.


“verbal guidance is when a coach tells a badminton player how to perform a smash” “verbal guidance is to help a badminton player” TV “visual guidance is showing someone what to do, e.g. a tennis serve” √ BOD 

Examiner’s Comments
There were some excellent responses with candidates describing visual and verbal guidance followed by an applied example explaining its use. Where marks weren’t credited for verbal guidance this was because of reference to verbal feedback. The example needed to focus on how verbal guidance could help a sports person when performing, rather than telling the performer what they did wrong. 



		

		

		

		Total

		2

		



		4

		

		

		Six marks from:
Verbal guidance:
(Positives / strengths)

1. Good for autonomous performers / experts

2. Can be direct / clear / quick

3. Can motivate the performer / gives confidence

4. Can hold the attention of the performer OR focuses attention

5. Questioning techniques can lead to learning

6. Useful to explain how to produce a movement OR develops understanding of how to produce a movement

7. Can refine skills during performance (concurrent)

8. Effective for simple skills


(Negatives / weaknesses)

9. If verbal guidance is not accurate it can lead to errors

10. Can lead to information overload (with too many instructions) OR only a limited amount of information can be given / focused on at one time

11. Ineffective with beginners

12. Can be boring

13. Can be confusing OR they might not understand

14. Some movements are hard to explain OR some would benefit more from visual guidance / demonstration


Visual guidance –
(Positives/ strengths):

15. Helps the performer create a mental image of the skill

16. Good for beginners / cognitive stage of learning

17. Enables the coach to cue performer in

18. Slow motion videos help the performer understand the movement

19. Can enable the skill to be seen in different stages to make it easier to learn

20. Gives an understanding of the movement requirements

21. Can be used as error detection / correction for experienced

22. Encourages observational learning

23. Is more effective if the demonstrator is a role model / consistent / similar to performer / demo is repeated


(Negatives/ weaknesses):

24. The demonstration could be incorrect OR at the wrong level

25. The demonstration may be too quick (for the learner to follow)

26. Static images don’t show how a movement is produced

27. Slow motion demonstrations can be unclear



visual and verbal

28. Visual and verbal guidance are most effective if used together OR visual / verbal guidance is not as effective if used alone

		6 (6 x AO3)

		Candidate must gain credit from 4 parts of the answer to access 6 marks

Examiner’s Comments

A well answered question. To access full marks candidates needed to cover strengths and weaknesses of both types of guidance. Many candidates had a thorough understanding of the advantages and disadvantages of these two types of guidance and gave responses showing excellent exam technique.



		

		

		

		Total

		6

		



		5

		

		

		Four marks from:

· (manual) hands on / physical support of the performer to place in correct position or guide through the correct movement pattern (AO1)

· e.g. a teacher supporting a gymnast when performing a vault (AO2)

· (mechanical) use of aids / equipment to support performer (AO1)

· e.g. a golfer using a putting target machine to improve putting technique (AO2)

		4
(2 x AO1
2 x AO2)

		



		

		

		

		Total

		4

		



		6

		

		

		Six marks from:

Verbal guidance:
Positives/ strengths

1. Performer knows what needs to improve/ develops understanding/ helps to build a mental picture/ direct and clear as to what is good

2. Quick/can be given during the performance

3. Can be used to motivate the performer to improve

4. Can hold the attention of the performer so focuses attention if used correctly.

5. Questioning techniques can lead to personal development/ increased confidence.

Negatives/ weaknesses

6. If verbal feedback is not accurate it can lead to errors in performance.

7. Can lead to information overload with too many instructions/ pointers.

8. They may not understand the guidance or terminology used/ can be confusing

9. Some movements are just very hard to explain and would benefit more from visual guidance/ demonstration is required/ doesn ’t build mental picture when used alone

10. Can be boring

Manual guidance:
Positives/ strengths

11. Gives kinaesthetic awareness

12. Can reduce fear/increase safety in dangerous situation e.g. coach supporting a gymnast somersaulting on a beam

13. Can build confidence

Negatives/ weaknesses:

14. False kinaesthesis/ can give unrealistic feeling of real movement/ Intrinsic feedback may be incorrect and lead to bad habits

15. Performer may not like the coach touching them

16. Performer may become over reliant on coach/ may be less confident when support is removed

17. Is only relevant for some skills or movements/ difficult to use for some actions

		6
(AO3 x 6)

		Sub max four marks for only one method of guidance



Sub max four marks for only either positive or negative points






Accept responses embedded in sporting examples





Pt 8 needs to reference understanding not just physical competence 

Examiner’s Comments

Candidates generally performed well in this question showing a good level of knowledge. Higher ability candidates were able to produce concise responses, clearly stating if the factor identified was a positive or negative. Weaker responses were less explicit or tended to focus only on strengths or weaknesses showing imbalance.



		

		

		

		Total

		6
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1. 

i. Explain what is meant by the terms positive feedback and negative feedback, using a sporting example for each.

 

		

		 

		Positive feedback:

		



		



		



		



		Negative feedback:

		



		



		



		



		[2]











ii. State one advantage and one disadvantage of using negative feedback.







[2]



2. Analyse the effectiveness of negative feedback and knowledge of performance when used by expert performers.

Negative Feedback


















Knowledge of Performance















[4]



3. 

Discuss the advantages and disadvantages of using intrinsic and extrinsic feedback when performing skills in sport.

 

		

		



		

		



		

		



		

		



		

		



		

		



		

		



		

		



		

		



		

		



		

		



		

		



		

		



		

		



		

		



		

		



		

		



		

		[6]







END OF QUESTION PAPER
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Please note that you may see slight differences between this paper and the original.

Candidates answer on the Question paper.

OCR supplied materials:
Additional resources may be supplied with this paper.

Other materials required:
•   Pencil
•   Ruler (cm/mm) 

		

Duration: 1 mins     
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surname

		







 

		Centre number
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INSTRUCTIONS TO CANDIDATES

•   Write your name, centre number and candidate number in the boxes above. Please write clearly and in capital letters.
•   Use black ink. HB pencil may be used for graphs and diagrams only.
•   Answer all the questions, unless your teacher tells you otherwise.
•   Read each question carefully. Make sure you know what you have to do before starting your answer.
•   Where space is provided below the question, please write your answer there.
•   You may use additional paper, or a specific Answer sheet if one is provided, but you must clearly show your candidate number, centre number
    and question number(s). 

INFORMATION FOR CANDIDATES

•   The quality of written communication is assessed in questions marked with either a pencil or an asterisk. In History and Geography 
    a Quality of extended response question is marked with an asterisk, while a pencil is used for questions in which Spelling, punctuation and
    grammar and the use of specialist terminology is assessed.
•   The number of marks is given in brackets [ ] at the end of each question or part question.
•   The total number of marks for this paper is 73.
•   The total number of marks may take into account some 'either/or' question choices. 




 

		

		 

		

		



		1.

		Define what is meant by a ‘complex skill’. Give a practical example of a complex skill in sport. [2]

 

 

 

[2]

 













 

		

		 

		

		



		2.

		Using practical examples give two ways in which a sports coach could optimise positive transfer. [2]

 

 

 

[2]

 













 

		

		 

		

		



		3.

		Using an example for each, describe the terms ‘high organisation’ and ‘low organisation’ when classifying motor skills. [2]

 

 

 

 

 

		 

		[2]





 













		

		 

		

		



		4.

		Using practical examples from sport, explain the two types of reinforcement that may be used during operant conditioning when learning motor skills. [2]

 



 



 



 



 













		

		 

		

		



		5.

		Define ‘fixed practice’ and give an example of a skill for which it would be suitable.[2]

 

 

 



 













 

		

		 

		

		



		6.

		Using sporting examples, explain both visual and verbal guidance.

 



 



 



[2]

 













 

		

		 

		

		



		7.

		Massed and distributed are two practice types. Give a sporting example of each. [2]

		Massed practice:

		 



		 





 

		Distributed practice:

		 



		 



		





 













		

		 

		

		



		8.

		Using a practical example, describe what is meant by an open skill in physical activity.

 

 



 

		 

		[2]





 













 

		

















		 

		

		



		9.

		Giving a practical example, describe how a skill is developed using the progressive-part method of practice.[2]

 

  













		

		 

		

		



		10.















		Why is selective attention important when learning motor skills?

 

 



 

		 

		[2]





 













		

		

		



		13.

		Apply your knowledge of the stages of learning to complete the passage below using appropriate words from those provided in the table.

Each word chosen can only be used once:

 

		erratic

		returns

		imagery

		errors



		negative

		fluent

		deliberate

		inconsistent



		automatic

		extrinsic

		reactions

		intrinsic







 

		The movements of a badminton player in the autonomous stage of learning will be
................................... .

The player’s ................................... will be slower in the associative stage of learning.

In the autonomous stage of learning, the badminton player will rely more on
................................... feedback to correct errors.

In the associative stage of learning, the player still relates what they are doing back to
mental images rather than performance being ................................... .



		[4]





 













		

		

		

		



		14.

		Giving a practical example for each, explain why a skill can be classified as either self paced or externally paced. 

 

 

 

 

 

 

 

[4]

 













		

		

		

		



		16.

		 

Using practical examples from sport, explain how operant conditioning affects the learning of motor skills.

 

		 

		 



		 

		 



		 

		 



		 

		 



		 

		 



		 

		 



		 

		 



		 

		 



		 

		 



		 

		[4]





 













 

		

		







		

		 

		

		



		18.

		Analyse the effectiveness of negative feedback and knowledge of performance when used by expert performers.

Negative Feedback

 

 

 

 

 

 

 

 






Knowledge of Performance

 

 

 

 

 

 

 

[4]

 













 

		

		 

		

		



		19.

		Assess the advantages and disadvantages of using extrinsic feedback when learning a motor skill.

 

 

 

 

 

 

 

 



 

		 

		[4]





 













 

		

		 

		

		



		20.

		Using the continuity continuum, classify each of the skills in the table below.  [4]

 

		Triple Jump

		Front crawl swimming

		Tennis forehand

		Cartwheel



		 

		 


		 


		 








 

		 

		[4]





 













 

		

		 

		

		



		21.

		Explain how manual and mechanical guidance might be used in acquiring skills and give a practical example for each type of guidance.

 

 

 

 

 

 

 

 



 

		 

		[4]





 













		

		 

		

		



		22(a).

		Part, whole, progressive part and whole-part-whole are all methods of practice.

Describe each of these four methods of practising movement skills, giving a practical example for each. 

 

 

 

 

 

 

 

[4]

 







































 

		

		 

		

		



		  (b).

		Describe the five different types of transfer that can occur when learning movement skills. [5]


 

 

 

 

 

 

 

 

 

 

 

 

 

 

[5]

 













		

		 

		

		



		33.

		 

i. Bandura’s model identifies four processes involved in the copying of behaviour. 
Two of these are ‘retention’ and ‘motor reproduction’. Explain these terms.

 

 

 

 

 

[2]



ii. Discuss factors that affect successful modelling in physical activity and sport.

 

 

 

 

 

 

 

 

 

 

 

 

[4]













 

		

		 

		

		



		39.

		An elite gymnast performs a somersault in a floor routine to music.

Place an X on each continuum to show how the somersault would be classified. Explain your answers.



 

		[image: ]







Pacing explanation:
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Difficulty explanation:

 

 

 



 

		[image: ]







Organisation explanation:

 

 

 

 

		[6]





 











40.  A sports coach might use the cognitive theory of learning to ensure that sports performers learn effectively.

Describe the cognitive theory of learning movement skills.
Using practical examples from sport, explain the drawbacks of a coach using this theory to teach a novice performer in sport. [4]



 

----------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------- 

 

 

 

 

 















































END OF QUESTION PAPER






Mark scheme

 

		Question

		Answer/Indicative content

		Marks

		Guidance



		1

		

		

		Two marks from:

1. (Definition) lots of information to process / decisions / judgements to make
OR high perceptual load
OR when the skill is technically difficult to perform

2. Example) pass by a centre court player in netball, a slip catch in cricket

		2 (2 x AO2)

		Do not accept:

1. Skill is difficult to learn/perform

2. The name of a sport rather than a skill

3. Lots to think about (TV)



Accept any eg that fulfils the criteria

Examiner’s Comments

A well answered question, with many scoring full marks. Less successful responses referred to features on the organisation continuum, yet many still gained a mark for the example.



		

		

		

		Total

		2

		



		2

		

		

		Two marks from:

1. Make the practices game related / true to real life / realistic
AND e.g. adding in defenders when practising a short corner in hockey

2. explain / point out the similar movements (of skills or practices)
AND e.g. a coach highlighting the similarity of spin action between a forehand spin and backhand spin in table tennis

3. teach similar skills close together
AND e.g. teaching rounders and cricket fielding in the same term as the skills required are similar

4. make sure previous skill is well learned
AND e.g. learn a front drop successfully before it can help with swivel hips

5. use positive reinforcement / praise when positive transfer occurs
AND e.g. praise the volleyballer when they successfully transfer the tennis serve action to help their volleyball serve

6. point out similar information processing / tactics / follow identical elements theory
AND e.g. tell the football RB that is trying RB at hockey that they mark the same way

7. teach fundamental / basic skills first will help positive transfer across different sports
AND e.g. ensure a young performer has learnt to throw and catch properly will help positive transfer occur in ball sports / netball / rugby later on

8. use progressive practices so that sub routines can build upon another skill
AND e.g. in gymnastics when learning skills to put together into a floor routine

		2 (2 x AO2)

		Must have examples to be awarded marks

Mark 1st 2 answers only.

Examiner’s Comments

This question required candidates to use examples to back up two ways a coach could promote positive transfer. Less successful responses focused on minimising negative transfer, didn’t give examples to support their response, or gave responses more focused on how a coach could teach, rather than promote positive transfer



		

		

		

		Total

		2

		



		3

		

		

		Two marks from:

1. High organisation skills have sub routines which are very closely linked together / difficult to separate / break up into parts
-e.g. golf swing, somersault, cartwheel

2. Low organisation skills are made up of sub routines that are easily separated / can be broken down into parts / easily practised in individual parts.
-e.g. swimming breast stroke, gymnastic routine, trampolining routine, triple jump
  
 
 
 
 
 
 

		2
(2 x AO2)

		Do not accept:

Description without example for each mark allocated



		

		

		

		Total

		2

		



		4

		

		

		(2 types of reinforcement)

Two marks from:

 

		1.

		Positive reinforcement - a stimulus is given when the desired response occurs / to make a performer repeat the same correct response / to strengthen S - R bond





 

		 

		e.g.

		a coach praising a footballer for making a successful cross





 

		 

		e.g.

		a coach giving a sweet when tennis players serve lands in





 

		 

		e.g.

		a swimmer getting a badge when they swim 10m for the 1st time





 

		2.

		Negative reinforcement - an unpleasant/adverse stimulus is withdrawn when the desired response occurs.





 

		 

		e.g.

		a coach stops shouting instructions at the player when they make a successful cross





 

		 

		e.g.

		a coach giving a sweet when tennis players serve lands in





 

		 

		e.g.

		a basketball players coach made him do sprints for every bad pass and when they made a successful pass he doesn’t have to run sprints anymore







		2
(2 × AO2)

		Mark 1st 2 only

Candidate must:

 

		1.

		Name type of reinforcement AND



		2.

		Apply a sporting example of reinforcement to the explanation (see bold)









“positive reinforcement is a coach praising a footballer for making a successful cross ” √




“positive reinforcement is a coach praising a footballer” TV
“positive reinforcement is given when the desired response occurs to strengthen SR bond 
e.g. praising a footballer so they will repeat the same pass again” √



Do not accept: Negative reinforcement is a coach removing praise / giving punishment 

Examiner’s Comments
Most candidates knew what positive reinforcement was and exemplified it well. A common error was to describe negative reinforcement as punishment or refer to weakening S-R bond. This question was a good differentiator.



		

		

		

		Total

		2

		



		5

		

		

		Two marks from:

1. Stable / predictable practice environment OR practice conditions remain unchanging

2. E.g. short flick serve in badminton OR penalty kick in football OR basketball free throw

		2 (AO2)

		Accept any suitable example – of a closed skill. Only accept an open skill if justified

Examiner’s Comments

This question was well answered, with many scoring 2 marks. Less successful candidates gave a vague definition such as ‘practising the same skill’, or defined massed practice, while many gained credit for the example.



		

		

		

		Total

		2

		



		6

		

		

		Two marks from:

 

		1.

		(Visual guidance)





 

		 

		Demonstrations / videos / charts





 

		 

		or shows the learner what to do





 

		 

		or helps learner to create a mental image





 

		 

		-

		e.g. a coach performing a seat drop in trampolining to show the learner how to do it





 

		 

		-

		e.g. a coach showing a tennis player a video of a someone demonstrating a backhand shot.





 

		2.

		(Verbal guidance)





 

		 

		When a someone explains / tells / describes how to perform the activity / coaching points





 

		 

		-

		e.g. a coach telling a badminton player how to perform a smash







		2
(2 × AO2)

		Must have example to gain each mark.


“verbal guidance is when a coach tells a badminton player how to perform a smash” “verbal guidance is to help a badminton player” TV “visual guidance is showing someone what to do, e.g. a tennis serve” √ BOD 

Examiner’s Comments
There were some excellent responses with candidates describing visual and verbal guidance followed by an applied example explaining its use. Where marks weren’t credited for verbal guidance this was because of reference to verbal feedback. The example needed to focus on how verbal guidance could help a sports person when performing, rather than telling the performer what they did wrong. 



		

		

		

		Total

		2

		



		7

		

		

		Two marks from:

 

		1. Massed practice example

		A tennis player repeatedly rehearsing the serve without a rest period



		2. Distributed practice example

		A basketball player doing ten free throws then resting, then repeating free throws.
Or
A rugby player rehearsing kicking for 6 mins then having a rest/distraction by playing Frisbee, then returning to kicks







		2
(AO2)

		Accept any suitable example

Examples must relate to the skill being practiced rather than a sport.



		

		

		

		Total

		2

		



		8

		

		

		Two marks from:

· the environment is constantly changing (AO1)

· performer needs to adjust / use perceptual awareness (AO1)

· skill is externally paced (AO1)

· e.g. a pass from a hockey midfielder to an attacker (AO2)

		2
(1 x AO1
1 x AO2)

		



		

		

		

		Total

		2

		



		9

		

		

		Two marks from:

· skill is split up (into sub-routines / stages) and learned. Then (Sub routines / stages) are chained / linked together (AO1)

· e.g. a triple jumper splitting the jump into the hop, step, jump, learning the parts and then putting them together (AO2)

		2
(1 x AO1
1 x AO2)

		



		

		

		

		Total

		2

		



		10

		

		

		

		

		



		

		

		

		Two marks from:

· (selective attention) filters out the irrelevant detail

· allows through the relevant detail / focusses on relevant stimuli / concentrates on relevant cues

· enables accurate perception / decision making

		2
(AO3)

		



		

		

		

		Total

		2

		



		11

		

		

		3 marks for 3 from: Sub max one mark for each phase. Sub max one mark for description with no practical example.
(Cognitive)

1. Making a mental picture /watching a demonstration or mental rehearsal / understanding what needs to be done /needs conscious thought on technique. - eg tennis player thinks about the movements he has to do to perform a serve.

2. Unable to use intrinsic feedback /only extrinsic feedback effective / reliant on verbal / visual cues. -eg hockey player relies on her coach to tell her how to hit the ball effectively.

3. Movement lacks fluency / rhythm or movement is jerky / trial and error / many mistakes -eg footballer has a go at trying to shoot the ball and then learns from his mistakes.

(Associative)

4. matching or associating a mental model/ picture with actual performance. -eg A rugby player attempts a drop kick and sees whether it matches the demonstration / is correct

5. motor programmes begin to be formed / practice or rehearsal occurs. - eg A player will practice repeatedly a drop shot in badminton.

6. kinesthesis or kinaesthetic or intrinsic feedback used /more detailed feedback used / uses knowledge of results (KR) or knowledge of performance (KP) -eg a goalkeeper can sense that he needs to change the direction of his jump

7. Increased fluency/ less jerky / fewer mistakes - e.g. the gymnast shows fluent movements in their routine / fewer mistakes

(Autonomous)

8. (almost) automatic / accurate / well grooved / fluent / overlearned/ consistent / habitual / motor programmes stored or formed -e.g. a basketball player habitually shoots accurately to score points

9. little conscious control is needed / spare attentional capacity/ skills can be adapted / refined -e.g. a midfield football player can dribble the ball but be aware of the movements of other players

10. Able to use intrinsic / kinaesthetic feedback to adjust / make improvements (effectively). -eg a golfer can alter her style of swing during a drive

		3

		Phases must be correctly named to gain marks.
Accept any relevant practical example for given phase.
E.g. A gymnast in the cognitive phase tries to form the pattern of the somersault movement in her head before the practice ( = 1 mark for showing one characteristic of the cognitive phase)

 

		Accept

		Do not accept



		1. Thinking about the movement

		Beginner or novice phase



		2.

		 



		3.

		 



		4. More consistent / effective/ efficient

		Middle learning phase



		5.

		 



		6.

		 



		7.

		 



		8.

		Expert / third / longest / not thinking about it



		9. Sub-conscious control /adjustments

		 







Examiner’s Comments

Most candidates were able to identify all three phases correctly. In relation to associative phase – a common answer, not credited was for candidates to state that some learners never leave this phase.. Good exam practice was seen in the naming and describing of the stages but a high proportion of candidates did not provide valid practical examples which meant that they could not access the full range of marks.



		

		

		

		Total

		3

		



		12

		a

		i

		One mark from:

 

		1.

		B Gross







		1
(1 × AO1)

		



		

		

		ii

		Well answered.
(gross skill)

One mark from

 

		1.

		involves large muscle movements / muscle groups







		1
(1 × AO1)

		If 6ai) is incorrect, candidate cannot access marks in 6aii) 

Examiner’s Comments
Well answered.



		

		

		iii

		Two marks from:

 

		1.

		Open water (swim) / triathlon / in the sea / 
lake or in a competitive race/ when there are opponents / in water polo



		2.

		Environment / weather / currents/ waves / tides / other swimmers have an effect on the swimmer



		3.

		When the swimmer uses perception / has to make decisions
or the swimmer has to adapt how you swim / where you swim / how fast you swim



		4.

		Front crawl is not always over a set/the same distance in a set /the same environment







		2
(2 × AO2)

		Accept: application to swimming must be included somewhere within the answer




“front crawl in open water √ because the movements are affected by the environment √” 

Examiner’s Comments
This question assessed AO2 ‘applying knowledge and understanding of the factors that underpin performance and involvement in physical activity and sport’ and is similar in style to questions on the specimen paper and AS papers whereby a practical scenario is given in the question. Candidate’s coped well and good responses showed candidates understood they needed to give a situation when front crawl was affected by the environment and explain why. Weaker responses simply stated what an open skill was, making no reference to front crawl.



		

		b

		i

		(positive and negative transfer)

Two marks from:

 

		1.

		(Positive transfer)
Learning of one skill helps/aids the learning /performance of another skill



		2.

		(Negative transfer)
Learning of one skill hinders/inhibits the learning /performance of another skill







		2
(2 × AO1)

		Accept: other equivalent words to ‘helps/aids’ and ‘hinders/inhibits’ etc…


Do not accept: Positive pt1 or Negative pt2 on own as it repeats question (TV) 

Examiner’s Comments
Most candidates knew what transfer was, those that gained marks clearly described positive and negative transfer, those that didn’t access marks tended to repeat the words positive and negative from the question.



		

		

		ii

		(cause of negative transfer)

One mark from:

 

		1.

		Performer misunderstanding the movement requirements



		2.

		A familiar stimulus requiring a new response



		3.

		Different skills/ movement patterns / info processing / decision making that appear / seem to be similar
or skills that seem to be similar that aren’t



		4.

		Conflicting skills are taught close together



		5.

		When practice environment is different to competition environment







		1
(1 × AO1)

		Do not accept:
“when you do 2 similar skills close together” TV

“when a performer changes sport” TV





“when 2 skills have different movement patterns” TV



“when 2 skills have different movement patterns that the performer thinks are the same”



Examiner’s Comments
Better answers appreciated that skills that appear to be similar when they are actually different is a likely cause of negative transfer. Where marks weren’t credited this was because candidates referred to general causes of poor performance.



		

		

		iii

		(minimize negative transfer)

One mark from:

 

		1.

		Draw the performer’s attention to the differences in the response
or ensure the performer knows the differences between the skills/required response



		2.

		Make sure skills are thoroughly learned before moving on to new ones
or progressive build up of skills
or teach the skill clearly in steps
or don’t introduce too many new movement patterns at once



		3.

		Avoid teaching/ performer practicing skills together that are similar / might cause confusion
or don't teach conflicting skills at the same time



		4.

		Make practice sessions similar to the performance / game situation







		1
(1 × AO1)

		Mark 1st response only

Do not accept: draw attention to the transferable elements TV 

Examiner’s Comments
Some candidate responses focussed on maximising positive transfer failing to access marks.



		

		

		

		Total

		8

		



		13

		

		

		Four marks from:

1. Fluent / automatic / deliberate *

2. reactions

3. intrinsic

4. automatic / deliberate *

		4 (AO2)

		* Do not accept:
The same word twice

Examiner’s Comments

Well answered.



		

		

		

		Total

		4

		



		14

		

		

		Four marks for four from:


(self-paced)

1. when the performer has control over the speed or timing of the skill or chooses or decides when to start or perform the skill / when performer has (a more or a higher degree of) control over the speed or timing of the skill

2. any example where the performer has control over the speed or timing or starting of the skill - e.g. tennis serve or javelin throw or golf swing / free kick in football


(externally-paced)

3. when the environment or opponent or external factors have control over the speed or timing of the skill or determine when the skill is performed / when the environment or opponent has (a more or a higher degree of) control over the speed or timing of the skill

4. any example where the environment or opponent has control over the speed or timing or starting of the skill e.g. receiving a tennis serve or receiving a pass in football / having to pass in a game when opponent running in for a tackle / sprint start

		4

		 

		Accept

		Do not accept



		1. when environment doesn’t control speed or timing= BOD /

it doesn’t have to be done at a set time - BOD

		pace / pacing

…unless there is ref to speed or timing or starting



		2.

		chosen speed of running or walking (sprint / marathon)



		3. opposite – when performer doesn’t control speed or timing - BOD

		pace / pacing / …unless there is ref to speed or timing or starting /

Reacting to opponent on own



		4.

		chosen speed of running or walking (sprint / marathon) /

passing in hockey on own / tackling in rugby on own







Examiner’s Comments

Giving a practical example for each, explain why a skill can be classified as eitherself paced or externally paced.

· This was a well-answered question.

· The majority of candidates showed an understanding of self and externally paced skills with nearly all giving appropriate examples.

· The most common mistakes were omitting reference to speed or timing.

· Also mention of ‘pace’ was common, pace being a repeat of a key word from the question – resulting in no marks being awarded for that part of the question.



		· 

		

		

		Total

		4

		



		15

		

		i

		Two marks from:

1. (Positive feedback) reinforces (skill) learning or gives information about a successful outcome

e.g a coach praising a badminton player for a high, deep clear or a coach giving a young player a high five for hitting the centre of the archery target.

2. (Negative feedback is information) about an unsuccessful outcome or can be used to build more successful strategies

e.g. a coach criticising a netball player’s poor pass due to lack of power so the ball didn ’t make it.

		2
(AO2 x 2)

		


Must have an example for each mark.



Accept descriptions embedded in examples

DNA – highlights the positive/negative aspects of performance 

Examiner’s Comments

Most candidates were able to correctly explain positive feedback. Some candidates confused negative feedback with negative reinforcement incorrectly stating that the coach would remove a negative stimulus once the skill was performed correctly. Candidates should always use examples when asked for in the question, giving correct explanations without the examples means marks cannot be given.

 

		[image: ]

		

Misconception






Centres should ensure that candidates are aware of the difference between Negative feedback and negative reinforcement.



		

		

		ii

		Two marks from:
(Advantage)
1. Performer will be clear about what they need to improve on/ knows where they are going wrong

Can be motivating for autonomous learners OR improve skill learning OR strive for a higher level of performance OR to prove the person wrong

2. (Disadvantage)
Can be demotivating

Can be detrimental to performance if inaccurate

Reduce confidence

		2
(AO1 x 2)

		

Mark first response only for advantage and disadvantage

Examiner’s Comments

The most common response to this question was to cite that the performer will know what they need to improve on (advantage) and that it could be demotivating (disadvantage). Generally this question was answered well.



		

		

		

		Total

		4

		



		16

		

		

		Four marks from:

 

		1.

		The performer learns the new motor skill by being conditioned by a stimuli which is ‘connected’ to the appropriate response/ association learning to link a stimulus with a set response



		 

		… e.g. a badminton player learns to smash (response) when they see the shuttle cock high and near the net (stimuli).



		2.

		The correct behaviour is then reinforced,



		 

		… e.g. a coach praising the player for performing the smash.



		3.

		This forms/strengthens the stimulus response bond/ S-R bond.



		 

		… e.g. the reinforcement means the smash is more likely to be repeated next time the stimulus is present.



		4.

		The performer will learn the skills faster if the reinforcement/ reward is given on every occasion.



		 

		…e.g. coach praises/ gives (tangible) reward every time the smash is performed correctly.



		5.

		A process of trial and error learning occurs for this new skill



		 

		… e.g. the badminton player tries the smash shot when the shuttle cock isn’t as high and it doesn’t work and realises that when the shuttle cock is lower this is not the correct shot to play.



		6.

		Reinforcement can also be negative,



		 

		… e.g. the coach would stop shouting/ correcting when the smash was performed at the right time.



		7.

		Punishments can be given to prevent a response occurring/weaken (an incorrect) SR bond



		 

		… e.g. a player trying to smash every shot and putting the shuttlecock into the net is made to do sprints up and down the hall.



		8.

		Environmental manipulation could improve the bond (through conditioned practices)



		 

		… e.g. a coach could draw a circle on the floor for the player to aim their smash into



		9.

		Shaping – learning shapes or modifies behaviour/ coach praises skills that are along the right lines/ignores techniques that are wrong



		 

		…e.g. praises that player used the correct smash action even though he hit the net.



		10.

		Thorndikes laws should be considered (law of readiness, effect, exercise) in order for learning to be effective



		 

		…e.g. the player must be physically and mentally ready to learn the skill, must like performing the skill and must practice the skill to perfect it.







		4
(4 × AO2)

		


The example does not have to be the same throughout the points.

Must have examples to gain each mark - but allow multiple points embedded in same example as long as applied to the sporting context given.

Highlight for numbered point, use ‘e.g.’ to show where application then achieves point. Tick goes next to the ‘e.g.’ which achieves the point.

Use ‘TV’ if example is too vague/too generic.

Examiner’s Comments

Candidates generally understood the content of this question and often demonstrated good knowledge of the theory, with trial and error, SR bonds and positive reinforcement the most common points made. However, content points were rarely applied to sporting examples or one generic example was provided at the end of the response, which did not fully support each of the content points provided thus restricting the overall marks achieved for this question.



		

		

		

		Total

		4
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		i

		Two marks from:

1. (Capacity) large OR very big OR (almost) limitless OR unlimited

2. (Duration) upto 1 second

		2 (2 x AO1)

		Examiner’s Comments

Weaker responses referred to capacity and duration of short term memory



		

		

		ii

		One mark from:
Relevant information is filtered through into the short term memory
  OR relevant / important information focused on
  OR irrelevant information is lost / forgotten / filtered out / ignored
  OR filtering of relevant and irrelevant cues

		1 (AO1)

		Accept: sorting instead of filtering

Accept: stimuli / cues instead of information

Examiner’s Comments

Well answered. Weaker responses referred to ‘remembering information to pass into the STM’.



		

		

		iii

		One mark from:

1. football player focusing on the ball, whilst filtering out the crowd booing him
OR a tennis player focusing / selectively attending to their opponents position
OR tennis player waiting to return a serve ignoring the number of bounces of the ball

		1 (1 x AO2)

		Accept: suitable example where answer refers to focusing on relevant and / or ignoring irrelevant cues appropriate to the sporting example.

Examiner’s Comments

This was well answered; application of a sporting example was strong evidencing good exam technique



		

		

		

		Total

		4
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		Four marks from:

 

		1. Negative (+)

		Informs them what they are doing wrong / need to change



		2. Negative (+)

		Helps them to fine tune performance more / make those final improvements



		3. Negative (+)

		Could motivate them to improve more / prevents drive reduction / shouldn’t lose motivation



		4. Negative (-)

		Could demotivate some experts (if overused)



		5. Negative (-)

		Doesn’t necessarily tell a performer what they need to do, it could just tell them what they are doing wrong



		6. Negative (-)

		If feedback is inaccurate can hinder performance



		7. Negative (confidence)

		Shouldn’t lower self-confidence (in an expert)



		8. Negative feedback (expert)

		May focus more on negative feedback as they are expert performer
or effective if given by an expert / provide their own negative feedback



		 

		 



		9. KOP (+)

		Helps them to understand ‘how’ to refine technique / which parts of technique to repeat



		10. KOP (+)

		If received during performance (concurrent), it allows adjustments of the movement whilst performing / immediately



		11. KOP (+)

		Can inform that the technique is correct even if the outcome is wrong



		12. KOP (-)

		If feedback is inaccurate can be detrimental to performance



		13. KOP (-)

		Doesn’t inform the expert of the end result /outcome



		14. KOP (intrinsic)

		Experts can also gain KOP through kinaesthetic awareness / intrinsically







		4
(AO3)

		Accept: Answers that refer to ‘performer’ (they don’t have to state expert)

Sub-max of 3 for each area



		

		

		

		Total

		4
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		Four marks from:

Advantages – maximum 3 marks

· (knowledge of performance) can give information about how to improve the technique

· (knowledge of results) informs about the outcome to know how well you have done

· can help performer to know how to focus on / use intrinsic feedback

Disadvantages – maximum 3 marks

Extrinsic

· performer could over-rely on feedback

· could take away the need to focus on intrinsic feedback

· performer becomes outcome focused / result focused

· could be negative (so could be demotivating)

		4
(AO3)

		



		

		

		

		Total

		4
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		Continuity classification

· (triple jump) - serial

· (front crawl) - continuous

· (tennis forehand) - discrete

· (cartwheel) - discrete

		4
(AO2)

		



		

		

		

		Total

		4
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		Four marks from:

· (manual) hands on / physical support of the performer to place in correct position or guide through the correct movement pattern (AO1)

· e.g. a teacher supporting a gymnast when performing a vault (AO2)

· (mechanical) use of aids / equipment to support performer (AO1)

· e.g. a golfer using a putting target machine to improve putting technique (AO2)

		4
(2 x AO1
2 x AO2)

		



		

		

		

		Total

		4
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		a

		

		Description and SUITABLE practical example needed for each mark
4 marks for 4 from:
(part)

1. Practise by splitting or breaking down skill into sub- routines or sections

eg practice the tennis serve by doing the toss up first / triple jump or other suitable eg

(whole)

1. Practise by doing the total or complete or entire movement / not breaking skill into subroutines or

parts /eg tennis serve / penalty kick in football or other suitable eg

(progressive part)

2. Practise in stages that are linked or chained /

eg gymnastics or trampoline routine / triple jump / gymnast learning a roll then a jump, then roll and jump together / athlete practises the hop, then step, then hop and step etc / or other suitable eg

(whole-part-whole)

3. Practise the complete skill, then split it into sub- routines and then practice complete skill again / eg Practice the tennis serve completely to start then concentrate on the toss up of the ball and then integrate this back into a practice of the complete skill / for teaching front crawl / or other suitable eg

		4

		Look for understanding of the concepts.
Judge whether candidate understands the type of practice being described.
Repeats of question words / practice types within descriptionmight be acceptable:
However, DNA …’part is practising in parts / whole is doing the whole thing / in WPW you do the whole skill, then parts, then the whole again’

 

		Accept

		Do not accept



		1. splitting or breaking skill down into parts

		‘Part’ as only description



		2. do the whole skill in one go

		‘Whole’ as only description



		3. practise A then B then AB then C then ABC

		‘Progress through parts’ as only description



		4. do the whole skill, then concentrate on the part that needs work, then practise the whole skill again

		‘Whole part whole’ as only description / combination of whole and part method = TV







Examiner’s Comments

Part, whole, progressive part and whole-part-whole are all methods of practice. Describe each of these four methods of practising movement skills, giving a practical example for each.

Examiners were looking for understanding of the concepts when marking this question. Repeats of question words / practice types within the description were sometimes acceptable eg part practice is splitting or breaking the skill down into parts or whole practice is doing the whole skill in one go.

However, the simple isolated use of the key word as a description was not acceptable eg part practice is practising in parts, or whole practice is doing the whole thing. It was pleasing here that the vast majority of candidates did attempt a practical example to go with each method of practice, as both description and suitable example were needed for each mark.

This question stretched the cohort quite well between 0 marks and a max of four. The most common score was 3 marks (at just over 30%).



		

		b

		

		1. Positive transfer – Where one skill or movementhelps (the learning or performance of) another / where one skill encourages similar S-R bond between two skills /transfer of SR bond from one skill to another.

2. Negative transfer – Where one skill or movement hinders (the learning or performance of) another / where one skill hinders stimulus response compatibility

3. Proactive transfer – Where a (previously) learned skill affects (the learning or performance of) a new or current or future skill

4. Retroactive transfer – Where the (current) learning of a (new) skill affects (performance of) a previously learned or past skill

5. Bilateral transfer – transfer from limb to limb (eg arm to arm / leg to leg)

One way transfer positively affects dev of schema

6.  

· (training to performance)ideas or information or experiences (from training) to be used in ‘real game’ situations

· (storage) storage of useful or learned information (as schema)

· (varied prac)varied practice gives experiences that can be used in ‘real game’ situations / schema are updated or enhanced or modified during varied practice

		6

		No accurate ID of type = No marks

 

		Accept
Description marks if merged with practical example

		Do not accept



		1.

		It develops SR bond / One skill positively develops new skill



		2.

		One skill negatively develops new skill / one skill doesn’t help another



		3. Proactive as positive or negative as long as its effect on future or current learning included

		 



		4. Retroactive as positive or negative as long as its effect on past learning included

		 



		5. one side of body to other / able to use both sides = BOD

		 



		6. A practical example that shows that training experiences can be stored and used in ‘real game’ situations

		 







Examiner’s Comments

Describe the five different types of transfer that can occur when learning movement skills.

Give one way in which transfer of learning positively affects the development of schema.
Approximately 25% of candidates scored four or more on this question by efficiently rattling through the five types of transfer that are on the specification and giving an accurate descriptive point of each. Our five types of transfer being positive, negative, pro-active, retro-active and bilateral. I’VE DELETED THIS BECAUSE IT COULD BE ARGUED THAT IT SHOULD BE! Having said that, a disappointing percentage of candidates found it difficult to score here (nearly 35% getting 0), in most cases due to a direct repetition of the words positive and negative in their descriptions, a misunderstanding of pro-active and retro-active transfer, or simply that five different types were not known by the candidate.

While an example was not required, some candidates got their marks by successfully describing the types within an example. An example of this being ‘positive transfer is when you’re teaching the overarm throw and it has a good effect on a performer’s tennis serve.’

Point 6 on the mark scheme relating to how transfer can affect the development of schema was seldom awarded.



		

		

		

		Total

		10

		



		23

		

		

		Five marks from:

Sub max three marks – (cognitive) performance would look like:

1. Inconsistent

2. Lots of errors / mistakes / shuttlecock into the net / missed shots / missed shuttlecock

3. Poor shot selection / using forehand instead of backhand or vice versa

4. Uncoordinated / wrong stance / wrong body position in relation to shuttlecock

5. Lack flow / poor timing

6. Jerky movements / not aesthetically pleasing

7. Poor placement of shuttlecock / high returns leaving them open to attack

Sub max two marks - type of guidance:

8. Verbal guidance to explain what they are doing wrong and what they need to do to correct the errors, for example the coach / teacher saying that they need to hold the racket head up in order for the shuttlecock to go over the net.

9. Demonstrations so the beginner can see what they should be / meant to be doing or to help them create a mental picture, for example the teacher showing the player how to perform a serve.

10. Manual guidance to help put them into the correct position / stance for example putting the racket in their hand and putting their arm into the correct position to prepare for a smash.

11. Mechanical guidance –using large shuttlecocks to help them gain coordination / newspaper on floor as targets to help them improve their accuracy

		5
(5 x AO2)

		



















Examples for guidance types do not need to be as specific as the examples provided however there must be some evidence of application to the badminton player.



		

		

		

		Total

		5
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		i

		Four marks from:

· (positive) – when one skill / situation helps / enhances / aids the learning or performance of another skill / situation (AO1)

· (e.g.) – an athletics sprinter using the same technique in the long jump runup (e.g.) practicing a set piece in football training then applying it to a game situation (AO2)

· (bi-lateral) – transfer of a skill from one side of the body to the other side (AO1)

· (e.g.) – breathing on the right and breathing on the left in front crawl (AO2)

		4
(AO1 x 2,
AO2 x 2)

		Maximum of 2 marks to be awarded for AO1.
Maximum of 2 marks to be awarded for AO2.



		

		

		ii

		One mark from:

· using similar skills to promote transfer

· ensure skills are well learned / fully learned / grooved / overlearned

· give positive reinforcement

· ensure clear demonstrations

		1
(AO1)

		



		

		

		

		Total

		5
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		Five marks from:
Sub max two marks - examples of transfer:

1. (Proactive transfer example) previously learned skill influences a skill currently being learned e.g. throwing a ball will help an overarm volleyball serve / overarm bowl in cricket / swinging a tennis racket helping to get timing of hitting a cricket ball (AO2)

2. (Bilateral transfer example) capacity of the performer who may be dominantly right sided to perform the skill with the left side, for example, footballer shooting with left and right foot / netball player catching with left and right hand (AO2)

Sub max three marks - ways to ensure positive transfer:

3. Learner should be made aware of transferable elements of a previously learned skills, for example, highlighting the fact that the throw in action in football is very similar to overhead thrown in basketball. (AO2)

4. Clear and concise demonstrations should be given to ensure that they can transfer elements of demonstration to performance. (AO2)

5. The situation needs to be similar to the real situation for example practicing a pass in hockey / football / netball etc. needs to be practiced in a changing environment. (AO2)

6. The closer the practice is to the real thing the greater the chance of positive transfer. (AO2)

7. Ensure that previously learned skills have been well learned. (AO2)

8. Ensure that the learners have had diverse experiences so ensure they have a wide range of past skills to draw from. (AO2)

9. Reinforcement from the teacher will strengthen S-R bond and encourage positive transfer. (AO2)

10. Simplifying the task to begin with, during initial learning then transferring it to the real situation later will ensure more positive transfer. (AO2)

		5
(2 x AO2,
3 x AO1)

		Do not accept:

Description with no example.









Accept suitable examples.



		

		

		

		Total

		5
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		i

		Two marks from

 

		1.

		(positive) Feedback/Reinforcement of successful movements/actions (via knowledge of performance/results).



		2.

		Allow lots of practice/time OR trial and error/learn from mistakes.



		3.

		Help learners to understand what went wrong during any unsuccessful movements/develop intrinsic feedback.



		4.

		Demonstrations/visual guidance/help build mental picture.



		5.

		Verbal guidance to highlight relevant cues.



		6.

		Provide manual/mechanical guidance to reduce fear/develop kinaesthesis.







		2(2 × AO1)

		Accept first 2 answers only

Accept any type of practice for point 2 but must refer to volume/amount of practice.

Do not accept reference to ‘safety’ for point 6

Examiner’s Comments

Most candidates demonstrated good knowledge to answer this question with many achieving full marks, the most common responses were positive feedback and allowing practice time.



		

		

		ii

		Three marks from:

 

		1) 

		Little conscious thought is needed/movements automatic/habitual/effortless/grooved/fluent,



		 

		…e.g. a hockey player receives the ball, looks up and flicks the ball over the opponents stick quickly.



		2)

		Performer is able to ignore distractions,



		 

		… e.g. a football player is able to block out a noisy crowd.



		3) 

		Performer can concentrate on tactics/strategies OR has spare attentional capacity,



		 

		… e.g. a volleyball player being able to change their serve to take into account the position of the opposition.



		4) 

		Performer will have quick reactions as motor programme will be properly formed,



		 

		… e.g. a wicket keeper reacting to the ball glancing the bat and using the correct technique to catch it.



		5)

		Confident performance,



		 

		… e.g. a high jumper being confident, and knowing they can raise the bar height.



		6)

		Performance will be of good quality/accurate and consistent/controlled/high success rate/ makes few mistakes,



		 

		…e.g. a rugby player making consistently good tackles and showing good selection of tactics knowing when to kick/ run or pass the ball.



		7)

		Performer is able to use kinaesthesis/ internal feedback (to detect mistakes/improve performance),



		 

		… e.g. a gymnast who is able to correct their body position to prevent themselves falling off of the apparatus.







		3(3 × AO2)

		

Must have examples to gain each mark.
Examples can be the same sport applied to each point or different sports for each point; allow multiple points embedded in same example as long as applied to the sporting context given.

Accept opposites where appropriate, e.g. ‘they don’t need to think about the movement’ (point 1); ‘not distracted from performance’ (point 2).

Examiner’s Comments

In this question candidates generally demonstrated good subject knowledge with habitual/ lack of conscious thought the most common responses given, although many responses were not backed up with sporting examples thus preventing candidates from gaining all of the marks available, candidates often repeated the same point from the mark scheme twice.



		

		

		

		Total

		5
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		i

		Use of demonstration / charts / dvd to show how a skill is performed – (must include practical example) e.g. giving a demonstration of a set shot in basketball

		1
(AO2)

		Example must be given for marks to be awarded



		

		

		ii

		· (at the cognitive stage) the performer doesn’t know what the skill looks like

· to create a mental image / show the correct technical model

		2
(AO1)

		



		

		

		iii

		Two marks from:

· demonstration / chart / dvd must be accurate

· demonstration must be simple / concise

· support visual guidance with verbal guidance

· ensure position of the learner allows a good view

· draw attention to important cues

· repeat the demonstration

		2
(AO3)

		



		

		

		

		Total

		5
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		i

		Two marks from

 

		1.

		(Positive) when the learning/performance of one skill helps/aids/assists/enhances/benefits the learning/performance of another skill.



		2.

		(Negative) when the learning/performance of one skill hinders/inhibits the learning/performance of another skill.







		2
(2 × AO1)

		Do not accept:
Positive pt1 or Negative pt2 on own as repeat of question (TV)


Accept: other equivalent words to ‘helps/aids’ and ‘hinders/inhibits’ etc…

Examiner’s Comments

Many candidates provided good responses to this question using the terms 'helps' or 'hinders' to describe the two types of transfer, however many candidates simply repeated the question using the words 'positive' and 'negative' in their response.



		

		

		ii

		Three marks from:

 

		1.

		A coach should explain to the performer when a certain practice might help the development of a skill,



		 

		… e.g. a hockey coach highlighting how the drill of ‘jabbing’ the cones quickly and at a stretch would help them to develop the skill of a jab tackle.



		2.

		Activities/practices should be as true-to-life as possible so they are as realistic/similar as possible,



		 

		… e.g. when practising a centre pass routine in netball, having the right defending players in place and practising it at match pace.



		3.

		(Making practices realistic) develops correct kinaesthetic awareness of the skill,



		 

		… e.g. practising a rugby tackle on another rugby player rather than a tackle bag and performing it when running at pace will develop more of a realistic feel for the skill



		4.

		Progressive practices can help learners by avoiding too many differing movement patterns.



		 

		… e.g. teaching a jumping overarm serve in volleyball in parts, will help a learner master each step increasing their chances of successfully learning the skill.



		5.

		Teaching basic/fundamental skills first will help positive transfer occur across different sports,



		 

		… e.g. ensuring a young performer has learnt to throw and catch properly will increase the chances of positive transfer occurring in different ball sports, e.g. rugby, netball and rounders.



		6.

		The more thoroughly a skill is learnt/overlearnt will help maximise positive transfer later.



		 

		… e.g. a gymnast learning a forward roll and breaking it down into preparation, execution and recovery, then building up a move leading into the roll will make it more likely for positive transfer to occur when putting together a tumbling routine further down the line.



		7.

		Teaching similar skills together OR pointing out similarities with other skills (from their sport or another sport)



		 

		… e.g. when learning to serve in tennis coach points out the similarities to another skill the performer can do such as a volley ball serve



		 

		…e.g. a teacher teaching cricket and rounders fielding in the same term as the skills required are similar



		8.

		Don‘t teach conflicting skills at the same time



		 

		…e.g. don‘t teach basketball shooting and netball shooting in consecutive lessons.



		9.

		Coach provides positive feedback/reinforcement when skill is performed correctly/positive transfer has occurred correctly.



		 

		… e.g. coach says well done when a netballer performs the correct type of pass in basketball







		3
(3 × AO2)

		




Must have examples to gain marks.

Accept examples of positive transfer of tactics as well as skills.

Accept misspelling of kinaesthetic on point 3 

BOD where examples for points 7 & 8 are similar even if not 100% technically accurate, e.g. forehand in tennis and pull shot in cricket

Examiner’s Comments

The most common answer given to this question was related to the teaching of similar skills together, this was often backed up with good sporting examples. Many candidates only provided one method thus only scored one mark. Again, many candidates did not apply each point they made to sporting examples and therefore were not able to access all of the marks available.



		

		

		

		Total

		5
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		i

		Two marks from

 

		1.

		(Positive) when the learning/performance of one skill helps/aids/assists/enhances/benefits the learning/performance of another skill.



		2. 

		(Negative) when the learning/performance of one skill hinders/inhibits the learning/performance of another skill.







		2(2 × AO1)

		Do not accept:
Positive pt1 or Negative pt2 on own as repeat of question (TV)


Accept: other equivalent words to ‘helps/aids’ and ‘hinders/inhibits’ etc…

Examiner’s Comments

Many candidates provided good responses to this question using the terms 'helps' or 'hinders' to describe the two types of transfer, however many candidates simply repeated the question using the words 'positive' and 'negative' in their response.



		

		

		ii

		Three marks from:

 

		1.

		A coach should explain to the performer when a certain practice might help the development of a skill,



		 

		… e.g. a hockey coach highlighting how the drill of ‘jabbing’ the cones quickly and at a stretch would help them to develop the skill of a jab tackle.



		2. 

		Activities/practices should be as true-to-life as possible so they are as realistic/similar as possible,



		 

		… e.g. when practising a centre pass routine in netball, having the right defending players in place and practising it at match pace.



		3.

		(Making practices realistic) develops correct kinaesthetic awareness of the skill,



		 

		… e.g. practising a rugby tackle on another rugby player rather than a tackle bag and performing it when running at pace will develop more of a realistic feel for the skill



		4. 

		Progressive practices can help learners by avoiding too many differing movement patterns.



		 

		… e.g. teaching a jumping overarm serve in volleyball in parts, will help a learner master each step increasing their chances of successfully learning the skill.



		5.

		Teaching basic/fundamental skills first will help positive transfer occur across different sports,



		 

		… e.g. ensuring a young performer has learnt to throw and catch properly will increase the chances of positive transfer occurring in different ball sports, e.g. rugby, netball and rounders.



		6.

		The more thoroughly a skill is learnt/overlearnt will help maximise positive transfer later.



		 

		… e.g. a gymnast learning a forward roll and breaking it down into preparation, execution and recovery, then building up a move leading into the roll will make it more likely for positive transfer to occur when putting together a tumbling routine further down the line.



		7.

		Teaching similar skills together OR pointing out similarities with other skills (from their sport or another sport)



		 

		… e.g. when learning to serve in tennis coach points out the similarities to another skill the performer can do such as a volley ball serve



		 

		…e.g. a teacher teaching cricket and rounders fielding in the same term as the skills required are similar



		8.

		Don‘t teach conflicting skills at the same time



		 

		…e.g. don‘t teach basketball shooting and netball shooting in consecutive lessons.



		9.

		Coach provides positive feedback/reinforcement when skill is performed correctly/positive transfer has occurred correctly.



		 

		… e.g. coach says well done when a netballer performs the correct type of pass in basketball







		3(3 × AO2)

		




Must have examples to gain marks.

Accept examples of positive transfer of tactics as well as skills.

Accept misspelling of kinaesthetic on point 3 

BOD where examples for points 7 & 8 are similar even if not 100% technically accurate, e.g. forehand in tennis and pull shot in cricket

Examiner’s Comments

The most common answer given to this question was related to the teaching of similar skills together, this was often backed up with good sporting examples. Many candidates only provided one method thus only scored one mark. Again, many candidates did not apply each point they made to sporting examples and therefore were not able to access all of the marks available.



		

		

		

		Total

		5
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		i

		Two marks from

 

		1.

		(positive) Feedback/Reinforcement of successful movements/actions (via knowledge of performance/results).



		2.

		Allow lots of practice/time OR trial and error/learn from mistakes.



		3.

		Help learners to understand what went wrong during any unsuccessful movements/develop intrinsic feedback.



		4.

		Demonstrations/visual guidance/help build mental picture.



		5.

		Verbal guidance to highlight relevant cues.



		6.

		Provide manual/mechanical guidance to reduce fear/develop kinaesthesis.







		2
(2 × AO1)

		Accept first 2 answers only

Accept any type of practice for point 2 but must refer to volume/amount of practice.

Do not accept reference to ‘safety’ for point 6

Examiner’s Comments

Most candidates demonstrated good knowledge to answer this question with many achieving full marks, the most common responses were positive feedback and allowing practice time.



		

		

		ii

		Three marks from:

 

		1)

		Little conscious thought is needed/movements automatic/habitual/effortless/grooved/fluent,



		 

		…e.g. a hockey player receives the ball, looks up and flicks the ball over the opponents stick quickly.



		2)

		Performer is able to ignore distractions,



		 

		… e.g. a football player is able to block out a noisy crowd.



		3)

		Performer can concentrate on tactics/strategies OR has spare attentional capacity,



		 

		… e.g. a volleyball player being able to change their serve to take into account the position of the opposition.



		4)

		Performer will have quick reactions as motor programme will be properly formed,



		 

		… e.g. a wicket keeper reacting to the ball glancing the bat and using the correct technique to catch it.



		5)

		Confident performance,



		 

		… e.g. a high jumper being confident, and knowing they can raise the bar height.



		6)

		Performance will be of good quality/accurate and consistent/controlled/high success rate/ makes few mistakes,



		 

		…e.g. a rugby player making consistently good tackles and showing good selection of tactics knowing when to kick/ run or pass the ball.



		7)

		Performer is able to use kinaesthesis/ internal feedback (to detect mistakes/improve performance),



		 

		… e.g. a gymnast who is able to correct their body position to prevent themselves falling off of the apparatus.







		3 
(3 × AO2)

		

Must have examples to gain each mark.
Examples can be the same sport applied to each point or different sports for each point; allow multiple points embedded in same example as long as applied to the sporting context given.

Accept opposites where appropriate, e.g. ‘they don’t need to think about the movement’ (point 1); ‘not distracted from performance’ (point 2).

Examiner’s Comments

In this question candidates generally demonstrated good subject knowledge with habitual/ lack of conscious thought the most common responses given, although many responses were not backed up with sporting examples thus preventing candidates from gaining all of the marks available, candidates often repeated the same point from the mark scheme twice.



		

		

		

		Total

		5
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		a

		i

		Three marks from:

 

		1. STSS/Sensory memory/register

		Very large / unlimited



		2. STM

		5-9 items / 7+/- 2 items



		3. LTM

		Limitless / endless / unlimited







		3
(AO1)

		Each stage must be named in order to gain the mark.



		

		

		ii

		Four marks from:

 

		1.

		Chunking / grouping



		2.

		Rehearsal / practice / repetition



		3.

		Association / linking



		4.

		Relevant / meaningful



		5.

		Avoid overload







		4
(AO2)

		Mark 1st two only

Accept: mental rehearsal for pt 2.



		

		b

		i

		Three marks from:

 

		1. Connectionist/S-R bond

		The badminton player learns to connect the stimulus of the high shuttle cock to the response of performing a smash.



		2. Manipulation

		Coach could draw a large chalk circle on the floor to aim smashes into



		3. Shaping

		Coach praises that the player used the correct smash action even though he hit the net



		4. Trial and error

		The badminton player learns through trial and error / experimenting with different ways of smashing the shuttlecock



		5. Negative Reinforcement

		The teacher will stop telling / shouting at them to move into the correct position when the smash is performed well



		6. Punishment / law of effect - annoyer

		When the teacher shouts at the player for hitting the shuttle into the net they will learn not to hit the shuttle the same way again



		7. Thorndikes laws / law of readiness / law of exercise

		The player needs to practice serves to learn them / strengthen S – R bond
or
The player needs to be physically / mentally ready to learn to smash in order to learn successfully







		3
(AO2)

		Do not accept:
Positive reinforcement (RQ)



Points must be applied to sporting example

Allow multiple points embedded in same example as long as applied to the sporting context given.



		

		

		ii

		Two marks from:

 

		1. Effective (+)

		Effective as rewards reinforce the type of behaviour required / S-R bond



		2. Easy (+)

		Can be easy to give, e.g. stickers / badges / praise



		3. Young / beginners (+)

		Very effective for young performers / in early stages of skill learning



		4. Quick (+)

		Can speed up the process of learning a new skill



		5. Motivating (+)

		Rewards motivate people / give incentive if trial and error is failing



		 

		 



		6. Take away enjoyment (-)

		Reward can become more important than doing the activity for its own sake / enjoyment of activity



		7. Incorrect timing (-)

		If used at the wrong time can strengthen an incorrect S-R bond



		8. Expect rewards (-)

		Could expect rewards every time they learn a new skill
or
not motivated to learn a new skill unless there is a reward available
or
when rewards run out participation / motivation can be lost
or
reward becomes meaningless / ignored if overused







		2
(AO3)

		Submax 1 mark for just positive or just negative points



		

		

		

		Total

		10
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		6 marks for 6 from:
Visual guidance

1. (Description with example)
showing or watching correct action or what needs to be done (if not given in 2) / giving mental picture or demonstration / using pictures or posters or charts or court or pitch markings etc / using DVD or video analysis

2. (Benefit): builds mental picture or image (if not given in 1) / let’s learner know what ‘skill’ looks like / increases understanding (of movement)

Verbal guidance

3. (Description with example):
giving instructions or information or coaching points or feedback / talking through what needs to be done or talking through tactics (if not given in 4) / ‘keep head up’ / ‘tuck tighter’ or other suitable e.g.

4. (Benefit): builds on knowledge gained by visual guidance / gives information to improve performance / good for tactics or strategies (if not given in 3) / highlights weaknesses / helps focus on key aspects / gives detail

Mechanical guidance

5. (Description with example): use of equipment or apparatus or aids or technology / using twisting belts or arm bands or scrum machine or tackle pads or stabilisers or other suitable example

6. (Benefit): gives confidence /encourages correct proprioception or kinaesthesis / increases safety

		6

		 

		Accept

		Do not accept



		1. answers such as: watching a golf drive / watching a demo / demonstrating forward roll/ watching video of football pass/ using video analysis

		 



		2.

		good for cognitive learners on own/ raises confidence or motivation/ learn how to do it



		3. answers such as: explaining how to drive from blocks / listening to half time talk / explaining tactics

		 



		4. can be given during performance

		raises confidence or motivation / learn how to do it



		5.

		cones / flags etc



		6.

		Good for autonomous learners on own/ learn how to do it







Examiner’s Comments

Using practical examples, describe visual, verbal and mechanical guidance. Outline one benefit of each type of guidance.

· This question was answered very well with more than half of candidates scoring 5 or 6 marks.

· The most common point omitted was the benefit of verbal guidance.

· Some students wrote about manual rather than mechanical guidance.



		· 

		

		

		Total

		6
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		(Banduras model)

Two marks from:

 

		1.

		(Retention)
Remember the model / demonstration
or have a clear mental picture
or store info in the memory



		2.

		(Motor reproduction)
Be physically able / mentally able / have the necessary underlying abilities /
have learned any foundation skills







		2
(2 × (AO1)

		Do not accept:

 

		•

		Pay attention





 

		•

		Retain





 

		•

		Reproduce action/ perform the skill





 

		•

		Motivation







Examiner’s Comments
Most candidates successfully explained that retention referred to ‘remembering the model’, although some candidates were too vague using the term ‘retain’ in their answer. Motor reproduction proved challenging and many candidates described this as copying/performing the response, Better responses correctly referred to having the physical / mental ability to reproduce the skill. To allow for spread of marks this part of the answer was opened up to credit candidates referring to ‘being able to reproduce the skill’ although candidates should be encouraged to learn the full description for future papers.
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		(factors affecting modelling)


Four marks from:

(if the model is):

 

		1.

		High status / significant / powerful / someone we look up to / role model



		2.

		Same as / similar to us
or same / similar in terms of age / gender / sport / position / attitude / culture



		3.

		Model’s behaviour is reinforced / praised / rewarded or use of vicarious reinforcement



		4.

		High standard / consistent / accurate / successful



		5.

		Using relevant behaviour / socially acceptable behaviour



		6.

		Warm / friendly / attractive



		7.

		The more of these factors that are met by the model the more likely it is that the behaviour will be copied
or if a model satisfies only one of these factors it is not likely to be copied



		8.

		If the demonstration is clear / repeated



		9.

		If the observer is focused on the relevant cues / can remember what they have seen / uses mental rehearsal



		10.

		If the observer is motivated







		4
(4 × AO3)

		Only accept points to do with ‘successful modelling’.

Do not accept: ref to unsuccessful modelling (TV)




Accept: examples that illustrate any of points 
e.g. a boy is more likely to imitate aggressive behavior than a girl √ pt5 

Examiner’s Comments
This question was a good differentiator allowing stronger candidates to show a more extensive understanding of factors affecting successful modelling. Some candidate responses incorrectly referred to unsuccessful modelling.



		

		

		

		Total

		6
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		Two marks from:

1. (Whole) coach uses whole practice
e.g. teaching the entire badminton overhead clear in one go

2. (understanding/insight) coach explains a movement/tactic OR performer develops insight / understanding / perception
e.g. performer understands / coach explains why the badminton player should return a serve using an overhead clear

3. (problem solving) coach uses a problem solving activity
e.g. a badminton player works out that the overhead clear is a good way to return a deep serve.

4. (intervening variable) coach would allow for intervening variables
e.g. they could encourage the badminton player to think about the height of the serve and where the player is stood before deciding where to place the clear

5. (previous experiences) coach would refer learner to previous experiences
e.g. a badminton player recognising from past experiences that they need to use an overhead clear to return a deep serve.

		2 (2 x AO2)

		Must have examples to gain credit

Candidates must use the same eg throughout their answer

Examiner’s Comments

Answers tended to describe the cognitive theory of learning in detail and some gave one example at the end. Weaker candidates described other learning theories, referring to learning by watching demonstrations or developing S-R bonds. The strongest responses used one sporting example to back up two facts about cognitive learning theory.

Exemplar 4

[image: ]

Exemplar 4 shows a clear and concisely written response accessing full marks for this question. They have been given pt 1 (whole practice) and pt 3 (problem solving).
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		Four marks from:

 

		(Positives/ strengths):



		1. (understanding)

		Performer develops a better understanding



		2. (application)

		Performer may be able to apply a skill / tactic more effectively



		3. (quick)

		Performer could find they make quick progress



		4. (future prob solve / perception)

		Helps the performer when problem solving / using perception in the future



		5. (adapt / schema)

		Enables performers to adapt to different situations better / use schema (rather than developing S – R bonds)



		6. (self correct)

		Can learn to self correct OR don’t always have to rely on a coach



		7. (whole – k feel)

		(Learning the skill as a whole) develops the kinaesthetic feel



		(Negatives/weaknesses):



		8. (whole)

		Performer might find the whole skill / tactic too difficult OR ineffective for low organisation / complex / serial / dangerous skills



		9. (motivation)

		Performer might give up easily / lose motivation



		10. (understand)

		Learning might be slower if the performer doesn’t understand OR some performers won’t understand OR might learn skills incorrectly



		11. (physically unable)

		Performer might understand what to do but could be physically unable to execute the skill



		12. (less effective than SL)

		Learning may not occur as successfully compared to watching and copying / role models



		13. (reinforcement)

		If there is no reinforcement the skill might not become as well learnt OR some people rely on reinforcement / punishment for learning



		14. (past exp)

		Might have no past experience to draw on.







		4 (4 x AO3)

		Candidates don’t have to label points as positives and negatives

Examiner’s Comments

This question examined AO3 and required an analysis. In the context of this question if we take analyse to mean ‘unpick and tell me all about’, candidates were required to focus on analysing how learning using cognitive learning affects their learning, i.e. how can it help and how can it hinder learning. The mark scheme allowed candidates to focus on either or both of these aspects. This question proved a good differentiator, as it required students to understand cognitive learning and think for themselves about the question posed. Stronger responses commonly focused on the performer developing a better understanding, developing the kinaesthetic feel due to whole practice, and not having to be reliant on a coach, as well as how it might be ineffective for dangerous or complex skills, performers might lose motivation learning this way as they might make slower progress if they don’t understand the skill. Weaker responses described cognitive learning theory sometimes confusing it with other parts of the course, e.g. cognitive stage of learning, operant conditioning, some offered no response to this question.



		

		b

		

		Six marks from:
Verbal guidance:
(Positives / strengths)

1. Good for autonomous performers / experts

2. Can be direct / clear / quick

3. Can motivate the performer / gives confidence

4. Can hold the attention of the performer OR focuses attention

5. Questioning techniques can lead to learning

6. Useful to explain how to produce a movement OR develops understanding of how to produce a movement

7. Can refine skills during performance (concurrent)

8. Effective for simple skills


(Negatives / weaknesses)

9. If verbal guidance is not accurate it can lead to errors

10. Can lead to information overload (with too many instructions) OR only a limited amount of information can be given / focused on at one time

11. Ineffective with beginners

12. Can be boring

13. Can be confusing OR they might not understand

14. Some movements are hard to explain OR some would benefit more from visual guidance / demonstration


Visual guidance –
(Positives/ strengths):

15. Helps the performer create a mental image of the skill

16. Good for beginners / cognitive stage of learning

17. Enables the coach to cue performer in

18. Slow motion videos help the performer understand the movement

19. Can enable the skill to be seen in different stages to make it easier to learn

20. Gives an understanding of the movement requirements

21. Can be used as error detection / correction for experienced

22. Encourages observational learning

23. Is more effective if the demonstrator is a role model / consistent / similar to performer / demo is repeated


(Negatives/ weaknesses):

24. The demonstration could be incorrect OR at the wrong level

25. The demonstration may be too quick (for the learner to follow)

26. Static images don’t show how a movement is produced

27. Slow motion demonstrations can be unclear



visual and verbal

28. Visual and verbal guidance are most effective if used together OR visual / verbal guidance is not as effective if used alone

		6 (6 x AO3)

		Candidate must gain credit from 4 parts of the answer to access 6 marks

Examiner’s Comments

A well answered question. To access full marks candidates needed to cover strengths and weaknesses of both types of guidance. Many candidates had a thorough understanding of the advantages and disadvantages of these two types of guidance and gave responses showing excellent exam technique.



		

		

		

		Total

		12
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		(multi store model)

Two marks from:

 

		1.

		Sensory memory – takes in all environmental cues / stores info for upto 1 sec



		2.

		Selective attention takes place in the sensory memory or selective attention focuses on relevant and ignores irrelevant information



		3.

		Relevant information is passed through to the short term memory (STM)



		4.

		Short term memory – holds 5-9 items / stores info for upto 30secs



		5.

		Information that has been rehearsed is stored / encoded into LTM



		6.

		Chunking information / grouping info together (can help an individual deal with larger amounts of information)



		7.

		Long term memory – unlimited capacity / indefinite duration / decodes (retrieves) info back to STM



		8.

		Involves: encoding and storage and retrieval/decoding



		9.

		Stores: sensory memory and short term memory and long term memory







		2
(2 × AO1)

		Accept: 1st 2 clearly identifiable answers only

Accept:
sensory register or short term sensory store (STSS) as alternatives for sensory memory.
Do not accept: SM / SR










Accept:
short term memory store / short term store / STM for short term memory
long term memory store/ long term store / LTM for long term memory


Examiner’s Comments
Well answered. Some candidates referred to terminology from the old specification (STSS) and although this was credited, centres are reminded to consult the new specification and ensure that candidates are aware of currently terminology (sensory memory). A small number of responses were too brief simply identifying aspects, ‘outline’ requires more than this.



		

		

		ii

		(evaluate multi store model)


Four marks from:.

Strengths - submax three marks

 

		1.

		Simple to understand



		2.

		Explains how an individual can deal with large amounts of info.



		3.

		Gives a realistic answer to how an individual deals with / filters lots of information that they take in (from their surroundings) i.e. with sensory memory filtering information before it enters the STM



		4.

		Explains how those with brain damage can suffer from dysfunctional memory or explains how people with memory conditions can remember things from long ago but not what just happened



		5.

		(The long term memory element) explains how an individual can perform a skill that they haven’t done for a long time, (e.g. riding a bike)



		6.

		It is true that info that is repeated /chunked is more likely to be stored in LTM



		7.

		It is true that some info is difficult to decode/retrieve from LTM to STM or explains how information that isn’t rehearsed gets forgotten





Weaknesses - submax three marks

 

		8.

		Model is too simple or hasn’t been proven



		9.

		Does not explain why an individual might remember one type of information but not another, e.g. a coach’s explanation but not a diagram
or evidence suggests STM is not a unitary store/ has separate parts



		10.

		Does not prove the distinction between STM and LTM
or does not effectively explain the interaction between STM and LTM



		11.

		Does not quantify how much repetition results in LTM storage
or not everything that is repeated is stored in the LTM
or some people will remember things they look at once



		12.

		Doesn’t account for individual differences in capacity / duration



		13.

		Doesn’t account for interest/ motivation/ concentration/ understanding and it’s effect on memory
or (Craik and Lockhart’s) levels of processing model is better at explaining how depth of processing affects memory







		4
(4 × AO3)

		Submax 3 for strengths
Submax 3 for weaknesses


Do not accept: descriptions of theory.



Points must be identified as strengths or weaknessess.

“it is good as it is simple √ but it doesn’t explain why we forget something We’ve rehearsed many time√”








“it is a simple theory“ TV1 and TV8 

Examiner’s Comments
This question differentiated well. Most candidates attempted to give limitations to the multi-store approach with some success, although many candidates omitted the strengths instead opting to describe the approach and thus covering points from the previous question.



		

		

		

		Total
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		Six marks from:
INTRINSIC - Advantages (Sub-max 2)

 

		1. 

		(Quicker) Quicker/Readily available as it is gained as the movement is performed so you don’t have to wait/lose the impact from the delay.



		2. 

		(Concurrent) Movements can be altered during the performance so it helps improve performance there and then.



		3.

		(Self-reliance) Performer does not need to rely on anyone else to gain this feedback, therefore can develop performance on their own.



		4.

		(Good if autonomous) If the performer is in the autonomous stage of learning/more experienced/advanced then the feedback is likely to be correct and interpreted instantly in order to improve performance/recognise mistakes.






INTRINSIC - Disadvantages (Sub-max 2)

 

		5.

		(Hard for cognitive) May be interpreted incorrectly by performer if they are at the cognitive stage of learning and therefore negatively affect performance/performer may not be able to interpret information from body and therefore not respond accordingly.



		6.

		(Sensory effectiveness) Performers, regardless of stage of learning, have different sensory effectiveness, so some will gain more feedback and be able to improve performance whereas others won’t be able to gain as much and therefore not improve performance as much.






EXTRINSIC - Advantages (Sub-max 2)

 

		7.

		(more objective) Coach can see what is happening and give feedback/feedback may be more objective coming from an extrinsic source and performance will improve



		8.

		(more reliable) Feedback from others (with more knowledge) likely to be more reliable/accurate, therefore improving performance



		9.

		(Motivation) Can help improve motivation if coach gives certain points to work on and therefore performance may improve quicker.



		10.

		(better for cognitive) cognitive learners need external feedback as they do not have the experience to know if they were successful (therefore performance is likely to improve quicker)/ need expert advice to correct technique





EXTRINSIC - Disadvantages (Sub-max 2)

 

		11.

		(inaccuracy) Feedback may be inaccurate/unreliable and result in incorrect performance.



		12.

		(motivation losses) Feedback can reduce performers motivation and performance can deteriorate.



		13.

		(over reliance) performer becomes over reliant on extrinsic feedback/ relying on extrinsic feedback regularly does not develop kinaesthetic awareness therefore the performer cannot correct their own mistakes when performing.



		14.

		(overload) Too much feedback/from too many sources could overload the performer.






Overall comment – award regardless of sub-max

 

		15.

		Learning is likely to be most effective when both types of feedback are used at the same time as this will allow the performer to develop intrinsic feedback.







		6

		Be careful of candidates confusing feedback with motivation


Accept ‘coach can spot things that you may miss’ for point 7.

Examiner’s Comments

Higher level candidates performed well on this question often giving a range of positives and negatives for both intrinsic and extrinsic feedback with good links made to the stages of learning (cognitive and autonomous) to support their answers. Weaker candidates often tended to describe the theories rather than evaluate.



		

		

		i

		Four marks from:

1. (element of model) Retention
2. The student must remember/retain the image/coaching points of the teacher doing the serve/ create a mental image

3. (element of model) Motor reproduction
4. The student must have the physical ability (to copy/practise the serve.)

5. (element of model) Motivation
6. To copy the serve the student must want to/be motivated to match the performance of the teacher/ must see the relevance/ or external reinforcement will motivate

		4
(2 x AO1 2 x AO2)

		Maximum of 2 marks for element


Maximum of 2 marks for explanation.



Points 2, 4 and 6 must relate to correct element


Must make some reference to the example accept – teacher, student, class, pupils, performer, table tennis or serve


Reference to 'of the demo' = TV 

Examiner’s Comments

Most learners were able to accurately identify the elements of Bandura’s model; retention and motor reproduction were the most common answers given. Explanations were not always accurate enough to gain marks, especially when describing motor reproduction and lots of BODs were awarded here. Learners often did not apply their knowledge to the example provided in the question (table tennis) and responded with generic terms such as 'the demonstration' or 'the observer.'

As a delivery point moving forwards, this question is a good example of the new assessment objective requirements on these specifications. Where marks have been designated as being AO2 application of knowledge and understanding and a practical scenario or context such as this is given, learners need to be very clear in applying their response to the situation as the marks are being awarded for application of knowledge and understanding to this scenario, in line with Ofqual expectations.
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		Two marks from:
1. Repetition of the demonstration
2. Role model/ significant other/ high status person performing the demonstration
3. Successful performance/ positive reinforcement of the behaviour
4. Similar age/same gender/ethnicity of the person performing the demonstration.
5. Skill seen as relevant to them/ fun
6. If they (perceive they) can do it
7. If they are motivated
8. If the demonstration is of a high quality/clear/ if attention has been drawn to specific points

		2
(AO2)

		

Mark first 2 only 

Examiner’s Comments

This question was generally answered well, with most learners able to access both marks; the most common answer was ‘role models.’ The question specified ‘two reasons,’ therefore only learners’ first two answers were awarded marks; some learners provided multiple answers and often required unnecessary additional answer space.



		

		

		

		Total

		6
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		Six marks from:

Verbal guidance:
Positives/ strengths

1. Performer knows what needs to improve/ develops understanding/ helps to build a mental picture/ direct and clear as to what is good

2. Quick/can be given during the performance

3. Can be used to motivate the performer to improve

4. Can hold the attention of the performer so focuses attention if used correctly.

5. Questioning techniques can lead to personal development/ increased confidence.

Negatives/ weaknesses

6. If verbal feedback is not accurate it can lead to errors in performance.

7. Can lead to information overload with too many instructions/ pointers.

8. They may not understand the guidance or terminology used/ can be confusing

9. Some movements are just very hard to explain and would benefit more from visual guidance/ demonstration is required/ doesn ’t build mental picture when used alone

10. Can be boring

Manual guidance:
Positives/ strengths

11. Gives kinaesthetic awareness

12. Can reduce fear/increase safety in dangerous situation e.g. coach supporting a gymnast somersaulting on a beam

13. Can build confidence

Negatives/ weaknesses:

14. False kinaesthesis/ can give unrealistic feeling of real movement/ Intrinsic feedback may be incorrect and lead to bad habits

15. Performer may not like the coach touching them

16. Performer may become over reliant on coach/ may be less confident when support is removed

17. Is only relevant for some skills or movements/ difficult to use for some actions

		6
(AO3 x 6)

		Sub max four marks for only one method of guidance



Sub max four marks for only either positive or negative points






Accept responses embedded in sporting examples





Pt 8 needs to reference understanding not just physical competence 

Examiner’s Comments

Candidates generally performed well in this question showing a good level of knowledge. Higher ability candidates were able to produce concise responses, clearly stating if the factor identified was a positive or negative. Weaker responses were less explicit or tended to focus only on strengths or weaknesses showing imbalance.
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		Six marks from:
INTRINSIC - Advantages (Sub-max 2)

 

		1.

		(Quicker) Quicker/Readily available as it is gained as the movement is performed so you don’t have to wait/lose the impact from the delay.



		2.

		(Concurrent) Movements can be altered during the performance so it helps improve performance there and then.



		3.

		(Self-reliance) Performer does not need to rely on anyone else to gain this feedback, therefore can develop performance on their own.



		4.

		(Good if autonomous) If the performer is in the autonomous stage of learning/more experienced/advanced then the feedback is likely to be correct and interpreted instantly in order to improve performance/recognise mistakes.






INTRINSIC - Disadvantages (Sub-max 2)

 

		5.

		(Hard for cognitive) May be interpreted incorrectly by performer if they are at the cognitive stage of learning and therefore negatively affect performance/performer may not be able to interpret information from body and therefore not respond accordingly.



		6.

		(Sensory effectiveness) Performers, regardless of stage of learning, have different sensory effectiveness, so some will gain more feedback and be able to improve performance whereas others won’t be able to gain as much and therefore not improve performance as much.






EXTRINSIC - Advantages (Sub-max 2)

 

		7.

		(more objective) Coach can see what is happening and give feedback/feedback may be more objective coming from an extrinsic source and performance will improve



		8.

		(more reliable) Feedback from others (with more knowledge) likely to be more reliable/accurate, therefore improving performance



		9.

		(Motivation) Can help improve motivation if coach gives certain points to work on and therefore performance may improve quicker.



		10.

		(better for cognitive) cognitive learners need external feedback as they do not have the experience to know if they were successful (therefore performance is likely to improve quicker)/ need expert advice to correct technique





EXTRINSIC - Disadvantages (Sub-max 2)

 

		11.

		(inaccuracy) Feedback may be inaccurate/unreliable and result in incorrect performance.



		12.

		(motivation losses) Feedback can reduce performers motivation and performance can deteriorate.



		13.

		(over reliance) performer becomes over reliant on extrinsic feedback/ relying on extrinsic feedback regularly does not develop kinaesthetic awareness therefore the performer cannot correct their own mistakes when performing.



		14.

		(overload) Too much feedback/from too many sources could overload the performer.






Overall comment – award regardless of sub-max

 

		15.

		Learning is likely to be most effective when both types of feedback are used at the same time as this will allow the performer to develop intrinsic feedback.







		6

		Be careful of candidates confusing feedback with motivation


Accept ‘coach can spot things that you may miss’ for point 7.

Examiner’s Comments

Higher level candidates performed well on this question often giving a range of positives and negatives for both intrinsic and extrinsic feedback with good links made to the stages of learning (cognitive and autonomous) to support their answers. Weaker candidates often tended to describe the theories rather than evaluate.
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		Six marks from:

1. Correct identification on the pacing continuum

[image: ]

2. The somersault is more externally paced

BECAUSE … (they ultimately choose when to do the skill but) it has to fit in the floor routine/ in time with the music
3. [image: ]

1. A) The somersault is more simple
BECAUSE … it involves a low perceptual load/ few decisions need to be made

B) The somersault is more complex
BECAUSE … The gymnast has to make decisions (regarding take off speed height music etc)
5. [image: ]

6. The somersault is a highly organised skill because it is very difficult to break it down into its subroutines

		6
(AO2 x 6)

		Tolerance of skill placement is indicated by grey box.





Mark first response only in description(s)



Pts 1 and 2 can be awarded separately



Pts 3 and 4 – placement must match justification given




Pts 5 and 6 marks can be awarded separately but description mark cannot be given if candidate states that low organisation is difficult to break down 

Examiner’s Comments

This question examined candidates AO2 skills, requiring them firstly to apply their knowledge to the correct part of the continuum and secondly justify its placement. While some candidates did take into account the lead-in to the question and therefore correctly placed the skill and account for the impact of the music, a number of candidates struggled here, meaning they were unable to correctly identify the skill as being more externally paced.

For the complexity continuum, candidates approached this in two different ways as reflected by the mark scheme, many candidates correctly stated the skill is more complex due to the decision making involved. Others correctly stated that the perceptual load is low or due to the fact it is part of a routine there are few decisions to be made, making the skill simpler. Some candidates however confused this with the organisation continuum incorrectly stating that the skill cannot be broken down into subroutines.

On the Organisation continuum, generally candidates were able to identify that the skill could not be broken down into subroutines however many mixed up between high and low organisation, often stating incorrectly that the skill was low organisation because it could not be broken down.

 

		[image: ]

		AfL






Candidates should be able to correctly explain each of the continuums and apply this knowledge to a range of skills.
Candidates should also be aware that the skill can be placed at intervals along the continuum rather than being placed completely at the extreme ends.
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		Six marks from:

Sub max four marks - whole v part

1. Whole practice would enable learner to gain a better feel of the overall skill / understanding of the movement compared to breaking it down into parts / develop kinesthesis (AO3)

2. Whole practice would enable better understanding of the timing / appreciate the relationship between the parts of movement to help it be smooth and efficient compared to part practice. (AO3)

3. It is more likely for the skill to flow using whole practice compared to part method which may result in skill being jerky when put back together. (AO3)

4. Whole practice is good for high organisational skills whereas part practice is good for low organisational skills.

5. Learning may take place quicker in whole practice compared to part practice. (AO3)

6. However whole method does require a lot of information processing whereas part practice reduces this making it easier for performer to learn the parts (AO3)

7. Whole practice may result in learner becoming demotivated / giving up due to not being able to perform the skills whereas part practice would allow small incremental steps and potentially allow achievement / build confidence to maintain motivation. (AO3)

8. part practice may be better for dangerous skills compared to whole practice which may place the learner in too much danger. (AO3)

9. Whole practice should be used for discrete skills as they are difficult to break into parts whereas part practice is better for serial skills, which has distinct components. (AO3)

10. Whole practice may be better for most simple skills as the performer will be able to cope with the cognitive requirements whereas part practice may be better for most complex skills. (A03)

11. Whole practice is generally going to be better for an expert, whereas part practice is generally better for a beginner to enable them to build up the skill. (A03).

Sub max two marks - example:

9. (whole practice example) sprinting, cycling, golf swing. (AO2)

10. (part practice example) tennis serve, gymnastics, swimming, trampolining. (AO2)

		6
(4 x AO3,
2 x AO2)

		Look for comparisons in separate paragraphs or indirect comparisons such as ‘better / more / less / beneficial’. Accept opposites’.


























































Accept suitable example
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		One mark for each correct type of practice; up to two marks for suitable justification of suitability of each for a beginner

(part) (AO1)

· to gain greater understanding (AO3)

· to give success (AO3)

(whole) (AO1)

· to gain kinaesthesis / proprioception (AO3)

· to gain a better understanding of the skill (requirements) (AO3)

(whole, part, whole) (AO1)

· to identify weaknesses (AO3)

· to work on skill / sub-routine improvement (AO3)

(progressive part) (AO1)

· to chain the learning of the skill (AO3)

· to (incrementally) learn the skill by starting with simple movements / subroutines (AO3)

· and then building (gradually) on skill / sub routine improvement (AO3)

(massed) (AO1)

· to groove the skill / build a motor programme (AO3)

· to learn the skill thoroughly / to overlearn the skill (AO3)

(distributed) (AO1)

· to enable learner to have rest intervals / prevent fatigue (AO3)

· to enable feedback (on improvement) to be made (AO3)

(fixed) (AO1)

· to enable the grooving of a skill / build a motor programme (AO3)

· to enable the learner to get used to the (predictable) environment (AO3)

(varied) (AO1)

· to develop schema / gives the learner more experiences (on which to draw) (AO3)

· to give more interest to performer / increase motivation (AO3)

		6
(AO1 x 2,
AO3 x 4)

		Maximum of 2 marks to be awarded for AO1.
Maximum of 4 marks to be awarded for AO3.



		

		

		

		Total

		6
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		Six marks from:

· operant conditioning is a method of learning by association / connection

· behaviour is shaped / modified / manipulated (e.g. through practice)

· trial and error is a feature (e.g. trying different techniques)

· reinforcement takes place (e.g. through successful outcomes)

· S-R bond will be strengthened

· use of praise / reward (e.g. for achieving goals in training)

· negative reinforcement / punishment can affect behaviour (e.g. being dropped from the team)

· S-R bond might be weakened if response is incorrect

· (Thorndike’s law of effect) the effect of the response dictates the next response (e.g. positive outcome / satisfaction from practice makes you continue)

· (Thorndike’s law of exercise) the response should be practices / rehearsed if learning is to take place. (e.g. skills improve through training so you train with more focus)

· (Thorndike’s law of readiness) the performer should be ready / mature / intellectually aware / capable to perform the response (e.g. you need to be physically mature / strong enough to start some activities / training)

		6
(AO2)

		Theoretical marks can be gained through examples.



		

		

		

		Total

		6
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		Six marks from:

 

		1. Simple skill example

		Running / forward roll / sprint start / long jump / front crawl



		2. Reason

		Doesn’t require much decision making / perception / info processing / judgments
or low perceptual load
or Technically easy



		3. Closed skill example

		Free throw in basketball / Badminton serve / 100m sprint



		4. Reason

		Not affected by environment
or movement patterns don’t change / are fixed



		5. Fine skill example

		Throwing a dart / finger action in pistol shooting / wrist action in bowling / snooker shot / shot in archery



		6. Reason

		Small muscle movements
or precision is important







		6
(AO2)

		Accept any suitable examples as long as justification is correct

Do not accept:
‘Easy’ on it’s own for pt 2



		

		

		

		Total

		6
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		Description must include the identification of phase (cognitive, associative, autonomous) 
Sub max 2 from cognitive phase:

1. Leads to a mental picture (being formed)/mental rehearsal / understanding what needs to be done

2. Needs (conscious) thought or concentration on technique or subroutines / ‘thinking’ stage

3. Unable to use intrinsic feedback / only extrinsic feedback effective / reliant on verbal or visual cues / feedback needed / relies on guidance or FB

4. Movement (often) lacks fluency or rhythm or co-ordination / movement jerky

5. trial and error a feature/ (many) mistakes

Sub max 2 from associative phase:

6. Matching or associating mental model with actual performance

7. Motor programmes begin to be formed / fundamentals or basics of skills learned

8. Practice or rehearsal occurs

9. Following can be used: more detailed feedback / knowledge of results (KR) or knowledge of performance (KP)/kinaesthesis or kinaesthetic or intrinsic feedback

10. More trial & error / learn from or fewer or eliminate mistakes / more consistent or effective / correct errors

11. Increased fluency or rhythm or efficiency /movement less jerky / better timing / more co- ordinated

12. Some never leave or move beyond this stage / (usually) longer than cognitive

Sub max 2 from autonomous phase:

13. Accurate or well grooved or consistent or habitual or over learned /motor programmes formed (stored in LTM)

14. Fluent or rhythmic or efficient

15. Little thought or conscious control (needed)/ automatic / spare attentional capacity /can focus on tactics or strategy / skills can be adapted

16. Able to use intrinsic or kinaesthetic feedback (effectively)/less need for external feedback

17. May return to associative phase / need to keep practising (to stay in this phase)

		6

		 

		Accept

		Do not accept



		1. 

		Demonstration



		2.

		 



		3. Positive feedback or positive reinforcement important

		 



		4. 

		 



		5.

		 



		6.

		 



		7.

		 



		8.

		 



		9. feedback still required

		 



		10.

		 



		11.

		Start to groove skills



		12.

		Longest phase



		13. Few errors / almost perfect =BOD

		 






		14.

		 



		15. Don’t have to think about it = BOD

		 



		16. Can correct themselves

		Little or no FB ‘able to use FB’ on own = TV



		17.

		 







Examiner’s Comments

Describe the characteristics of each of the three named phases of learning movement skills.
Nearly 45% of candidates scored 5 or 6 max here. The vast majority named the three phases correctly as cognitive, associative and autonomous and were able to come up with two suitable descriptive points for each phase.



		

		

		

		Total

		6
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		Six marks from:

Short term – maximum 4 marks

· perception occurs / incoming information is interpreted / judged / working memory e.g. a tennis player judging the spin of the ball

· aspects of the environment are interpreted within approximately one minute e.g. the speed of the tennis ball taken into consideration for a serve return

· information is encoded / info is rehearsed e.g. the flight of the ball is remembered

· info is chunked / organised e.g. the opponents position, the flight of the ball and the speed of the ball are organised in the brain

· comparison is made with info stored in LTM / information received from LTM e.g. the flight of the ball compared to a previous serve

· response is then based on short term memory perceptions e.g. the player sees that the ball has top spin and therefore prepares to hit a faster bouncing ball

Long term – maximum 4 marks

· learned movements are stored / motor programmes / schema stored / information that is approximately older than one minute is used e.g. the tennis player has stored a number of serve – return movement patterns

· information encoded from STM is recognised / current and past experiences compared e.g. previous returns of serve are linked to the present required movement pattern

· successful / relevant performances are remembered or opponents strengths / weaknesses are remembered e.g. the tennis player remembers returns of serve that have been successful before

· information decoded / sent to STM e.g. the return of serve movement pattern is remembered and then used for the present situation

		6
(AO3)

		The explanation points must be linked to physical activities, e.g. short term memory linked to receiving a ball in tennis.

The examples given are related to return of serve in tennis but the performance from any suitable physical activity / sport is acceptable.



		

		

		

		Total

		6
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		i

		3 marks for 3 from:
Sub-Max one mark for named motor skill and correct classification

1. Simple e.g. running etc. / complex e.g. Lay-up shot in basketball, tennis serve, etc.

2 marks for justification:
(If classification is for simple)

2. One or few stimuli to process or limited information to process or limited cognitive demand / or limited perceptual requirements / low perceptual load

3. One / few decisions to make

4. Skill with few subroutines


(if classification is for complex)

5. Many stimuli /lots of information to process /perceptual requirements / high perceptual load

6. Many decisions to make / timing required

7. Skill with many subroutines

		3

		 

		Accept

		Do not accept



		1. BOD for classification of motor skill if supported by reasonable justification.

		Easy skill / Name of sport



		4.

		Can’t be split into sub-routines



		7.

		Can be broken into sub-routines







Examiner’s Comments

Generally well answered. A small number of candidates failed to identify the type of skill so as a result could not score across 2bii. Most candidates managed to link a skill correctly to its place on the complexity continuum, but the then struggled to gain full marks for the justification.



		

		

		ii

		4 marks for description of practice methods. Must be related to classification given in 2bi.
Mark first two attempts only.
(simple skills)

1. Whole (practice)

2. Practice the complete skill / movement or do not break up skills into parts / sub- routines.

3. Whole part whole

4. A combination of whole and part methods or practising the complete skill then splitting into sub routines to practise and then practising as a complete skill again

5. Massed (practice)

6. (Practice) without rest / recovery intervals

7. Fixed (practice)

8. (Practice) that does not vary / change


(complex skills)

9. Part method

10. Splitting skill up into sub-routines or individual elements

11. Progressive part or chaining

12. Learn one part of the skill before linking / joining with another part

13. Whole part whole

14. A combination of whole and part methods or practising the complete skill then splitting into sub routines to practise and then practising as a complete skill again.

15. Distributed (practice)

16. (Practice) with rest / recovery intervals

17. Varied (practice)

18. (Practice) that changes or uses a different / changing environment.

		4

		 

		Accept

		Do not accept



		1. 

		 



		2. 

		Practising a whole skill







Examiner’s Comments

Most candidates were able to correctly state and describe practice methods, although linking the correct practice method to the correct skill classification was clearly a challenge for quite a few candidates. Many candidates embedded their answers with practical examples.
Quite often the wrong practices were identified, especially if complex skill given. Eg golf swing complex. use Whole practice and Fixed = no marks but a reasonable answer for that skill. Mental practice came up a lot as well. Many chose their practice type based on the skill not necessarily the continuum thus scored 2 / 4.



		

		

		

		Total

		7
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		(e)* Levels of Response

 

		Generic descriptors

		Discriminators



		Level 3 (8 – 10 marks)
A comprehensive answer:

· detailed knowledge and understanding

· effective analysis / critical evaluation and / or discussion / explanation / development

· clear and consistent practical application of knowledge

· accurate use of technical and specialist vocabulary

· high standard of written communication.

		At Level 3 responses are likely to include:

· effective discussion on operant conditioning

· effective discussion of at least one type of reinforcement

· good knowledge and understanding of the S-R bond

· discussion on both skill learning and adopting BAHLs

· at top of level, reference to at least one of Thorndike’s Laws



		Level 2 (5 - 7 marks)
A competent answer:

· satisfactory knowledge and understanding

· analysis / critical evaluation and / or discussion / explanation / development attempted with some success

· some success in practical application of knowledge

· technical and specialist vocabulary used with some accuracy

· written communication generally fluent with few errors.

		At Level 2 responses are likely to include:

· satisfactory discussion on operant conditioning

· at least one type of reinforcement discussed with some success

· satisfactory knowledge and understanding of the S-R bond

· at top of this level, satisfactory discussion on both skill learning and adopting BAHLs / or comprehensive discussion of learning movement skills OR BAHLs



		Level 1 (1 - 4 marks)
A limited answer:

· basic knowledge and understanding

· little or no attempt to analyse / critically evaluate and / or discuss / explain / develop

· little or no attempt at practical application of knowledge;

· technical and specialist vocabulary used with limited success

· written communication lacks fluency and there will be errors, some of which may be intrusive.

		At Level 1 responses are likely to include:

· basic discussion on operant conditioning

· little or no reference to different types of reinforcement

· basic knowledge and understanding of the S-R bond

· reference to just movement skills or just BAHLs



		[0 marks] No response or no response worthy of credit.

		 







Indicative content: Candidate responses are likely to include:
Numbered points = knowledge / understanding Bullet points = likely development of KU
Operant conditioning applied to learning movement skills and adopting BAHLs:

1. operant conditioning is a method of learning by association or connection / operant conditioning is an associationist or connectionist theory

2. Reference work of psychologist Skinner / Skinner’s rats

· development of experiment

3. Stimulus-Response (S-R) bonds are formed or strengthened

4. …. by shaping or guiding or modifying behaviour or the response

5. (shaping occurs during) Trial and Error (learning)

· having a go / experimenting.

eg try out activities or trying out different techniques for serving in tennis
eg school offers varied activity programme or varied menu

· give easy targets / allow success

6. Manipulate or change the environment

eg limit unhealthy choices from school menueg play a passing game in football within the confines of grids/3-touch hockey or football / move player nearer target

7. (use) Positive reinforcement

· give a stimulus or satisfier

· ….after successful or desired response

· …to strengthen SR bond / to reinforce or ensure repetition of (desired) behaviour / develop schema

eg badge for eating healthily or exercising or swimming a width or having fun following a healthy diet

8. …(use) praise or reward or positive feedback (when good skill or healthy behaviour shown)

· (rewards can be) tangible

eg reaching target weight may attract money reward or badge or certificate

· (rewards can be) tangible

eg accept suitable examples

9. (use) Negative reinforcement

· give disapproval or negative feedback when skill or behaviour is undesired or wrong

· (then) take away negative feedback when correct response occurs…

· …to strengthen desired SR bond / to condition correct behaviour or response

eg parent stops criticising child once they start doing exerciseeg take away negative feedback when badminton serve finally performed correctlyeg stop feeling tired after eating healthily and so recognise benefits of a balanced diet

10. (use) Punishment

· give an unpleasant stimulus or negative feedback

· to eliminate undesired behaviour / to break an (undesired) S-R bond

eg stop pocket money for child who does no exerciseeg tell youngster off or withdraw privileges for not following a BAHLeg drop from team for performing poor skills

11. (behaviour can be modified by) education or medical advice

eg doctor tells you to exerciseeg teaching the importance of close ball skills in football

12. (behaviour more likely to change) if reinforced or encouraged by ‘significant other’ or role model or parent

eg watching your parents follow an active lifestyle and wanting to copy themegwatching an expert hockey player may improve your hitting technique

13. (reinforcement more likely) when benefits felt or seen

eg an exercise programme makes you fitter or more energised or improves your body shapeeg a new serving technique in volleyball leads to better outcomes
Application of Thorndike’s Laws (relating to reinforcement)

14. Thorndike’s laws

· ensure that the right responses learned or bonds strengthened

· indicate factors that affect how well operant conditioning or learning takes place

15. Law of Effect

· the outcome or effect of your behaviour influences what you do next

· desired or correct behaviour that is reinforced (with satisfier) strengthens the S-R bond / reinforcement strengthens the SR bond

· undesired or incorrect behaviour that receives annoyer weakens the S-R bond

eg you get stronger after weight training so you continue weight trainingeg you feel better after exercising or eating healthily so you continue

16. Law of Exercise

· practice strengthens the SR bond / practising the correct responses helps response to be learned or brings about correct behaviour or response

eg you keep practising weight training technique you will learn it more effectivelyeg you keep trying exercising you are more likely to continue

17. Law of Readiness

· the learner has to be physically and mentally mature enough to be able to make the appropriate response or perform the skill / learner must be physically and mentally mature enough for the S-R bond to be strengthened

eg If you are old enough you are able to participate in pyramid weight trainingeg you must be mature enough to be able to use Swiss exercise balls effectively
Evaluation of effectiveness of operant conditioningPositive

· Reasonably quick and effective

· Good for simple movement tasks or responses that require quick thinking

· Good for the young who respond well to positive reinforcement

Negative

· Leads to prescriptive or automatic responses / can’t adapt to different situations

· Too much positive reinforcement can lead to complacency or arrogance

· Little understanding needed so may not be real learning / learning may lack depth

		10

		relevant responses not listed should be acknowledged
Accept -annoyer or negative or unpleasant or noxious stimulus Look for key point of ‘annoyer being withdrawn’
Only credit Thorndike DEVS / EGs once Thorndike OR Law identified



		

		

		

		Total

		10
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		(e)* Levels of Response

Level 3 (8 – 10 marks)
A comprehensive answer:

· detailed knowledge & understanding

· effective analysis / critical evaluation and / or discussion / explanation / development

· clear and consistent practical application of knowledge

· accurate use of technical and specialist vocabulary

· high standard of written communication



Level 2 (5 - 7 marks)
A competent answer:

· satisfactory knowledge & understanding

· analysis / critical evaluation and / or discussion / explanation / development attempted with some success

· some success in practical application of knowledge

· technical and specialist vocabulary used with some accuracy

· written communication generally fluent with few errors





Level 1 (1 - 4 marks)
A limited answer:

· basic knowledge & understanding

· little or no attempt to analyse / critically evaluate and / or discuss / explain / develop

· little or no attempt at practical application of knowledge;

· technical and specialist vocabulary used with limited success

· written communication lacks fluency and there will be errors, some of which may be intrusive


[0 marks] No response or no response worthy of credit.

Indicative content: Candidate responses are likely to include: (relevant responses not listed should be acknowledged)
Numbered points = knowledge / understanding
Bullet points = likely to be development of knowledge

Explanations and examples:

1. Short Term Sensory Store (STSS)

· STSS is where: info enters (from senses or display)

· selective attention happens / important information filtered in / irrelevant info filtered out

· capacity limitless

· duration &lt; 1 second

· info is filtered / passed into the STM / encoded

eg concentrating on the ball when hitting or catching / blocking out crowd noise / position of team mates or opponents etc / other suitable eg showing contribution of STSS

2. Short Term Memory (STM)

· retrieves information (from LTM) information is perceived or understood or judged or interpreted

· incoming information compared to learned information / initiates movement

· information organised or chunked or encoded

· limited capacity / 5-9 items / 7+ or – 2

· duration &lt; 30 seconds

· Information is passed to LTM / encoded

· (e.g. for STM) judging the speed of the ball / grouping info relating to skill or situation / other suitable eg showing contribution of STM

3. Long Term Memory (LTM)

· information or motor programmes or patterns of movement stored

· Recognition part of the memory process

· schema are stored

· information sent back (to STM) / decoded

· (current) performance associated with previous performances (to recognise strengths weaknesses)

· capacity limitless

· duration permanent

· e.g. for LTM having or remembering technique of netball shooting / storage of named MP or sporting technique / other suitable example showing contribution of LTM


Describe strategies that might improve memory storage.

4. Rehearsal / repetition / practise / overlearning of movements or routines

· Forming motor programmes

· Drills

Eg grooving a serve in tennis by serving repeatedly

5. Chunking of information or organisation

· Can extend the capacity of the STM

· Minimise number or complexity of stimuli

· Makes it easier for information retention

· Information is stored in smaller amounts

Eg remembering sub routines by using numbers
Eg “clean palm dirty neck” Eg using stories

6. Use of mental preparation or mental practice or mental rehearsal

· Thinking through routines or patterns of movement

· Developing mental strategies such as imagery or meditation or hypnosis

Eg mentally focussing in on the patterns of the gym routine before performance

7. Meaningful or relevant information / messages

· Understanding the usefulness of information

· Being coached about how important remembering information is

Eg A coach encourages the performer to understand the importance of remembering a short corner drill in hockey

8. Making information more interesting / exciting / novel / unique / enjoyable

· Creating drills / experiences that the performer finds exciting

· Intensify the stimulus / cueing-in the stimulus

Eg Coach develops skills in an exciting game competition in basketball.

9. Association/ Linking/ experiences / thoughts

· Performer remembers better if they can associate with something already learned

· Developing a stimulus response (S-R) bond

· Use past experiences or utilise positive transfer of other skills

Eg when a player sees a particular arm action of the opponent in a squash match he knows that he can expect a particular type of shot.

10. Positive feedback / Positive Reinforcement

Eg saying well done if the tennis forehand technique is correct

11. Chaining / Sequencing – linking items together in order.

		10

		



		

		

		

		Total

		10
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		Level 3 (8–10 marks)

· detailed knowledge and excellent understanding (AO1)

· well-argued, independent opinion and judgements which are well supported by relevant practical examples (AO2)

· detailed analysis and critical evaluation (AO3)

· very accurate use of technical and specialist vocabulary

· there is a well-developed line of reasoning which is clear and logically structured. The information presented is relevant and substantiated.



Level 2 (5–7 marks)

· good knowledge and clear understanding (AO1)

· independent opinions and judgements will be present but may not always be supported by relevant practical examples (AO2)

· good analysis and critical evaluation (AO3)

· generally accurate use of technical and specialist vocabulary

· there is a line of reasoning presented with some structure. The information presented is in the most-part relevant and supported by some evidence.



Level 1 (1–4 marks)

· satisfactory knowledge and understanding (AO1)

· occasional opinion and judgement but often unsupported by relevant practical examples (AO2)

· limited evidence of analysis and critical evaluation (AO3)

· technical and specialist vocabulary used with limited success

· the information is basic and communicated in an unstructured way. The information is supported by limited evidence and the relationship to the evidence may not be clear.



(0 marks) No response or no response worthy of credit.

Indicative Content

AO1 - KU
‘Leaders are born, not made.’ Discuss this statement with reference to the three theories of leadership.
Trait theory

1. Trait theory

2. Trait theory states that people are born with characteristics that make them good leaders. (innate / inherited / genetic)

· Leadership traits are stable / enduring / predetermined

3. Trait theory does not take into account the environment or other people at all.

4. Great man theory

AO2 – E.G.
e.g. charisma, confident

e.g. if you are a leader you can lead any size team, for any sport, at any level because they are simply born a leader.

AO3 - DEV
This theory fully supports the statement.
Trait theory agrees with this statement

· Born with the predisposition to lead

· Innate characteristics to lead

The statement disregards any situational influences
Suggests that only sons inherit the necessary qualities of leadership
or only men are born leaders

AO1 - KU
Social Learning Theory

5. Social learning theory

6. Social learning theory states that leadership characteristics are learned from others.

· You are more likely to copy the behaviour if the person is of a higher status / role models

· This learning is by watching other leaders be both successful and unsuccessful.

7. Leadership behaviour considers the social environment you’ve been exposed to

8. Leadership behaviour is learned if it is reinforced / vicarious reinforcement

9. SLT does not consider the effects of traits / inborn characteristics on leadership at all

AO2 – E.G.
e.g. you are likely to copy the leadership behaviours of the school netball captain.

e.g. watching someone lead the football team badly would enable you to not make the same mistake when you were leading.

e.g. If a hockey team praise their coach, it is more likely that the coach’s behaviour will be copied.

AO3 - DEV
This theory fully disagrees with the statement / does not support the statement that leaders are born not made
This theory would suggest the opposite of what the statement says, i.e. that leaders are made / learn to be leaders (not born)

This theory states it’s not the traits that you have been born with that determine if you’re a good leader but the social environment you’ve been exposed to so disagrees with statement

Ignores traits so fully disagrees with the statement

AO1 - KU
Interactionist approach

10. Interactionist approach

11. Traits and the environment interact to influence leadership

12. Interactionist approach states that an individual is born with certain characteristics to make them effective leaders but it depends on / comes apparent in certain situations.

13. You show (inborn) leadership traits /skills when the situation demands it

· You might not be a leader in everyday life but show leadership qualities in sport

AO2 – E.G. e.g. an individual may be quite laid back on a daily basis but when playing for a netball team, the coach is ill and the need for someone to take the lead and organise the session is present so this individual steps up and organises the netball practice.

AO3 - DEV This theory partially supports / partially disagrees with the statement
This theory supports that inborn traits can influence leadership

· And it disagrees because it says the environment influences (interacts with traits) to influence leadership

The interactionist approach agrees with the statement to a certain degree (but not fully).

· You need to have been born with the necessary leadership characteristics but they only become evident in certain situations.

· It is not born or learned but the interaction between both.

This would suggest that inborn traits do have an influence in certain situations so does not fully support the statement / partially supports the statement
In conclusion, trait theory fully agrees with the statement, social learning theory fully opposes the statement and the interactionist approach partly agrees with the statement.

AO1 - KU
Using sporting examples, outline the types of guidance a leader could use to help improve performance

14. Verbal guidance

· Talking to performers

· Explaining / describing the coaching points of a skill

· Talking through a set play or tactic

15. Visual guidance

· Showing how to do a skill / new tactic

· Demonstration

· Video

· Drawing / diagram

16. Manual guidance

· Physically moving / supporting / restricting the performer through the skill

17. Mechanical guidance

· A mechanical device / piece of equipment used to help the performer

18. Can use combination of guidance types / often visual and verbal go together

AO2 – E.G. e.g. a badminton coach telling the player where to place their feet when performing a flick serve.

e.g. explaining positions on a netball court when doing zonal defending
e.g. the leader showing the rock climber a way of getting over the overhang

e.g. the leader using a board with magnets on to show the American football team a new set play
e.g. the leader could physically place the volleyball player into the correct position from which to perform a dig

e.g. the leader could physically support the gymnast to help them perform a backwards walkover
e.g. using a harness to complete a tumble in gymnastics

e.g. using a pull buoy during training
e.g. a cricket coach showing how to perform a forward defensive shot whilst saying the coaching points

AO3 - DEV

Gives an understanding of how to perform

· Good for experts

· Can be quick

· Can motivate /give confidence.

Credit any relevant development
Gives a clear mental picture

· Good for beginners

· Slow motion videos can aid understanding.

Credit any relevant development
This could be to ensure the performers safety

· To build confidence

· To enable them to complete a movement they might not be able to otherwise

· To gain the kinaesthetic feel of the movement

This could be to ensure the performers safety

· To build confidence

· To enable them to complete a movement they might not be able to otherwise

· To gain the kinaesthetic feel of the movement

Using a combination can make learning faster / more effective / aids understanding

		10
(AO1 x3,
AO2 x3,
AO3 x4)

		At Level 3 responses are likely to include:

· Detailed discussion of all three theories, covering the extent to which the theories support the statement.

· Thorough understanding of all four types of guidance

· Successful application to sporting context of all guidance types.

· At the top of this level learners may have drawn conclusions regarding the extent to which theories support the statement/ may have concluded that guidance types may be used in combination. Some explanation of guidance might also be present

· AO1, AO2 and AO3 all covered well in this level.



At Level 2 responses are likely to include:

· Good knowledge of all three theories of leadership.

· Some discussion as to the extent of which the theories support the statement.

· Good knowledge of guidance methods

· Successful application to sporting context of some guidance types.

· maximum of 3 marks to be awarded for AO1 and 3 marks for AO2; some AO3 required for top of this level.



At Level 1 responses are likely to include:

· Satisfactory knowledge of some theories of leadership

· Little, if any, success at discussing the extent to which the theories support the statement

· There may be more focus on describing / explaining the theories.

· Some satisfactory understanding of guidance types and there could be some supported Egs present

· maximum of 3 marks to be awarded for AO1 with no application.

Maximum of 3 marks to be awarded for AO1.
Maximum of 3 marks to be awarded for AO2
Maximum of 4 marks to be awarded for AO3
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		Level 3 (8–10 marks)

· detailed knowledge and excellent understanding (AO1)

· well-argued, independent opinion and judgements which are well supported by relevant practical examples (AO2)

· detailed analysis and critical evaluation (AO3)

· very accurate use of technical and specialist vocabulary

· there is a well-developed line of reasoning which is clear and logically structured. The information presented is relevant and substantiated.





Level 2 (5–7 marks)

· good knowledge and clear understanding (AO1)

· independent opinions and judgements will be present but may not always be supported by relevant practical examples (AO2)

· good analysis and critical evaluation (AO3)

· generally accurate use of technical and specialist vocabulary

· there is a line of reasoning presented with some structure. The information presented is in the most-part relevant and supported by some evidence.











Level 1 (1–4 marks)

· satisfactory knowledge and understanding (AO1)

· occasional opinion and judgement but often unsupported by relevant practical examples (AO2)

· limited evidence of analysis and critical evaluation (AO3)

· technical and specialist vocabulary used with limited success

· the information is basic and communicated in an unstructured way. The information is supported by limited evidence and the relationship to the evidence may not be clear.

(0 marks) no response or no response worthy of credit.
Definition of group

1. A collection of people who share similar goals and interact with each other Or social aggregates / gatherings / collectives that involve mutual awareness and potential for interaction. (AO1)
                    ‒   Collective identity
                    ‒   Common goal
                    ‒   Shared purpose
                    ‒   Group unity
                    ‒   Structured patterns of communication
                    ‒   E.g. football team, basketball team, boxercise class, running club (AO2)

Why faulty processes occur

2. (Steiner’s model says that) actual productivity is the result of potential productivity minus the losses due to faulty processes / AP=PP-FP (AO1)
                    ‒   AP – how the team is actually performing at any given time
                    ‒   PP- maximum capability of the group
                    ‒   FP – factors which can go wrong in team performance.
                    ‒   FP reduce team cohesion

3. Co-ordination losses (AO1)
                    ‒   Also known as the Ringlemann effect
                    ‒   Breakdown in teamwork
                    ‒   Can’t sustain group effectiveness for full duration for game / match
                    ‒   E.g. error, poor timed move, lack of communication (AO2)

4. Co-ordination losses more likely to occur in bigger teams (AO1)
                    ‒   Rugby Union team / football team / cricket team more likely to experience co-ordination problems than a basketball / netball team / tug of war – more people didn’t convert into equal proportion of weight pulled. (AO2)
                    ‒   The more people there are involved the more opportunities there are for breakdowns / errors to occur. (AO1)

5. Motivation losses (AO1)
                    ‒   Also known as social loafing
                    ‒   When an individual suffers a loss of motivation and reduces effort / coasts within a game.
                    ‒   Prevents team co-ordination and inhibits team cohesion.
                    ‒   E.g. a hockey player doesn’t try as hard in a game and let’s other members put the tackles in / a rugby player doesn’t sprint as hard as they could after an opposition player relying on someone else to catch them.(AO2)

6. Motivation losses can occur because an individual feels that others in the team aren’t trying (AO1)
                    ‒   E.g. a volleyball player may not jump to block as often as they think the other players aren’t trying to block when it’s their turn. (AO2)

7. Social loafing can arise if player feels their performance isn’t watched / valued / appreciated / noticed (AO1)
                    ‒   E.g. a basketball player may stop defending as much as no one ever comments on their good interceptions / coach doesn’t notice how many times they have won the ball back. (AO2)

8. Individuals with low self-confidence may withdraw as a self-preservation / strategy to protect self-esteem (AO1)
                    ‒   So they can say they maybe didn’t do that well but they weren’t really trying.
                    ‒   E.g. a cricketer in bat could say they didn’t score many runs but they weren’t really trying / a football player could say they didn’t get the ball that much but they weren’t trying that hard. (AO2)

9. If a player / individual has had a negative / bad experience in the past, or failed at something, they may coast / loaf (AO1)
                    ‒   E.g. a hockey player might withdraw / not take short corner and someone else because last time they did it, they made a mistake and the ball went out. (AO2)
                    ‒   So they can say they maybe didn’t do that well but they weren’t really trying.
                    ‒   E.g. a cricketer in bat could say they didn’t score many runs but they weren’t really trying / a football player could say they didn’t get the ball that much but they weren’t trying that hard.

10. If a player / individual perceives the task to be too hard / difficult then they may experience a loss of motivation. (AO1)

Types of feedback a coach may use.

11. Positive feedback could be used to recognise players effort / individual input / success (AO1)
                    ‒   E.g. a coach could recognise the cross was good because the follow throw of the stick was in the right direction / the amount of running and chasing down of the ball a defender did. (AO2)
                    ‒   This might help prevent social loafing as the players would know / realise their individual efforts were recognised / noticed.(AO3)
                    ‒   Could build confidence so reduce chance of players withdrawing / coasting. (AO3)
                    ‒   Could reverse the effects of negative experience / failure previously that causes player to withdraw / coast. (AO3)
                    ‒   If everyone’s effort / input is being noticed, then everyone is more likely to try harder so there should be less motivational losses.(AO3)
                    ‒   E.g. if all the rugby players known their efforts will be noticed with positive feedback about their fitness / skills / tactics then they all might try harder. (AO2)
                    ‒   Could be said to be the most effective feedback in terms of ensuring players know their effort is recognised. (AO3)
                    ‒   It could involve something like Man of the Match awards to motivate players to try their best and therefore not loaf. (AO2)

12. External feedback would be used by the coach as it is coming from the coach and not from the players. (AO1)
                    ‒   A coach may use other external sources of feedback like fitness test results, video analysis, other coaches to give feedback. (AO2)
                    ‒   If players know they are being watched and their contribution is being measured then there will be less chance of social loafing. (AO3)
                    ‒   This is going to be more effective than internal feedback for preventing ‘faulty processes’ as the players themselves may not recognise that they are not trying. (AO3)

13. Knowledge of results - a coach may use results of overall games or knowledge of results regarding skills to ensure that players know their effort / lack of effort is being noticed. (AO1)
                    ‒   E.g. a netball coach may look at the number of successful centre passes the centre delivered from the centre pass / a coach may look at the number of free kicks that went into the goal / number of wins v losses. (AO2)
                    ‒   This could stop a player from coasting as the individual contributions could be measured. (AO3)
                    ‒   This is a good form of feedback as it is very measurable / subjective and the player couldn’t turn around and say that they coach just didn’t like them. (AO3)
                    ‒   It also then provides a good way to show improvement and build confidence.(AO3)

14. Knowledge of performance could help to motivate players and therefore prevent motivational losses. (AO1)
                    ‒   But is perhaps harder to use in this instance compared to knowledge of performance. (AO3)
                    ‒   More subjective (AO3)
                    ‒   Harder to measure than KR (AO3)

15. Concurrent feedback could prevent a player from coasting. (AO1)
                    ‒   E.g. during a game if a coach saw a basketball player beginning to withdraw they could give them some feedback on their performance so far to try to motivate them, for example, number of successful interceptions and a target to reach. (AO2)
                    ‒   Very useful type of feedback but a coach would need to make sure they are applying it to several / all players in order not to make an individual player feel singled out. (AO3)

16. Terminal feedback could be used after a game to give the players feedback about their performance. (AO1)
                    ‒   E.g. a coach could tell the volleyball players the number of successful blocks / passes etc. to let the players know their efforts / work is being watched. (AO2)
                    ‒   This may help players coasting / loafing in future games as they know they are being watched. (AO3)
                    ‒   It could be delayed terminal feedback, for example, before the next game, in order to motivate players for that game and set targets. (AO1)
                    ‒   Delayed may have more of an effective as straight after a game, the player may forget before the next game.(AO3)
                    ‒   The result of the game could also affect how much notice the player takes of the feedback (AO3)
                    ‒   E.g. if they lost the basketball game the player may be very downhearted and think ‘well what difference would it have made anyway’ but equally if they won the game the player may thing ‘well we won – I don’t need to try harder’. (AO2)

17. Negative feedback could be used to show players where they could improve. (AO1)
                    ‒   This could be to show an area of the game that needs improving, for example, tackles made, successful passes.(AO2)
                    ‒   Or specific to a movement, for example, when you dig you need to make sure you your arms are straight and the movement comes from the legs rather than swinging your arms at the ball. (AO2)
                    ‒   This will help players to maintain motivation as they know they are being watched. (AO3)
                    ‒   Once players make the change this could increase their confidence as they see their performance improve and therefore less likely to withdraw. (AO3)
                    ‒   However this negative feedback should not be criticism, this could make the problem worse and cause the player to lose confidence and withdraw further. (AO3)

18. The best / most effective feedback will depend on the faulty process. (AO3)
                    ‒   The individual player
                    ‒   E.g. some players respond well to negative feedback and find it really motivating, other players need positive feedback to be encouraged. (AO2)
                    ‒   The coach
                    ‒   E.g. some coaches will feel happy giving a certain type of feedback and therefore deliver it more successfully. (AO2)

		10
(AO1 x 3,
AO2 x 3,
AO3 x 4)

		At Level 3 responses are likely to include:

· correct definition of a group, potentially with added detail or examples (may indicate top of this band).

· detailed knowledge of both coordination and motivational losses explaining the impact of the faulty process on the team.

· relevant practical examples throughout, both of why a player may experience a motivation or coordination loss and of types of feedback used.

· detailed discussion of the types of feedback a coach could use.

· at the top of this level there may be some opinion / conclusion regarding the ‘best’ type of feedback.

· AO1, AO2 and AO3 all covered well in this level.

At Level 2 responses are likely to include:

· basic definition of a group

· good knowledge of both coordination and motivational losses, although answer may focus on one more than the other.

· some use of relevant practical examples of why a player may experience a motivation or coordination loss.

· some explanation of the types of feedback a coach could use.

· at the top of this level there may be attempted discussion of the types of feedback a coach could use.

· at the bottom of this level answers are likely to focus on one faulty process and be more descriptive with limited application to team performance.

· maximum of 3 marks to be awarded for AO1 and 3 marks for AO2; some AO3 required for top of this level.


At Level 1 responses are likely to include:

· attempted definition of a group, but may be inaccurate.

· satisfactory knowledge of faulty processes – this may be of coordination losses or motivational losses, although answer may not use technical language to identify these.

· few, if any, attempted practical examples of why a player may experience a motivation or coordination loss.

· at the top of this band there may be some identification of the types of feedback a coach might use.

· maximum of 3 marks to be awarded for AO1 with no application.




Maximum of 3 marks to be awarded for AO1.
Maximum of 3 marks to be awarded for AO2.
Maximum of 4 marks to be awarded for AO3.



		

		

		

		Total

		10

		



		51

		

		

		Level 3 (8–10 marks)

· detailed knowledge & understanding (AO1)

· clear and consistent practical application of knowledge & understanding (AO2)

· effective analysis/evaluation and/or discussion/explanation/development (AO3)

· accurate use of technical and specialist vocabulary

· there is a well-developed line of reasoning which is clear and logically structured. The information presented is relevant and substantiated.

Level 2 (5–7 marks)

· satisfactory knowledge & understanding (AO1)

· some success in practical application of knowledge (AO2)

· analysis/evaluation and/or discussion/explanation/development attempted with some success (AO3)

· technical and specialist vocabulary used with some accuracy

· there is a line of reasoning presented with some structure. The information presented is in the most-part relevant and supported by some evidence.

Level 1 (1–4 marks)

· basic knowledge & understanding (AO1)

· little or no attempt at practical application of knowledge (AO2)

· little or no attempt to analyse/evaluate and/or discuss/explain/develop (AO3)

· technical and specialist vocabulary used with limited success

· the information is basic and communicated in an unstructured way. The information is supported by limited evidence and the relationship to the evidence may not be clear.

(0 marks) No response or no response worthy of credit.


Background

 

		1. 

		Observational learning states our behaviour is formed by copying others (AO1)



		2. 

		Copying is more likely to occur if a significant other is observed (AO1) 



		3.

		Reinforcement makes copying more likely to occur (AO1)



		4. 

		Theory derives from the 'Bobo doll' experiment (AO1)






Bandura’s theory/ processes

 

		5. 

		Attention is the first process (AO1)



		6. 

		In order for an individual to be able to copy a demonstration they must pay attention to the demonstration. (AO1)



		7. 

		They must focus on the important cues. (AO1)

 

		

		…E.g. If a coach is showing a netball player how to shoot they player must watch the demonstration carefully in order to be able to copy it. (AO2)
…E.g. the coach will highlight the cues and coaching points and the player must listen carefully in order to be able to copy it. (AO2)













 

		8. 

		The amount of attention paid to the demonstration will be influenced by how interested the performer is/ how motivated they are to be able to perform the skill/ perceived attractiveness of the model. (AO1)



		9. 

		The status/importance of the model (AO1)

 

		

		….E.g. if the model is of high status/ older then the learner may pay more attention, for example more attention may be paid to a county footballer doing a demonstration of shooting than of a fellow school player. (AO2)











 

		10. 

		Attention span of observer will also affect how much attention can be paid. (AO1)

 

		

		…E.g. if the learner has a long attention span then they may be able to really pay attention to a hockey coach showing them some different ways to take a penalty shot (AO2)











 

		11. 

		Incentives will also influence how much attention is paid. (AO1)

 

		

		… E.g. if there is a reward for being able to copy the skill or by copying the skill it means the learner can score/ perform a trick/ get round a defender then they may be more motivated to watch the demonstration closely in order to copy it. (AO2)











 

		12. 

		Retention is the second process (AO1)



		13. 

		Observer must be able to remember the model that is presented. (AO1)



		14. 

		Needs to create a mental picture of the process. (AO1)

 

		

		…E.g. the learner must be able to remember the stages of the triple jump in order to be able to repeat it. (AO2)











 

		15.

		Repetition of the demonstration will help improve retention. (AO1)

 

		

		…E.g. The table tennis coach could repeat the serve several times in order to help the learner remember the key points. (AO2)











 

		16. 

		Mental rehearsal can improve retention. (AO1)

 

		

		…E.g. a basketball player may imagine themselves performing a free throw in order to remember/ rehearse the key coaching points. (AO2)











 

		17. 

		Motor reproduction is the third process. (AO1)



		18. 

		The observer must be physically and mentally able to imitate the skill being observed. (AO1)



		19. 

		Demonstrations need to be matched to the level of the learner. (AO1)

 

		

		…E.g. a learner must be physically able to perform the gymnastic tumbling routine in order to be able to replicate it. (AO2)











 

		20. 

		Feedback is important to make sure the motor reproduction matches the model. (AO1)

 

		

		…E.g. a coach giving the swimming verbal feedback on their dive and how to improve it to make sure it matches the technical model of the demonstration. (AO2)











 

		21. 

		Motivation is the final process (AO1)



		22. 

		The learner must be motivated if learning is to take place. (AO1)

 

		

		…E.g. a learner must want to practice the rugby tackle in order for them to be motivated to learn how to do it. (AO2)











 

		23. 

		Extrinsic feedback/reinforcement of the model will increase a learner’s motivation to imitate it. (AO1)

 

		

		…E.g. if supporters cheer a cricketer performing an overarm bowl successfully then the learner will be more motivated to learn and copy the skill (AO2)













Evaluating + and − different types of motivation
Intrinsic

 

		24.

		Intrinsic motivation comes from within the individual (AO1)

 

		

		…E.g. wanting to complete a marathon for fun (AO2)











 

		25. 

		(Positive) Intrinsic rewards may be more ‘valuable’ with the individual taking part for their own gain/ benefit, i.e. satisfaction/ to win/ pride/ enjoyment. (AO3) 



		26. 

		(Positive) Intrinsic motivation may encourage lifelong participation/ be more long term (AO3)



		27. 

		(Positive) Intrinsic motivation is more self-sufficient i.e. you don’t need anyone else to be present/ notice. (AO3)



		28. 

		(Negatives) intrinsic motives such as fun and enjoyment may disappear due / intrinsic motivators may not be enough to maintain the motivation to participate. (AO3)



		29. 

		(Negative) A cognitive learner may find it difficult and not that enjoyable so may require more than just intrinsic motivation to keep them persisting in the learning. (AO3)





Extrinsic

 

		30. 

		Extrinsic motivation comes from sources outside of the individual. (AO1)

 

		

		…E.g. rewards such as medals/ badges/ prizes/ money. (AO2)











 

		31. 

		(Positive) Extrinsic rewards may have more of a significant impact (AO3)



		32. 

		(Positive) Extrinsic rewards such as badges may be a very effective way to get children to start to learn a sport (AO3).



		33. 

		(Positive) Extrinsic rewards may improve confidence (AO3)



		34. 

		(Negative) It has been suggested that extrinsic motivation may undermine/ not be as valuable as intrinsic motivators. (AO3)



		35. 

		(Negative) Extrinsic motivation may not lead to long term participation/ may lose effect. (AO3)



		36. 

		(Negative) If extrinsic rewards are removed motivation may decline, i.e. once you have achieved all the badges, been given money or trophies etc.



		37. 

		(Negative) may be demotivating if you don't achieve the 'level' required for extrinsic reward i.e. swimming badge (AO3)






Conclusions

 

		38. 

		The effect of different sources of motivation will differ for different individuals/ it is therefore hard to say one is better than the other. (AO3)



		39. 

		It depends on how much emphasis /importance is placed upon the reward/ affected by perception of reward. (AO3)



		40. 

		To increase the chances of continued participation/ performance there needs to be a balance between both types of motivation. (AO3)







		10(AO1 ×3, AO2 ×3, AO3 ×4)

		At Level 3 responses are likely to include:

· detailed, accurate and well developed explanation of all 4 stages of observational learning.

· relevant range of sporting examples to support explanation of all 4 stages.

· range of positives and negatives for both types of motivation.

· at the top of this band some general conclusions of motivation should be present.

· at the bottom of this band there may only be a few evaluative points for both types of motivation or may be slightly unbalanced.

· correct technical language is used throughout

· AO1, AO2 and AO3 all covered well in this level.

At Level 2 responses are likely to include:

· competent explanation of the 4 stages of observational learning.

· some sporting examples to support explanation of the stages.

· a few of positives and negatives for the types of motivation, but is likely to be unbalanced.

· at the top of this band there should be evaluative points for both types of motivation.

· at the bottom of this band there may only be some attempt at evaluation of the types of motivation and there may be some inaccuracies.

· there may be some inaccuracies in the use of technical vocabulary

· maximum of 3 marks to be awarded for AO1 and 3 marks for AO2; some AO3 required for top of this level.

At Level 1 responses are likely to include:

· basic explanation of observational learning, but this may include inaccuracies .

· there may be a few attempted, if any sporting examples to support explanation.

· limited, if any evaluation of types of motivation, may be limited to either positives or negatives or only one method discussed

· maximum of 3 marks to be awarded for AO1 with no application.




Can credit opposites – but only gain credit for intrinsic or extrinsic – unless candidate has been explicit that it is comparison/ about both sources.

Examiner’s Comments

On the whole students struggled with the content of this question and exam technique was an issue for some. In the first section many candidates were not able to name and describe the 4 components of Bandura's model and were particularly weak when describing motor reproduction, with many simply stating that this was the performer attempting the skill rather than saying that the athlete is physically and mentally able. Higher level candidates were able to accurately describe all 4 stages of the model and gave well developed points for each element and each stage was supported by accurate sporting examples. Weaker candidates tended to provide one sporting example usually linked to attention but this was then not carried through to support the rest of their answer.

Most students attempted to give both positives and negatives of intrinsic and extrinsic motivation however generally answers were very superficial or tended to merely describe the types of motivation without fully evaluating. Some candidates also confused motivation with feedback. The best answers were those which contained a variety of well developed positives and negatives and included an overall summary conclusion.



		

		

		i

		Level 3 (8–10 marks)

· detailed knowledge & understanding (AO1)

· clear and consistent practical application of knowledge & understanding (AO2)

· effective analysis/evaluation and/or discussion/explanation/development (AO3)

· accurate use of technical and specialist vocabulary

· there is a well-developed line of reasoning which is clear and logically structured. The information presented is relevant and substantiated.

Level 2 (5–7 marks)

· satisfactory knowledge & understanding (AO1)

· some success in practical application of knowledge (AO2)

· analysis/evaluation and/or discussion/explanation/development attempted with some success (AO3)

· technical and specialist vocabulary used with some accuracy

· there is a line of reasoning presented with some structure. The information presented is in the most-part relevant and supported by some evidence.

Level 1 (1–4 marks)

· basic knowledge & understanding (AO1)

· little or no attempt at practical application of knowledge (AO2)

· little or no attempt to analyse/evaluate and/or discuss/explain/develop (AO3)

· technical and specialist vocabulary used with limited success

· the information is basic and communicated in an unstructured way. The information is supported by limited evidence and the relationship to the evidence may not be clear.


(0 marks) No response or no response worthy of credit.

Definition

1. Degree of physiological and psychological readiness or activation/ energised state/readiness for action/ intensity of motivation/ drive to achieve (AO1)

 

		 

		-

		can vary/ is on a continuum (AO1)



		 

		-

		deep sleep to intense excitement (AO1)



		 

		-

		two types of arousal (AO1)





2. somatic/ physiological arousal (AO1)

 

		 

		-

		e.g. changes in heart rate/ blood pressure/ respiration (AO2)



		 

		-

		relates to changing state of the body (AO2)





3. cognitive/ psychological arousal (AO1)

 

		 

		-

		e.g. worry/ negative thought (AO2)



		 

		-

		relates to state of mind (AO2)





4. Increases in both types of arousal can be experienced when performing sport (AO1)

 

		 

		-

		effect of the change/ increase in arousal depends on the performer (AO3)






Theories

5. (Hull’s) Drive Theory (AO1)

 

		 

		-

		States that an increase in arousal is proportional (linear relationship) to an increase in the quality of performance/ as arousal increases so does quality of performance (AO1)



		 

		 

		OR



		 

		-

		Accept correctly labelled diagram as explanation (AO1)





6. Quality of performance depends on how well the skills have been learned. (AO3)

 

		 

		-

		Dominant response is the learned behaviour/ response that is most likely to be given by the performer. (AO1)



		 

		-

		As arousal increases a performer is more likely to exhibit their dominant response (AO3)





7. Inverted U theory (Yerkes Dodson) (AO1)

 

		 

		-

		This theory suggests that as arousal increases so does the quality of performance. (AO1)



		 

		-

		Up to a midway point/ optimal point/ moderate level(AO1)



		 

		 

		OR



		 

		-

		Accept correctly labelled diagram as explanation (AO1)





8. Hard to focus/ difficulty in concentrating (AO2)

 

		 

		-

		Attentional field is too wide (AO3)



		 

		-

		Attends to all cues so attention is spread too thinly (AO3)



		 

		-

		Limited ability to concentrate (AO3)





9. Best performance occurs at moderate levels of arousal. (AO1)

 

		 

		-

		Attentional field adjusts to ideal width (AO3)



		 

		-

		Attend to relevant cues and ignores irrelevant cues/ selective attention occurs (AO3)



		 

		-

		Enables concentration/ perfect state for learning (AO3)





10. At high levels of arousal/over arousal leads to poor performance (AO1)

 

		 

		-

		Attentional field becomes too narrow (AO3)



		 

		-

		Miss relevant cues so don’t make good decisions (AO3)



		 

		-

		Performer experiences excessive degree of activation/ may panic/ hypervigilance (AO3)



		 

		-

		Limited ability to concentrate.(AO3)





11. Catastrophe theory (AO1)

 

		 

		-

		Suggests that as (somatic) arousal increases quality of performance improves (AO1)



		 

		-

		But optimal performance will only be achieved if cognitive arousal/anxiety is kept low. (AO3)



		 

		-

		Over arousal can lead to a catastrophe/ dramatic drop in performance (AO1)



		 

		-

		If high cognitive arousal and high somatic arousal occur then the performer will go beyond optimal level of arousal and a ‘catastrophe’ will occur/ have ‘gone over the edge’ (AO3)



		 

		-

		Performer may be able to regain a higher level of performance after the catastrophe if arousal is reduced/controlled (AO3)



		 

		 

		OR



		 

		-

		Accept correctly labelled diagram as explanation (AO1)





12. Cue utilisation(A01)

 

		 

		-

		Levels of arousal affect how well cues are used (AO1)



		 

		-

		At low arousal both relevant and irrelevant cues are attended to (AO1)



		 

		-

		At moderate/optimal arousal only relevant/task cues are attended to (AO1)



		 

		-

		At high arousal relevant cues are missed/ hypervigilance occurs (AO1)



		 

		-

		Hypervigilance can be beneficial for some performers (AO3)



		 

		 

		…. e.g. target sports (AO2)





13. Zone of Optimal Functioning/ZOF (Hannin) (AO1)

 

		 

		-

		Applies to autonomous performers (AO3)



		 

		-

		Each athlete has a different zone (AO3)



		 

		-

		Performers are either in their zone or out of it (AO3)



		 

		-

		Involves an affective emotional response/ peak flow (experience) (AO3)



		 

		 

		….e.g. enjoyment, feeling of euphoria, feeling of nothing can go wrong (AO2)







Stage of learning

14. The stage of learning will influence the effect that arousal has on performance (AO3)

15. Cognitive/ associative learners will perform better with lower levels of arousal. (AO3)

16. Autonomous performers will perform better with higher levels of arousal. (AO3)

17. An experienced athlete’s 'curve' will shift to the right of the graph as they can cope with higher levels of arousal/ a novice athlete’s 'curve' will shift to the left of the graph as they can’t cope with higher levels of arousal (AO3)

18. Advanced performer is more likely to be able to selectively attend as they know the correct cues (AO3)

Type of skill being performed

19. Gross/ ballistic/ dynamic skills may benefit from higher arousal levels (AO3)

20. e.g. shot put, boxing, 100m sprint (AO2)

21. Fine skills may be performed better with lower arousal levels (AO3)

22. e.g. dart throw, golf putt, archery (AO2)

23. Simple skills may benefit from higher arousal levels (AO3)

24. e.g. sprinting, swimming (AO2)

25. Complex skills may benefit from lower arousal levels (AO3)

26. e.g. tumbling routine, cricket batsman selecting shot (AO2)
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(AO1 x 3, AO2 x 3, AO3 x 4)

		At Level 3 responses are likely to include:

· Accurate definition of arousal

· All 3 theories outlined in detail (Drive, Inverted U, Catastrophe)

· Consistent and accurate application of sporting examples

· Detailed discussion of how skill type and stage of learning are affected by arousal

· At the top of the band candidate may acknowledge the role of both cognitive and somatic arousal

· Correct technical language is used throughout







At Level 2 responses are likely to include:

· Basic definition of arousal

· All 3 theories outlined in basic detail OR Outlines 2 theories in detail

· Some application of sporting examples

· Some discussion of skill type and stage of learning, however answer may be brief or show imbalance

· There may be some inaccuracies in the use of technical vocabulary

· Maximum of 3 marks to be awarded for AO1 and 3 marks for AO2; some AO3 required for top of this level.

At Level 1 responses are likely to include:

· Attempted definition of arousal

· Limited outline of 1 or 2 theories

· Limited application of sporting examples

· Limited discussion of either skill type or stage of learning

· Maximum of 3 marks to be awarded for AO1 with no application.

 

		 



		 



		 



		 



		 



		 



		 



		 



		 





Look for e.g.s (AO2) embedded in response
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(Drive theory)
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(Inverted U theory)
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(Catastrophe theory) 





Examiner’s Comments

Most learners were able to provide accurate definitions of the theories of arousal, showing good AO1 skills. However, a number of learners gave definitions where the terms arousal and performance were reversed; this resulted in TV (too vague) being awarded. Many learners provided diagrams but these were often not labelled correctly (many did not identify or label the axis), or referred to in their answers. Learners rarely explained the inverted U theory in detail, failing to progress beyond a basic description of the curve. Learners at the higher level were able to discuss the impact of cognitive and somatic arousal in relation to the catastrophe theory.

Where learners discussed the stage of learning this was generally well answered and higher level learners often provided sporting examples to support their work. The best learners showed equal balance and detail for both the stages of learning and the type of skill, accurately applying examples throughout. Weaker answers often did not answer both parts of the question or showed inaccuracies in their responses; this was particularly true in their discussion of the effect of arousal on the different learning stages.

Very few learners included any sporting examples in their response, thus limiting the grade they could achieve. Given that AO2 application of knowledge and understanding is embedded in the generic levels descriptors for these extended response questions, learners need to be made aware that they should always seek to show their ability to use practical examples and apply what they know to the context of the question set.



		

		

		

		Total

		10

		



		52

		

		

		Level 3 (8–10 marks)

· detailed knowledge and excellent understanding (AO1)

· well-argued, independent opinion and judgements which are well supported by relevant practical examples (AO2)

· detailed analysis and critical evaluation (AO3)

· very accurate use of technical and specialist vocabulary

· there is a well-developed line of reasoning which is clear and logically structured. The information presented is relevant and substantiated.



Level 2 (5–7 marks)

· good knowledge and clear understanding (AO1)

· independent opinions and judgements will be present but may not always be supported by relevant practical examples (AO2)

· good analysis and critical evaluation (AO3)

· generally accurate use of technical and specialist vocabulary

· there is a line of reasoning presented with some structure. The information presented is in the most-part relevant and supported by some evidence.



Level 1 (1–4 marks)

· satisfactory knowledge and understanding (AO1)

· occasional opinion and judgement but often unsupported by relevant practical examples (AO2)

· limited evidence of analysis and critical evaluation (AO3)

· technical and specialist vocabulary used with limited success

· the information is basic and communicated in an unstructured way. The information is supported by limited evidence and the relationship to the evidence may not be clear.



(0 marks) No response or no response worthy of credit.

1. Leadership definition (AO1)

“an individual having influence over the behaviour of others to motivate them to follow set goals OR “behavioural process of influencing others towards set goals)

Leadership style 

2. Autocratic (all AO1)

· Task orientated / wants to get the job done

· Dictatorial in style

· They make all the decisions (rather than the group) / inflexible

· Command approach

· Show little interest in the individuals within the group / doesn’t get involved on a personal level with group

· Focus on getting the job done/ achieving the goal/ completing the task rather than the process.

· Has clear, pre-determined goals.

· Works quickly

· Effectively used with Beginners OR Group / large group OR Dangerous activity OR Complex task OR not much time available OR group want autocratic leader OR experts that trust their leader OR with males

3. Democratic (AO1)

· Involve the members of the group in the task

· Person orientated/shows interest in the individuals within the group

· Shares decisions

· Works slower than an autocratic leader.

· Shows interest in the individuals in the group / gets to know group on a personal level / informal

· Takes into account individuals preferences/ ideas so goals are more changeable

· Delegates responsibility

· Believes that ownership of the task increases motivation.

· Effectively used with individual / small group tasks OR females OR safe / simple skills OR experts OR no time pressure OR group want democratic leader

4. Laissez faire (AO1)

· Leader makes very few decisions

· Group makes the decisions / can do as they wish

· Leader takes a back seat

· Leader gives very little feedback

· Leader has very little direct influence on the group.

· Effectively used when developing creativity OR elite performers OR completing assessments OR leader fully trusts group

Evaluation of types of feedback 



5. Positive feedback (AO1)

· gives information about a successful outcome / technique

· can be intrinsic or extrinsic
▸ e.g. praising a successful lay up in basketball (AO2)



6. (Positive advantages) (AO3)

· forms / strengthens a correct S-R bond

· reinforces skill learning OR indicate where the performer has done things correctly

· can (significantly) increase motivation

· effective for beginners

· builds confidence within the performer
▸ e.g. when a coach praises a volleyball player on a successful block the player will grow in confidence and be more likely to try the block more often. (AO2)



7. (Positive disadvantages) (AO3)

· If undeserved then the performer may establish incorrect S-R bonds / deteriorate in performance.

· Ineffective if unspecific / imprecise

· If overused can lead to ignoring feedback / losing it’s positive effect becoming devalued
▸ e.g. a table tennis player hearing lots of positive comments from their coach may feel like it’s not valuable as it’s too often. (AO2)



8. Negative feedback (AO1)

· information about an unsuccessful outcome

· can be intrinsic or extrinsic
▸ eg a coach criticising a netball player for making a poor pass into the shooters (AO2) 

9. (Negative advantages) (AO3)

· It motivates some performers / can result in increased determination
▸ e.g. a rugby player being told off for not trying hard enough to stop the other team from scoring a try may become more determined to work harder to stop the opposition. (AO2)

· Provides clear areas for the player to work on to improve OR tells the performer what they are doing wrong OR improves skill learning
▸ e.g. a basketball coach criticising the wrist action when shooting gives the player a very specific focus to work on in training. (AO2)

· Useful for autonomous players / experts (who only require refinement of their skills)

· Can help to fine tune well learned skills

· Prevents drive reduction as it pushes performer to achieve goal



10. (Negative disadvantages) (AO3)

· can be demotivating / cause performer to give up

· can lower self confidence

· it doesn’t necessarily tell a performer what they need to do, it could just tell them what they are doing wrong

· inappropriate for beginners / cognitive stage of learning
▸ e.g. if a coach gives negative feedback to a beginner boxer she may feel useless (AO2)

· if the negative feedback is unfounded / inaccurate can have detrimental effects on performance



11. Knowledge of performance (AO1)

· information about how well the movement was executed / technique

· can be given as external feedback
▸ e.g. a coach explaining to the hockey player what they did well in the flick shot (AO2)



12. (Knowledge of performance advantages) (AO3)

· good for situations when the outcome may not be successful but the movement was

· allows coach to focus on the positive aspects
▸ e.g. positive feedback about a badminton player’s service technique despite losing the game when they were playing against a player ranked 10 places higher than them. (AO2)

· can tell performers (beginners / intermediates) how to improve
OR essential for skill learning

· can help experts to refine movements

· can increase motivation / confidence

· if given whilst performer is executing skill (concurrent feedback) errors can be corrected quickly
▸ e.g. coach tells you that you are dribbing the ball into a player, you can correct it and immediately dribble away into a space

· effective in some closed / aesthetic skills were technique is important

· Helps to develop kinaesthetic awareness / intrinsic feedback



13. (Knowledge of performance disadvantages) (AO3)

· if feedback is inaccurate can be detrimental to performance

· some performers might only want to know the outcome
▸ e.g. Nadal may not be interested about where his elbow is when he served if he lost the game. (AO2)

· can confuse / overload / demotivate performer if lots of KOP is given OR must only be given gradually to beginners

· can take a long time to develop the kinaesthesis



14. Knowledge of results (AO1)

· information about the outcome

· terminal feedback / comes at the end of performance

· is external
▸ e.g. the arrow hit the bullseye OR the pass reached the team mate OR you ran 13s in 100m, OR you scored a goal (AO2)



15. (Knowledge of results advantages) (AO3)

· Important in order for learning to take place OR the performer needs to know if they were successful in order to learn

· Important for beginners

· Important for experts

· can increase motivation / confidence / focus

· satisfaction felt when successful KOR will strengthen S-R bond
▸ e.g. a long jumper seeing how far he has jumped and feeling proud will strengthen the S-R bond. (AO2)

· effective when linked to KOP to develop skills / motivate performers

· Measurable / objective



16. (Knowledge of results disadvantages) (AO3)

· Can demotivate / lower confidence by focusing on the results more than the process / performance.

· if the result / outcome is unsuccessful, the performer may feel the feedback is negative despite the fact they may have improved aspects of performance
▸ e.g. a new netball team may feel demotivated if the coach focuses on the loss of the game to the team at the top of the league when they felt they played well and made lots of good interceptions. (AO2)

· the result / outcome doesn’t always effectively inform you about how well you have done

· can strengthen incorrect S-R bonds
▸ e.g. a hockey player might score from a narrow angle when they would have been better passing and might shoot from here again (AO2)

· can only be used once performance has been completed

· isn’t as effective in some closed / aesthetic skills where success measure is technique e.g. gymnastics vault

· Can be too statistics based



17. Extrinsic feedback (AO1)

· comes from an external source to the performer / the environment

· from sight or sound
▸ e.g. from a coach telling the performer they hit the ball correctly (AO2) 
▸ e.g. a performer seeing that they scored a goal (AO2)



18. (Extrinsic Advantages) (AO3)

· the coach can observe and then give feedback / has time to think before giving feedback / doesn’t have to rush feedback

· helps skill learning for beginners

· more objective so potentially more accurate,
▸ e.g. a hurdler’s coach is not affected by how hard the hurdler felt they tried or what he thought he had done, the coach can see the performance and be more factual about it. (AO2)

· if the coach is experienced then the feedback should be accurate / effective / lead to improved performance,
▸ e.g. an Olympic level gymnastic coach will be able to give very accurate and constructive feedback. (AO2)

· is motivating as performer is getting attention from the coach

· can help a performer to develop intrinsic feedback if a coach tells a performer their movement was correct and to remember the physical feeling of the movement



19. (Extrinsic Disadvantages) (AO3)

· if the coach gives inaccurate feedback this can lead to a decrease in quality of performance,
▸ e.g. a novice coach could give poor feedback to a diver about their rotations mid dive which could result in too much splash on entry (AO2)

· this can then lead to a drop in motivation for the performer

· does not develop as much kinaesthetic awareness within the individual

· performer can become too dependent upon this type of feedback / if the coach isn’t there a performer might struggle to know how they are doing

· if overused it can overload / demotivate performer



20. Intrinsic feedback (AO1)(**see guidance)

· information about the kinaesthetic feel of the movement

· comes from within the performer / internally

· comes from proprioceptors
▸ e.g. a performer physical feeling that they hit the sweet spot of the squash racquet. (AO2)



21. (Intrinsic advantages) (AO3)

· it is instant / movements can be corrected immediately

· readily available

· don’t need to rely on others
▸ e.g. a tennis player can ‘feel’ if the serve was correct, they don’t need their coach to tell them. (AO2)

· good for experts / autonomous stage of learning 
▸ e.g. a professional footballer will be able to use intrinsic feedback accurately compared to a beginner. (AO2)

· helps to develop fluent movements / timing

· performer is able to think about other things such as tactics



22. (Intrinsic disadvantages) (AO3)

· beginners can’t use it / don’t know the true kinaesthetic feel

· might not be accurate / lead to errors in performance

· some individual’s senses / proprioception is not very effective

· some performers (who lack confidence may not trust their own feedback and) feel the need to have an external source provide the feedback
▸ e.g. an inexperienced / nervous trampolinist may need a coach to confirm to him that the back drop was correctly executed. (AO2)

· Learning how to use intrinsic feedback can take a long time

		10 AO1x3, AO2x3, AO3 x4

		At Level 3 responses are likely to include: 

· detailed knowledge of all three leadership styles.

· detailed evaluative points made for a range for different types of feedback

· relevant practical examples used throughout the evaluation

· AO1, AO2 and AO3 all covered well in this level.

· the mark given within this level is likely to be determined by the breadth and depth of the evaluation of the types of feedback.



At Level 2 responses are likely to include: 

· good knowledge of leadership styles

· satisfactory evaluative points made for the different types of feedback (there might be some inbalance)

· some practical examples are used to support parts of evaluation

· at the top of this level answers should either have: good evaluation of at least two of the types of feedback or basic evaluation but across more types of feedback

· at the bottom of this level, answers are likely to have a good leadership style section, but weak feedback section or vice versa but both parts are likely be attempted.

· the bottom of this level could be achieved without practical examples provided AO3 is strong.

· at the top of this level all AOs and all parts of the question have to be present



At Level 1 responses are likely to include: 

· satisfactory knowledge of leadership styles, however this may be quite unbalanced.

· limited evaluation, if any

· answers are more likely to be descriptive referring to one or two of the types of feedback that could be used

· limited use of examples in the evaluation.

· at the top of this level answers may include either: detailed knowledge of leadership styles or detailed evaluation of feedback types but lack examples or basic knowledge of both parts of the question but lack depth and application

· maximum of 3 marks to be awarded for AO1 with no application.



Max of 3 marks for AO1.
Max of 3 marks for AO2.
Max of 4 marks for AO3.

Stamp ‘REP’ for the final point explaining each style of leadership as better candidates will cover more of these points.

The MS contains suggestions of sporting examples. Accept any relevant application of egs to any point to award (AO2) in part 2.

Stamp ‘EG’ for candidates giving egs of the types of feedback. Higher scoring candidates will use egs to back up evaluative points.

N.b ONLY ACCEPT information about intrinsic feedback if the candidate writes that ‘the coach should ensure/ encourage a performer to use it’ otherwise it isn’t answering the question and should be noted as IRR 

Examiner’s Comments 

This 10 mark extended response required students to show their depth and breadth of understanding in two areas of the course and assessed candidates on:

· AO1 – knowledge and understanding

· AO2 – application of knowledge and understanding through practical examples

· AO3 - analysis and evaluation

· Technical vocabulary

· Structure and relevance of written response



 

		Most successful responses 

		Least successful responses 



		 

		 

		· showed a detailed knowledge of all three leadership styles

· many also showed an appreciation for when the leadership styles would be used as part of their explanation

· gave a broad and detailed evaluation of a range of different types of feedback focusing on the types of feedback stated in the specification

· included relevant practical examples throughout the evaluation – this proved to be the hardest part of the question, only the most able candidates attempted, and were successful in doing this

· if the candidate referred to intrinsic feedback they made it relevant to the question by saying something like, ‘the coach can help a performer to develop intrinsic feedback by telling a performer their movement was correct and to remember the physical feeling of the movement’

· very accurate use of technical and specialist vocabulary

· a well-developed line of reasoning which was clear and logically structured.







		 

		 

		· showed a basic knowledge of leadership styles

· gave a limited evaluation of feedback methods, if any

· were more descriptive referring to just one or two types of feedback

· confused negative feedback with negative reinforcement

· were limited by restricting their response to types of feedback not stated in the specification, e.g. verbal, terminal, instead of ones stated on the specification

· gave examples of types of feedback, rather than using examples to support the evaluation

· directly referred to intrinsic feedback, which isn’t a type of feedback a coach can use

· technical and specialist vocabulary used with limited success

· information is basic and communicated in an unstructured way.













 

		[image: ]

		

AfL






As part of the course, candidates should study positive feedback, negative feedback, extrinsic feedback, intrinsic feedback, knowledge of results and knowledge of performance.

Terminal, concurrent, continuous, verbal and visual feedback are no longer on the specification.

 

		[image: ]

		

Misconception






Centres should make sure that candidates are aware of the difference between Negative feedback and negative reinforcement.

 

		[image: ]

		

AfL






Candidates should consider the question carefully to make sure they identify the different parts to the question and what is required of them before composing their response. Planning their response is also key.

Candidates should answer the extended response in detail, showing their depth and breadth of understanding. Candidates giving a superficial response gain less credit than a candidate who answers showing their depth and breadth of understanding in a balanced response.



		

		

		

		Total

		10

		



		53

		

		

		Level 3 (8–10 marks)

· detailed knowledge & excellent understanding (AO1)

· well-argued, independent opinion and judgements which are well supported by relevant practical examples (AO2)

· detailed analysis and critical evaluation (AO3)

· very accurate use of technical and specialist vocabulary

· there is a well-developed line of reasoning which is clear and logically structured. The information is relevant and substantiated.

Level 2 (5–7 marks)

· good knowledge and clear understanding (AO1)

· independent opinions and judgements will be present but may not always be supported by relevant practical examples (AO2)

· good analysis and critical evaluation (AO3)

· generally accurate use of technical and specialist vocabulary

· there is a line of reasoning presented with some structure. The information presented is in the most part relevant and supported by some evidence.

Level 1 (1–4 marks)

· satisfactory knowledge and understanding (AO1)

· occasional opinion and judgement but often unsupported by relevant practical examples (AO2)

· limited evidence of analysis and critical evaluation (AO3)

· technical and specialist vocabulary used with limited success

· the information is basic and communicated in an unstructured way. The information is supported by limited evidence and the relationship to the evidence may not be clear.


(0 marks) No response or no response worthy of credit.

Indicative content – candidate responses are likely to include (relevant responses not listed should be acknowledged)
e.g. = skill / illustration of theoretical points

Why goal setting is important to performance

· helps to focus attention on the task / strategy

· increases effort

· encourages persistence

· increases motivation

· provides an incentive

· reduces anxiety

· can increase confidence

· encourages new strategies / tactics

How goal setting is used to ensure effective performance in the different stages of learning

· Cognitive stage

· basic goals

· aim at grooving / overlearning the skill

· aims to be motivating / enjoyable

· Associative stage

· rehearse / repeat / practice

· focus on refining the skills

· focus on feedback from the coach

· Autonomous stage

· focus on performing with little conscious control

· focus on going back to rehearsed basics

· focus on applying skills and using tactics / strategies

· SMART principle

· goals should be specific to needs of performer

· goals need to be measurable for each stage

· goals need be achievable for the level of the performer

· goals need to be recorded

· goals need to be time phased appropriately for the learning stage

		10
(3 x AO1,
3 x AO2,
4 x AO3)

		At Level 3 responses are likely to include:

· detailed knowledge and understanding of why goal setting important

· examples used frequently throughout the answer

· clear reference to effect of goal setting on different stages (cognitive, associative, autonomous) of learning - at the top of the level, all three stages of learning linked to goal setting covered

· consistent use of practical examples

· consistent use of technical terminology

· AO1, AO2 and AO3 all covered well in this level.

At Level 2 responses are likely to include:

· satisfactory knowledge and understanding of why goal setting important

· examples used occasionally

· some reference to effect of goal setting on different stages (cognitive, associative, autonomous) of learning – at the top of the level, at least two of the three stages of learning linked to goal setting covered

· some use of practical examples some use of technical terminology.

· maximum of 3 marks to be awarded for AO1 and 3 marks for AO2; some AO3 required for top of this level.

At Level 1 responses are likely to include:

· mostly descriptions

· limited reference to the different stages of learning

· maximum of 3 marks to be awarded for AO1 with no application.



		· 

		

		

		Total

		10

		










- Remove from test

Question

				



		

		A sports coach might use the cognitive theory of learning to ensure that sports performers learn effectively.

Describe the cognitive theory of learning movement skills.
Using practical examples from sport, explain the drawbacks of a coach using this theory to teach a novice performer in sport.

 

 

 

 

 

 

 

 

		 

		[4]









		











Mark Scheme

40.

Answer: Four marks from:
Sub max two marks - description of cognitive learning:

1. Learning is best achieved by presenting the whole skill to the learner. (AO1)

2. Learning takes place in a realistic situation. (AO1)

3. Learner must understand and think about the problem as a whole / requires insight / problem solving. (AO1)

4. Not just a case of stimulus-response, there are mental processes, known as intervening variables, which occur between a stimulus being received before learner performs a response.

5. Learner uses mental rehearsal / reminiscence / perception to aid learning. (AO1)

Sub max two marks for (drawbacks):

5. The skill maybe too complex for a beginner to learn as a whole – with example. (e.g. tennis serve) (AO2)

6. The skill maybe too dangerous for a beginner as a whole – with example (e.g. tumbling routine). (AO2)



Marks:

4
(2 x AO1,
2 x AO2)



Guidance:




















Give mark for reasons only if suitable practical example is identified.
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1. Using practical examples from sport, explain the two types of reinforcement that may be used during operant conditioning when learning motor skills.[2]Exam Style Questions – Operant Conditioning & Thorndikes’s Laws



2. Using practical examples from sport, explain how operant conditioning affects the learning of motor skills. [4]

3. Positive reinforcement can help a performer to learn a skill in sport. For example, a coach could reward a badminton player with praise when her serve lands in the service box.

i. Using sporting examples, explain other ways that operant conditioning can be used to learn skills.[3]

ii. Evaluate the use of rewards in operant conditioning.[2]

4. Describe the theory of operant conditioning when applied to the learning of motor skills. [6]



Exam Style Questions – Operant Conditioning & Thorndikes’s Laws





4. Using practical examples from sport, explain the two types of reinforcement that may be used during operant conditioning when learning motor skills.[2]

5. Using practical examples from sport, explain how operant conditioning affects the learning of motor skills. [4]

6. Positive reinforcement can help a performer to learn a skill in sport. For example, a coach could reward a badminton player with praise when her serve lands in the service box.

ii. Using sporting examples, explain other ways that operant conditioning can be used to learn skills.[3]

iii. Evaluate the use of rewards in operant conditioning.[2]

4. Describe the theory of operant conditioning when applied to the learning of motor skills. [6]







1 Using practical examples from sport, explain the two types of reinforcement that may be used during operant conditioning when learning motor skills.[2]Exam Style Questions – Operant Conditioning & Thorndikes’s Laws



2 Using practical examples from sport, explain how operant conditioning affects the learning of motor skills. [4]

3 Positive reinforcement can help a performer to learn a skill in sport. For example, a coach could reward a badminton player with praise when her serve lands in the service box.

i) Using sporting examples, explain other ways that operant conditioning can be used to learn skills.[3]

ii) Evaluate the use of rewards in operant conditioning.[2]

4. Describe the theory of operant conditioning when applied to the learning of motor skills. [6]

Exam Style Questions

Operant Conditioning & Thorndikes’s Laws







1. Using practical examples from sport, explain the two types of reinforcement that may be used during operant conditioning when learning motor skills.[2]

2. Using practical examples from sport, explain how operant conditioning affects the learning of motor skills. [4]

3. Positive reinforcement can help a performer to learn a skill in sport. For example, a coach could reward a badminton player with praise when her serve lands in the service box.

i) Using sporting examples, explain other ways that operant conditioning can be used to learn skills.[3]

ii) Evaluate the use of rewards in operant conditioning.[2]

4. Describe the theory of operant conditioning when applied to the learning of motor skills. [6]
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1. 

i. Bandura’s model identifies four processes involved in the copying of behaviour. 
Two of these are ‘retention’ and ‘motor reproduction’. Explain these terms.





















[2]



ii. Discuss factors that affect successful modelling in physical activity and sport.

















































[4]





2. According to Bandura we learn movement skills by observing and copying others. His model has four processes, the first two of which are attention and retention.

i. Describe the other two processes.

 

		

		 

		1

		



		



		



		2

		



		



		



		[2]











ii. Discuss factors that will impact on how much attention a performer pays to the demonstration and how well they retain the information.































[4]



3. One of the processes in Bandura’s model of observational learning is attention.

Identify two factors that may influence how much attention is paid to the demonstration.

 

		Factor 1:

		



		Factor 2:

		



		[2]







4. 

Three theories that seek to explain how a performer learns motor skills are:

 

		•

		Cognitive theory of learning



		•

		Operant conditioning



		•

		Bandura’s theory of social/observational learning.





i. Complete Table 6.1 by writing the name of the learning theory which is shown in each coaching situation. The first one has been done for you.



 

		 

		Coaching situation

		Learning theory



		Example: A coach makes sure that the gymnast demonstrates a basic routine to the young performers so that they are physically able to copy it.

		Example: Social/observational learning



		1. The captain of a rugby team demonstrates a set move on a line-out to a younger team member.

		



		2. Performers play a game of badminton and then discuss why the serve didn’t work very well.

		



		3. In a netball drill, the performer learns by trial and error to raise their arms to defend the shot.

		



		4. A swimming coach gives a high five and says ‘Well done’ when the performer uses their arms and legs together in the stroke.

		







		





 

		[4]



		Table 6.1





ii. Performers can learn skills using operant conditioning.

Discuss two benefits of learning using this approach.















[2]



END OF QUESTION PAPER






Mark scheme

 

		Question

		Answer/Indicative content

		Marks

		Guidance



		1

		

		i

		(Banduras model)

Two marks from:

 

		1.

		(Retention)
Remember the model / demonstration
or have a clear mental picture
or store info in the memory



		2.

		(Motor reproduction)
Be physically able / mentally able / have the necessary underlying abilities /
have learned any foundation skills







		2
(2 × (AO1)

		Do not accept:

 

		•

		Pay attention





 

		•

		Retain





 

		•

		Reproduce action/ perform the skill





 

		•

		Motivation







Examiner’s Comments
Most candidates successfully explained that retention referred to ‘remembering the model’, although some candidates were too vague using the term ‘retain’ in their answer. Motor reproduction proved challenging and many candidates described this as copying/performing the response, Better responses correctly referred to having the physical / mental ability to reproduce the skill. To allow for spread of marks this part of the answer was opened up to credit candidates referring to ‘being able to reproduce the skill’ although candidates should be encouraged to learn the full description for future papers.



		

		

		ii

		(factors affecting modelling)


Four marks from:

(if the model is):

 

		1.

		High status / significant / powerful / someone we look up to / role model



		2.

		Same as / similar to us
or same / similar in terms of age / gender / sport / position / attitude / culture



		3.

		Model’s behaviour is reinforced / praised / rewarded or use of vicarious reinforcement



		4.

		High standard / consistent / accurate / successful



		5.

		Using relevant behaviour / socially acceptable behaviour



		6.

		Warm / friendly / attractive



		7.

		The more of these factors that are met by the model the more likely it is that the behaviour will be copied
or if a model satisfies only one of these factors it is not likely to be copied



		8.

		If the demonstration is clear / repeated



		9.

		If the observer is focused on the relevant cues / can remember what they have seen / uses mental rehearsal



		10.

		If the observer is motivated







		4
(4 × AO3)

		Only accept points to do with ‘successful modelling’.

Do not accept: ref to unsuccessful modelling (TV)




Accept: examples that illustrate any of points 
e.g. a boy is more likely to imitate aggressive behavior than a girl √ pt5 

Examiner’s Comments
This question was a good differentiator allowing stronger candidates to show a more extensive understanding of factors affecting successful modelling. Some candidate responses incorrectly referred to unsuccessful modelling.



		

		

		

		Total

		6

		



		2

		

		i

		Two marks from:

 

		1. Motor reproduction

		Motor reproduction - the observer must be physically / mentally able to reproduce the movement



		2. Motivation

		Motivation- the observer must be motivated / have the drive to copy the movement.







		2
(AO1)

		Must be described to gain the mark. 

Examiner’s Comments

Many candidates successfully identified the two processes, most were then able to accurately describe the motivation element. Descriptions of motor reproduction were an area of weakness, with many responses stating incorrectly that the candidate needs to practice the skill to be able to perform it.

 

		[image: ]

		Misconception







Motor reproduction is where the performer is physically (and mentally) able to perform the skill. E.g., a 2 year old is unlikely to be able to catch a ball thrown hard towards them as they do not have sufficient co-ordination or reaction time.



		

		

		ii

		Four marks from:

 

		1. Attractiveness

		The more attractive / warm / friendly / exciting / interesting the model is to the observer therefore more likely they are to pay attention to / retain the information



		2. Competency

		If the model is highly skilled / competent / consistent therefore more attention the observer is likely to pay/ more likely to retain the information.



		3. Status

		If the model is of a high status / role model / significant other the observer therefore more likely to pay attention..



		4. Similarity / same

		The more similar / same the model is to the observer, e.g. in age/ gender / sport / position /attitude / culture therefore more likely the observer is to pay attention/ retain the information



		5. Characteristics of the observer

		Characteristics of the observer – e.g. their attention span / ability to use selective attention / how interested they are / how motivated they are therefore increases likelihood of paying attention / retaining information



		6. Incentives

		If there are incentives present for the copying of the behaviour then the observer is therefore more likely to pay attention / retain the information



		7. Clarity of demonstration

		The clearer the demonstration, the more likely the observer will be able to pay attention to / retain the information



		8. Repetition

		If the movement is repeated then there is more chance of the observer retaining the information



		9. Cued in

		If the observer is cued in to the main coaching points (via verbal guidance) then this will influence the attention they pay / ability to retain the information.



		10. Mental rehearsal

		If the observer mentally rehearses the movement they are more likely to retain the information



		11. Relevant

		The more relevant the skill is / if the skill is at the correct level the more attention the observer will pay



		12. Meaning

		If the demonstration is understood / given meaning it is more likely to be retained



		13. Chunk / subroutines

		If the observer can chunk information learned in the demonstration they are more likely to retain the information



		14. Vicarious reinforcement

		If the demonstration is reinforced / praised / rewarded / use of vicarious reinforcement the observer is more likely to retain info







		4
(AO3)

		Do not accept:
Identification of factor –it must be discussed in order to gain mark
e.g. behaviour is more likely to be copied if…/ less likely if…

Do not accept:
Physical practice as focus of the question is attention and retention

Accept: opposites.

Accept:
pt 5 – accept reference to the length of the demonstration (attention span) 

Examiner’s Comments

Most candidates successfully discussed one or two elements that would impact on attention and retention. Less successful responses tended to repeat the same point but in multiple ways, e.g., stating the performer’s age, gender, etc., as separate points. The question required candidates to consider a broader range of factors to achieve the full marks available.



		

		

		

		Total

		6

		



		3

		

		

		Two marks from:

 

		1. (Attractiveness)

		Perceived attractiveness / friendliness of the model / how interesting the model is



		2. (Competence)

		Competence / standard of the model



		3. (Role model)

		Role model / status of the model / significance of model



		4. (Characteristics of observer)

		Characteristics of the observer (e.g. attention span / how effectively they use selective attention / how interested the performer is / how motivated they are)



		5. (Incentives)

		If incentives are present



		6. (Similarity/same)

		Similarity of the model to the observer



		7. (Cued in)

		If the observer is cued into the main coaching points



		8. (Relevant)

		How relevant the behaviour is to the observer



		9. (Clear)

		If the demonstration is clear / easy to see







		2
(AO1)

		Mark 1st 2 identifiable answers only

Accept

Point 3 – BOD significant other

Point 6 – reference to whether the model is the same or similar age/gender/ability/sport/ position/attitude as the observer 

Examiner’s Comments

Generally well answered. Common responses included the significance of the role model, the similarity of the model, and the standard of the model.

A small number of candidates misunderstood the question and named two more process in Bandura’s model.



		

		

		

		Total

		2

		



		4

		

		i

		Four marks from

 

		 

		Scenario

		Learning theory



		1.

		Social learning theory / observational learning theory



		2.

		Cognitive theory of learning



		3.

		Operant conditioning



		4.

		Operant conditioning







		







		4(AO2)

		

Examiner’s Comments

This was well answered. Errors tended to focus around example 2 and 3, the majority of candidates achieving marks in example 1 and 4. 



		

		

		ii

		Two marks from:
Mark 1st two only

 

		 

		1. (Coach influence)

		Coach has influence to encourage correct learning



		2. (Manipulation)

		Manipulation of environment means ‘correct’ learning will (almost always) happen



		3. (Maturity)

		Can be used on young performers



		4. (Stage of learning)

		Effective with beginners / experts / all stages of learning



		5. (Positive Reinforcement)

		(Positive) reinforcement / praise / rewards leads to effective skill learning / increased confidence / increased motivation / strengthens S- R bond



		6. (Punishment)

		Punishment points out errors / where changes need to made



		7. (Shaping)

		Enables coaches to praise skills that are along the right lines (even if elements are performed wrong)
OR
shaping allows stages of success



		8. (Automatic)

		Developing S-R bonds leads to automatic responses / quicker reactions



		9. (S-R bonds)

		Helps performers to develop correct S-R bond



		10. (Quicker)

		Learning is quick if a reward is given (on every occasion / complete reinforcement is used)







		







		2(AO3)

		Mark 1st two only


Pt 5 – BOD negative reinforcement leads to effective skill learning

Examiner’s Comments

More successful responses focused on discussing benefits, rather than describing how performers learn using operant conditioning. Some candidates gave more than two responses but only the first two responses are marked in such questions.



		

		

		

		Total

		6
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Cognitive Theory of Learning exam qu.docx
1. Use an example to describe the cognitive theory of learning being applied in sport [1]Name:

Exam Style Questions – Cognitive theory of learning





2. Using a sporting example, describe how a coach would teach a performer according to the cognitive theory of learning. [2]





3. Some performers learn a new skill by following the cognitive theory of learning. Analyse how following this approach may affect their learning. [4]



4. Using a sporting example, describe how a coach would teach a performer according to the cognitive theory of learning. [4]



5. Describe the cognitive theory of learning movement skills [3]



6. A sports coach might use the cognitive theory of learning to ensure that sports performers learn effectively.
Describe the cognitive theory of learning movement skills.
Using practical examples from sport, explain the drawbacks of a coach using this theory to teach a novice performer in sport. [4]



7. Evaluate the use of the cognitive theory of learning for teaching skills to a beginner. [4]
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2. Using a sporting example, describe how a coach would teach a performer according to the cognitive theory of learning. [2]

[image: ]



3 Some performers learn a new skill by following the cognitive theory of learning. Analyse how following this approach may affect their learning. [4]

[image: ]

Qu 4. Using a sporting example, describe how a coach would teach a performer according to the cognitive theory of learning. [4]

Four marks from:

1. (Whole) coach uses whole practice

e.g. teaching the entire badminton overhead clear in one go

2. (understanding/insight) coach explains a movement/tactic OR performer develops insight / understanding / perception

e.g. performer understands / coach explains why the badminton player should return a serve using an overhead clear

3. (problem solving) coach uses a problem solving activity

e.g. a badminton player works out that the overhead clear is a good way to return a deep serve.

4. (intervening variable) coach would allow for intervening variables

e.g. they could encourage the badminton player to think about the height of the serve and where the player is stood before deciding where to place the clear

5. (previous experiences) coach would refer learner to previous experiences

e.g. a badminton player recognising from past experiences that they need to u se an overhead clear to return a deep serve.





































[image: ]Exemplar shows a clear and concisely written response for two of the four marks. They have been given pt 1 (whole practice) and pt 3 (problem solving). Two more points would have given two more points



















5. Describe the cognitive theory of learning movement skills [3]
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6) A sports coach might use the cognitive theory of learning to ensure that sports performers learn effectively.
Describe the cognitive theory of learning movement skills.
Using practical examples from sport, explain the drawbacks of a coach using this theory to teach a novice performer in sport. [4]

[image: ]



7). Evaluate the use of the cognitive theory of learning for teaching skills to a beginner. [4]



[image: ]
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1 mark from:
1. (Correct example of cognitive learning
theory being applied to sport),

e.g. a basketball player being taught the
benefits of zone defence can therefore
understand when to use this tactic/ playing

OR practicing breast stroke as a whole skill

OR watching a game of volleyball enables the
player to gain insight into the benefit of
achieving height on the set shot or downwards
angle on the smash/spike

OR a hockey player recognising from previous
experience that a certain surface is slippery or
the ball lifts more so adapting their
performance accordingly.

OR a footballer taking a free kick considering
all of the intervening variables e.g. height of
other players, amount of swing they can create
with different parts of the foot, position of the
GK
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OR a hockey player recognising from previous
experience that a certain surface is slippery or
the ball lifts more so adapting their
performance accordingly.

OR a footballer taking a free kick considering
all of the intervening variables e.g. height of
other players, amount of swing they can create
with different parts of the foot, position of the
GK
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Answer: i)Two marks from:
1. (Whole) coach uses whole practice
e.g. teaching the entire badminton overhead clear in one go
2. (understanding/insight) coach explains a movement/tactic OR performer develops insight / understanding / perception
e.g. performer understands / coach explains why the badminton player should return a serve using an overhead clear
3. (problem solving) coach uses a problem solving activity
e.g. a badminton player works out that the overhead clear is a good way to return a deep serve.
4. (intervening variable) coach would allow for intervening variables
e.g. they could encourage the badminton player to think about the height of the serve and where the player is stood before deciding where to place the clear
5. (previous experiences) coach would refer learner to previous experiences
e.g. a badminton player recognising from past experiences that they need to use an overhead clear to return a deep serve.
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(Positives/ strengths);

1. (understanding)

Performer develops a better understanding

2. (application)

Performer may be able to apply a skill / tactic more effectively

3. (quick)

Performer could find they make quick progress

4. (future prob solve / perception)

Helps the performer when problem solving / using perception in the future

5. (adapt / schema)

Enables performers to adapt to different situations better / use schema (rather than developing S - R bonds)

6. (self correct)

Can learn to self correct OR don't always have to rely on a coach

7. (whole - k feel)

(Learning the skill as a whole) develops the kinaesthetic feel

(Negatives/weaknesses):

8. (whole)

Performer might find the whole skill / tactic too difficult OR ineffective for low organisation / complex / serial /
dangerous skills

9. (motivation)

Performer might give up easily / lose motivation

10. (understand)

Learning might be slower if the performer doesn’t understand OR some performers won't understand OR might learn
skills incorrectly

11. (physically unable)

Performer might understand what to do but could be physically unable to execute the skill

12. (less effective than SL)

Learning may not occur as successfully compared to watching and copying / role models

13. (reinforcement)

If there is no reinforcement the skill might not become as well learnt OR some people rely on reinforcement /
punishment for learning

14. (past exp)

Might have no past experience to draw on.
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Answer: Four marks from:
Sub max two marks - description of cognitive learning:

1. Learning is best achieved by presenting the whole skill to the learner. (AO1)

2. Learning takes place in a realistic situation. (AO1)

3. Learner must understand and think about the problem as a whole / requires insight /
problem solving. (AO1)

4. Not just a case of stimulus-response, there are mental processes, known as intervening
variables, which occur between a stimulus being received before learner performs a
response.

5. Learner uses mental rehearsal / reminiscence / perception to aid learning. (AO1)

Sub max two marks for (drawbacks):

5. The skill maybe too complex for a beginner to learn as a whole — with example. (e.g.
tennis serve) (A02)

6. The skill maybe too dangerous for a beginner as a whole — with example (e.g. tumbling
routine). (AO2)
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Answer: Four marks from:
Sub max two marks - description of cognitive learning:

1. Learning is best achieved by presenting the whole skill to the learner. (AO1)
2. Learning takes place in a realistic situation. (AO1)
3. Learner must understand and think about the problem as a whole / requires insight / problem solving. (AO1)

4. Not just a case of stimulus-response, there are mental processes, known as intervening variables, which occur between a stimulus being received before learner performs a
response.

5. Learner uses mental rehearsal / reminiscence / perception to aid learning. (AO1)
Sub max two marks for (drawbacks):

5. The skill maybe too complex for a beginner to learn as a whole — with example. (e.g. tennis serve) (A02)
6. The skill maybe too dangerous for a beginner as a whole — with example (e.g. tumbling routine). (A02)
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Positives / strengths — sub-max 3

1. (understanding)

Develops a better understanding

2. (application)

May be able to apply a skill / tactic more effectively

3. (quick)

Could make quick progress

4. (prob solve/perception)

Develops problem solving / decision making / perception

5. (adapt / schema)

Enables adaptation to different situations / use of schema (rather than developing S-R bonds)

6. (self-correct)

Can learn to self-correct
OR don't always have to rely on a coach

7. (whole - k feel)

(Learning the skill as a whole) develops the kinaesthetic / intrinsic feel
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Negatives / weaknesses — sub-max 3

8. (whole)

Might find the whole skill / tactic too difficult
OR ineffective for low organisation / complex / serial / dangerous skills / when part of the skill
needs isolating

9. (motivation)

Might give up easily / lose motivation

10. (slow)

Learning might be slower

understand)

Might not understand / might learn (skills) incorrectly

. (physically unable)

Could be physically unable to execute the skill (despite understanding what to do)

Learning may not occur as successfully as watching and copying / role models

1.(
12.(
13. (less effective than SL)
14.(

. (reinforcement)

If there is no reinforcement the skill might not become well learnt
OR some people may rely on reinforcement / punishment for learning

15. (past exp)

Might have no experience to draw upon








