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ABSTRACT

Physical education (PE) curriculums all over the world recognize the relevance of teaching games and
sports throughout all school stages with the aim of helping a student to become an active participant in
different typologies of sport. To support this mission, the game-based approaches (GBAs) are the teaching
strategies used the most. Appropriate assessment instruments are also needed to properly support PE
teachers. In this respect, the tools used for assessing these learning aims need to go beyond the measure
of a skill performed outside of the game-play context, but they also have to account for the decision
process adopted by a player when he/she has, for example, possession of a ball or when performing a
movement without a ball. This chapter describes the theoretical models which support the tools used
for the proper assessment of game-play performance as well as the main characteristics of the indexes
of these tools and provides indications for their use during PE lessons.
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Assessing Learning Processes in Games and Sports

INTRODUCTION

The Assessment of Game-Play Performance in
Relation to The Psychomotor Domain

Games and sports are an integral part of any physical education (PE) curriculum in primary and second-
ary schools worldwide, so a large part of the sport pedagogy community has focused its studies on the
development of adequate and effective teaching strategies for supporting PE teachers in this task. Starting
from the Teaching-Games-for-Understanding (TGfU) approach proposed by Burke and Thorpe (1982),
we see that various other approaches have been proposed in literature for teaching game concepts and
skills in both school and extra-school contexts (i.e., Play Sense, Tactical Games Model, etc.). Due to
their expansion in recent decades, they have all been grouped under the appellative of the “Game-Based
Approach” (GBA - Burke & Thorpe, 1982). The main aim of these approaches is to support the develop-
ment of students who are able to play well in several sports because they have learned both fundamental
skills and tactical awareness, up to a good level. In order to reach these goals, various forms of game-play
(i.e., adapted, modified and exaggerated) are used in each part of the lesson and the students have to be
placed at the center of the teaching-learning process as active learners.

Significant research has also been conducted in order to identify which assessment methods are the
most adequate for detecting changes in students’ learning during the PE curriculum. In fact, assessment
in general is an integral and essential part of each teaching-learning process and that related to games
and sports in particular is quite complex. This is because it is founded on several learning aims related
to these activities, as well as to the different learning areas covered by these PE processes, including
psycho-motorial, cognitive, and socio-cognitive domains. In agreement with the pedagogical principles
which inspire the GBAs, these methods have to be able to capture changes in students’ performances
with regard to tactical learning rather than modelling only their motor skills.

To do that, the methods have to capture the students’ performances in authentic and contextualized
assessment, where the students are fully involved. In addition, the assessment procedures have to be
adequate for supporting the teacher both in formative and in summative assessments.

From the previous lines it is clear how difficult it is for a teacher to identify the assessment instru-
ment that is the most adequate for detecting the global characteristics of a certain performance. In order
to deal with these highly complex problems, Goudbout (1990) worked to identify the main elements of
interest which characterized the assessment of team-sport performances, and that could be overlapped
with those related to the outcomes of the GBA teaching-learning processes. Goudbout identified two
levels of analysis for the aforementioned assessment (i.e., the facets and the strategies), built specific
models for each level, and reasoned on the possible interactions between these levels (for more details
on models and their graphical representation the readers may consult Gréhaigne and colleagues [1997,
pp: 501-505] and Nadeau colleagues [2008b, pp: 66-70]). Regarding the facets, the model built by Goud-
bout took into consideration four categories of information (i.e., product, process, technique and tactics)
as well as their interaction. For example, a teacher might be interested in the way a goal has been shot
(technical process) or on the number of shots performed by a player with his/her right hand (technical
product). Likewise, a teacher may be focusing on the number of decisions made correctly by a player
(tactical product) or on the type of choice used by a player to complete an action (tactical process).

258



18 more pages are available in the full version of this document, which may
be purchased using the "Add to Cart" button on the publisher's webpage:
www.igi-global.com/chapter/assessing-learning-processes-in-games-and-

sports/302587

Related Content

The Web-Supported Negotiation Game “Surfing Global Change”: Rules, History and
Experiences
Gilbert Ahamer (2012). International Journal of Online Pedagogy and Course Design (pp. 60-85).

www.irma-international.org/article/web-supported-negotiation-game-surfing/65741

Information Literacy and Critical Thinking in Higher Education: Some Considerations

Ann Marie Joanne White (2021). Research Anthology on Developing Critical Thinking Skills in Students
(pp. 111-124).
www.irma-international.org/chapter/information-literacy-and-critical-thinking-in-higher-education/269883

Impact of Information Communication Technology Strategies on Learning Effectiveness
Narasimha Rao Vajjhala, Narasimha Rao Vajjhalaand Kenneth David Strang (2022). International Journal
of Online Pedagogy and Course Design (pp. 1-14).
www.irma-international.org/article/impact-of-information-communication-technology-strategies-on-learning-
effectiveness/292026

Changes in Students' Cognitive and Metacognitive Strategy Use over Five Years of Secondary
Schooling

Helen Askell-Williamsand Michael J. Lawson (2015). Transforming the Future of Learning with Educational
Research (pp. 1-19).
www.irma-international.org/chapter/changes-in-students-cognitive-and-metacognitive-strategy-use-over-five-years-of-

secondary-schooling/124369

Consideration of Virtual Reality as Training: A Didactic Introduction
(2019). Narrative Thinking and Storytelling for Problem Solving in Science Education (pp. 199-223).
www.irma-international.org/chapter/consideration-of-virtual-reality-as-training/232408



http://www.igi-global.com/chapter/assessing-learning-processes-in-games-and-sports/302587
http://www.igi-global.com/chapter/assessing-learning-processes-in-games-and-sports/302587
http://www.irma-international.org/article/web-supported-negotiation-game-surfing/65741
http://www.irma-international.org/chapter/information-literacy-and-critical-thinking-in-higher-education/269883
http://www.irma-international.org/article/impact-of-information-communication-technology-strategies-on-learning-effectiveness/292026
http://www.irma-international.org/article/impact-of-information-communication-technology-strategies-on-learning-effectiveness/292026
http://www.irma-international.org/chapter/changes-in-students-cognitive-and-metacognitive-strategy-use-over-five-years-of-secondary-schooling/124369
http://www.irma-international.org/chapter/changes-in-students-cognitive-and-metacognitive-strategy-use-over-five-years-of-secondary-schooling/124369
http://www.irma-international.org/chapter/consideration-of-virtual-reality-as-training/232408

