€Y Routledge
Research g Taylor &Francis Group
Quarierly .
o xori Research Quarterly for Exercise and Sport
and Spa
i ISSN: 0270-1367 (Print) 2168-3824 (Online) Journal homepage: http://www.tandfonline.com/loi/urqe20

Full Issue PDF, Volume 87, Supplement 1

To cite this article: (2016) Full Issue PDF, Volume 87, Supplement 1, Research Quarterly for
Exercise and Sport, 87:sup1, Si-S120, DOI: 10.1080/02701367.2016.1213610

To link to this article: http://dx.doi.org/10.1080/02701367.2016.1213610

@ Published online: 19 Jul 2016.

N
C;/ Submit your article to this journal &

A
& View related articles '

oy

(&) View Crossmark data &'

CrossMark

Full Terms & Conditions of access and use can be found at
http://www.tandfonline.com/action/journalinformation?journalCode=urqe20

(Download by: [Deutsche Sporthochschule Koeln] Date: 20 July 2016, At: 02:21 )



http://www.tandfonline.com/action/journalInformation?journalCode=urqe20
http://www.tandfonline.com/loi/urqe20
http://www.tandfonline.com/action/showCitFormats?doi=10.1080/02701367.2016.1213610
http://dx.doi.org/10.1080/02701367.2016.1213610
http://www.tandfonline.com/action/authorSubmission?journalCode=urqe20&page=instructions
http://www.tandfonline.com/action/authorSubmission?journalCode=urqe20&page=instructions
http://www.tandfonline.com/doi/mlt/10.1080/02701367.2016.1213610
http://www.tandfonline.com/doi/mlt/10.1080/02701367.2016.1213610
http://crossmark.crossref.org/dialog/?doi=10.1080/02701367.2016.1213610&domain=pdf&date_stamp=2016-07-19
http://crossmark.crossref.org/dialog/?doi=10.1080/02701367.2016.1213610&domain=pdf&date_stamp=2016-07-19

Downloaded by [Deutsche Sporthochschule Koeln] at 02:21 20 July 2016

Research Quarterly for Exercise and Sport

CONTENTS
Volume 87 Number S1 Supplement 2016

TEACHING GAMES FOR UNDERSTANDING CONFERENCE SUPPLEMENT FROM THE GERMAN SPORT UNIVERSITY

PREFACE

OPENING PLENARY LECTURE
We Are What We Teach: TGfU as a Complex Ecological Situation
J. Butler

KEYNOTES
“Is TGfU a Model Only Test Pilots Can Fly?": Teacher-Coach Development in Game-Centered Approaches
D. Kirk

Using Technology to Evaluate Game Play for Beginners and Proficient Players That Encompasses Game-Play Evaluation
P. G. O'Donoghue

Teaching Games for Understanding and the Psychology of Intuition
H. Plessner

INVITED TALKS
Capturing the Complexity of Team Synergies to Provide a Better Practice
D. Aradjo

Student Learning Outcome and Teachers’ Autonomy Support Toward Teaching Games for Understanding Through Adopting

Accessible Technology and Alternative Sport Equipment: An Asian Experience
A.S. Ha

Understanding Games for Teaching—Reflections on Empirical Approaches Toward Game Instruction
S. Kénig

Building an Increased Evidence Base for Game-Centered Approaches in Professional Practice Settings
S. Harvey

Instructions in Sports From a Cognitive Information-Processing Perspective: Implications for Theory and Practice Within
Teaching and Learning in Sport Games

P. A. Furley

Analyzing Complex Dynamical Systems: Artificial Neural Networks Contribute New Insight Concerning Optimal Athletic
Techniques and Tactics

A. Schmidt

Using Modification to Generate Emergent Performance (and Learning?) in Sports
D. Farrow, T. Buszard, M. Reid, and R. Masters

Game-Centered Approaches: Different Perspectives, Same Goals—Working Together for Learning
D. Gutierrez

“Leveling the Playing Field” in Physical Education With Adaptation Games
K. Pagnano Richardson, D. Sheehy, and T. Hopper

THEMATIC SYMPOSIA
Developing a Conceptual Framework to Underpin the Practical Art of Making Games Accessible to Players
The Ecological Dynamics Approach to Sport Pedagogics and Tactical Analysis
Personality in Team Sport: A Coach and Athlete Perspective
Translating TGfU Theory Into Practice: How Can We Support Teachers’ and Coaches’ Learning When Implementing TGfU?
Session of the German Handball Association

S1

S2

S4

S6

S8

S10

S12

S14

S16

S17

S19

S21

523

S25

S27
S29
S31
S33
S36



Downloaded by [Deutsche Sporthochschule Koeln] at 02:21 20 July 2016

Democracy in Action Through Inventing Games

The Game Performance Assessment Instrument: Twenty Years and Counting!

Complexity and the Design of Learning Systems in TGfU

Learners as Complex Systems: Basic Moves, Modification-by-Adaptation, and Social Coordinated Mimicry

A Critical Evaluation of Limits and Prospects of the Simple Heuristic Approach, Ball-School Approach, Ecological Dynamics
Approach, and TGfU Explaining Decision Making in Sports

Dynamic Match Analysis

Sustained Collaborative Adventures in TGfU: Communities of Practice

Implicit Motor Learning: Applying Research Evidence to Real-World Contexts

Developing Young Talent Toward Elite Performers

An 18-Month Case Study of a Game-Centered Approach Coach Education and Development Program Within a Professional
Rugby Club

BIG Data in Sport Games

Learning to Teach TGfU: Pedagogical Ventures With Preservice Teachers

PEER-REVIEWED ORAL PRESENTATIONS
Decision Making and Task Constraints
Current Trends in Performance Analysis
Small-Sided Team Games
New Theoretical Directions for TGfU
Psychophysical Factors Affect Team-Sports Performance
Team Tactics
TGfU in the Field
TGfU and Coaching
TGfU and Psychosocial Factors
Refereeing
Coaching
Sports Physiology and Training Science
Physical Education and Team Games
New Developments in Team Games Pedagogy
Psychosocial Factors Affecting Team Performance
Decision Making in Association Football
Training Science

PEER-REVIEWED POSTER ABSTRACTS
SELECTED PRACTICAL WORKSHOPS

S37
$39
542
S44

S45
S48
S50
S52
S54

S56
S58
560

S63
S64
S66
568
S70
S72
S75
S77
S80
S81
S83
S86
S87
S90
592
594
S95

S97
S115



Downloaded by [Deutsche Sporthochschule Koeln] at 02:21 20 July 2016

TEACHING GAMES FOR UNDERSTANDING CONFERENCE SUPPLEMENT FROM THE
GERMAN SPORT UNIVERSITY

Just Play It—"Innovative, International Approaches to Games”

6th International Teaching Games for Understanding Conference (TGfU) Meets the 10th
German Sports Games Symposium of the German Association of Sport Science (DVS)

July 25-27, 2016, at the German Sport University in Cologne

Organized by the Institute of Cognitive and Team/Racket Sport Research

Conference Chair

Daniel Memmert

Chair of the Scientific Program

Philip Furley

Organizing Committee

Dorothée Altmeier
Frowin Fasold
Wolfgang Hillmann
Stefanie Hittermann
Matthias Kempe

Jan Kilian

Timo Klein-Soetebier
Carina Kreitz

Assisting Staff

Yasmin Badaghlou
Michel Brinkschulte
Raphael Harbecke
Christian Hergott
Felix Pawlak
Cornelia Reese

Alexander Moraru
Benjamin Noel
Marco Rathschlag
Robert Rein
Karsten Schul
Sebastian Schwab
Juliane Veit
Martin Vogelbein

Christiane Schellhorn
Mario Schiinke
Megan Sierz

Bente Wegner
Hendrik Winkelmann

Scientific Committee and Peer Review Panel

Len Almond, England

Duarte Araujo, Portugal

Elkin Arias, Colombia

Michael Ayres, England
Arnold Baca, Austria

Natalia Balague, Spain

Heidi Bohler, United States
Dirk Biisch, Germany

Joy Butler, Canada

Felipe Costa, Brazil

Harjo de Poel, The Netherlands
Eike Emrich, Germany

Philip Furley, Germany

Erin Gerlach, Germany

Carlos Goncalves, Portugal
Pablo Greco, Brazil

Steffen Greve, Germany
Linda Griffin, United States
Norbert Hagemann, Germany
Steve Harvey, United States
Oliver Honer, Germany

Tim Hopper, United States
Robert Hristovski, Republic of Macedonia

Timo Klein-Soetebier, Germany
Michael Kolb, Germany

Stefan Konig, Germany

Koen Lemmink, The Netherlands
Victoria Machota, Spain

Steve Mitchell, United States
Gabi Neumann, Germany
Bruce Nkala, Botswana

Ben Noel, Germany

Alan Ovens, Australia

Kelly Ann Perry, United States
Wendy Piltz, Australia

Robert Rein, Germany

lan Renshaw, Australia

Ahmad Hashim Rodzli, Malaysia
Deborah Sheehy, United States
Joanna Shepard, Canada
Dennis Slade, New Zealand
Wayne Smith, Australia

Bernd Straul3, Germany
Manfred Wegner, Germany
Karen Zentgraf, Germany



Downloaded by [Deutsche Sporthochschule Koeln] at 02:21 20 July 2016

S118 TGFU CONFERENCE SUPPLEMENT

teacher’s/coach’s employment of a game-centered
approach (GCA). These methods are (a) the debate of
ideas, (b) the GROW model (Goal, Reality, Obstacles/
Opportunities, and Way forward), and (c) the reflective
toss. It is hoped that presenting these 3 methods will aid
teachers and coaches at the upper elementary school,
middle school, and high school levels in transitioning to a
questioning approach and, in the process, help them to
develop their pedagogical content knowledge, which is
a key requirement of using a GCA. The workshop
presentation will also demonstrate how the teacher/coach
becomes a coparticipant (Davis & Sumara, 2003) in
learning within a GCA that empowers learners to take
responsibility for their learning.

Development of Cognitive Skills Through Psychokinetic
Games

E. Arias, W. Valencia, and O. Larrera
University of Antioquia, Colombia
(elkinariasde@gmail.com)

Sports games are characterized by variability. During the
game, an ongoing and rapid change of ball possession,
tasks, opponents, and game situations exists. This rapid
change requires from the players a high degree of
development of cognitive skills. They should perceive the
game, act properly, detect the required tasks, and weigh
the possible solutions appropriate for the situation.
“Psychokinetic games” have been designed to train
cognitive skills and collective coordination as required in
sports games. Based on a modular (Hossner, 1995) and
incidental learning (Kréger & Roth, 1999) approach,
characteristic game situations in sports games were
identified. The typical tasks include coordinative actions
performed under various information requirements and
time-pressure conditions. By implementing psychokinetic
games during training, special attention is paid to the
individual and their impact on the collective actions.
The game begins with a simple passing task, and after
each pass, players change the field’s formation, relocate
themselves, and pay attention to the next pass. The passes
are carried out with orientation changes; anticipating the
position of the partners and the correct dosage of the
strength and speed of the ball are required. With the
insertion of 2 or more balls, the degree of complexity is
further elevated, because all the balls and all players
should be in motion simultaneously and continuously.
This simultaneous and continuous motion places high
demands on the attention, concentration, and antici-

pation of the players. The use of psychokinetic games is a
didactic strategy that stimulates the development of
cognitive skills such as perception, anticipation of
movement, attention, and concentration as well as the
coordination of individual and collective actions.
Psychosocial processes are also taken into account. The
single player is not only the object of training, but the
subject of the training process (Glassauer & Nieber, 2003).

Innovative Strategies for Challenging and
Transforming Coaching and Teaching Practice

W. Piltz
University of South Australia, Australia
(wendy.piltz@unisa.edu.au)

This practical-based session will demonstrate how the
play-practice processes of “shaping” and “focusing” the
play are applied to engage players in games-based
contexts to facilitate learning. While basketball is the
activity, the emphasis is on the key principles for reflective
coaching applicable in many sports.

This session will highlight the importance of teaching
through the game by exploring the design of authentic
challenges engaging players to play and adapt. Attention
will be directed to strategies for differentiating the context
to cater to a diverse participation. The sport educator
needs to scan a dynamic environment, analyze what is
happening, and adjust aspects of the context accordingly
or alternatively to empower groups to personalize the
play through variations in the task, individual, or
environment.

The concept of “focusing” the play or “teaching in the
game” will be demonstrated as a strategy for accelerating
learning and drawing attention to specific aspects of
skilled play. Weighted, numbered go-for-goal games will
provide the context in which to focus the play to develop
“game sense” defined by Launder and Piltz (2013, p. 16) as
“the ability to use an understanding of the rules, tactics,
strategy and of oneself (and of one’s teammates) to
overcome the problems posed by the sport or by one’s
opponents.” These games are ideal for focusing on the
tactical aspects of game sense as players adopt attack roles,
with and without the ball, as well as defending.

The session will also demonstrate strategies for
“enhancing” the play to promote player engagement.
This enhancement includes embedding a variety of
feedback loops within the learning context to maintain
engaged states through adjustment, adaptation, and
learning.



