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Assessment/Component: 1
COMPONENT WEIGHTING: 50%
WORD COUNT: 3000 WORDS 
MODULE TUTOR: Dylan Blain

Assessment portfolio:
You are a Physical Education teacher and have been tasked with preparing a report for a pupil who is moving on from your school. As part of the process you are required to create and use an assessment rubric which is firmly based in the literature surrounding the valued outcomes for physical education. Once the assessment is complete and report written, you are required to reflect upon the effectiveness of the assessment process undertaken. 
The portfolio should contain four parts:
1. A detailed rationale underpinning the creation of the rubric. This should be firmly based on high quality and relevant literature form the field. 
2. An assessment rubric to assess outcomes within a physical education lesson (please include a copy of the completed assessment).
3. Having used the rubric to assess a pupil, a report detailing the pupil’s current levels and their next stages of learning.
4. A critical reflection on the effectiveness of the assessment process undertaken. Use relevant literature to support this.

SUBMISSION DETAILS: 11th of April 2020, 3pm.
School of Sport, Health & Outdoor Education

Assessment Feedback Sheet

	                Student No./Name: liam Kissick			
                                               Module:	
                                     Module Code: 


	Personal Evaluation – to support your academic progress please complete the section below BEFORE submitting your work.

	What do you consider to be the best aspects of this work?
	rational

	Which aspects do you consider could have been improved in this piece of work?
	Understanding 

	What have you found most satisfying whilst undertaking this submission?
	reading

	
ASSESSMENT CRITERIA
	Learning
Outcomes


	GRADE

	
	
	Poor
0-25%
	Unsatisfactory
26-39%
	Satisfactory
40 – 49%
	Good
50 – 59%
	Very Good
60 – 69%
	Excellent
70 – 85%
	Exceptional
86– 100%
	
  %

	Quality of rationale and detailed outline of assessment rubric
	1, 2, 3 
	
	
	
	
	
	
	
	50%

	Pupil report
	2
	
	
	
	

	
	
	
	25%

	Reflections on the assessment process
	1, 2, 3
	
	
	
	
	
	
	
	25%

	It is expected that students will present work that is proof read, correctly referenced and adheres to the Assessment Checklist. Therefore a range of 0 – 10 marks will be deducted for non-completion of any of the points on the checklist below.
	

	TUTOR COMMENTS:
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	 Submission date: 
via Turnitin
	Return date:
(at least within 4 weeks)
	Tutor: 
	Mark: 




Assignment Checklist

· Please complete the Personal Evaluation section of the Assessment Feedback sheet, add your name and details, and paste the whole of this assignment document into the front of your assignment

· Submission is a single .pdf file, clearly labelled with your name and module code
· Font style - Times New Roman, size -12 for text and 14 for headings
· Ink colour – black only
· Line spacing – 1.5 line spacing and 2cm- 2.5cm page margins
· Quotations more than three lines to be indented 1 line spacing
· One line space between paragraphs, paragraphs must be left aligned
· Pagination (your assignment should have page numbers) 
· All tables and figures are internally referenced and have a title
· Word count checked and written at end of text (before references and any appendix)
· Assignment is within 10% of the word limit (excluding references and any appendices)
· All references in the text are included in the reference list
· Correct referencing as described in UWTSD Harvard Referencing Handbook on the Library website https://www.uwtsd.ac.uk/media/uwtsd-website/content-assets/documents/library-and-learning-resources/infoskills/harvard-eng.PDF
· Correct spelling and punctuation, using UK English
· Grammar and syntax correct- double check anything that has a green line under it
· I have read my assignment out loud to myself and it makes sense and is easy to read
· Somebody else has read my work and it makes sense to him or her!
· I have checked and I have not plagiarised 
Failure to follow these guidelines will cost you marks!

Profile of players
I have been asked by a car insurance firm to train players in tag rugby. There will be a maximum of 12 players to improve their passing, receiving, decision making and evasion. They have entered an internal charity event within the firm in which they will play within a tournament to raise money. All in which have a basic knowledge and understanding of the rules and tactics they should use. All have basic passing and catching skills however it is an area of improved, the team was asked before hand what they felt they needed to work on, to give them a sense of autonomy so they are more motivated to maintain a high level of interest. Sessions will be 45-60 minutes once a week, depending of the complexity of the session. 






session objectives: to develop passing decision making and movement skills


Number of players:8-12				
	Activity / session time 45 mintues
	Resources/ organisation/ coaching style
	Progression (P)/ Regression (R)
	Key points to remember 

	 Warm up 
Players are jogging in a conned area, passing the rugby ball, half the group will have rugby balls, others will be jogging, receiving and passing. players will be moving in and out of cones. Players will need to be able to change direction.
Whistle blows participants with ball score a try outside of area.








	Whole group together

Command style

4 cones, 6 rugby balls and a whistle 
	P-Pupils will throw on weaker side
R- reduce space to pass
	· Hold ball with both hands
· Fingers are wrapped around ball
· point hands to where you want the ball to go
· head up at all times staying virulent
· change of direction

	Main activity
Evasion 
Pupils will be asked how to avoid being tagged?
What could the tagger do?
‘Run the gauntlet’
Participants will have to enter 4 large boxes, trying to avoid getting tagged. ‘runner’ must enter boxes with ball and avoid getting tagged.  Players assessing what went well or what they could next time e.g. speed, side step etc..







Pass and follow
On 4 cones players will run to middle pass left every time and follow the ball.






	Command/ guided discovery


16 cones 4 rugby ball,
Sports hall, evenly spread out, work in groups of 3















Command style
4 cones, 1 ball
	P- make boxes smaller
R- slow the pace of attacker down












P- use weaker passing hand /increase tempo
R-slow pace down


	Key terms to look for: GAPS, SPEED, CHANGE OF DIRECTION, CHANGE OF SPEED, SIDE STEP.

Give guidance not answer! Use questions to point in right direction






Head up, two hands on ball, point hands where you want the ball to go.
When receiving
Eye on ball 
Hands out Infront 
Step to ball
Call name of ‘passer’ 
Following your pass

	Small sided game
Even vs odd. attacking team will have 6 players, the defending 4.  Attacks must avoid getting tagged, whilst looking for space. Players can pass to teammates and utilize what’s in front.





	Guided discovery
 4cones 1 ball 
10mx10m area 
	
	· Hold ball with both hands
· Fingers are wrapped around ball
· point hands to where you want the ball to go
· head up at all times staying virulent
change of direction
ask questions, how can you create space? How can you beat defender?

	Feedback
Players will receive feedback throughout through gestures and verbal feedback

Players will be asked to provide a positive about the session and something they would like to work on.
	Peer lead
Guided discovery
	
	When players provide a positive, reassure them, and agree (if you agree)

Possible improvements- pick out specific that they did good regarding the area, and what they could do to improve it.




Coaching plan 2Number of players; 8-12				objectives: to improve passing , support and evasion

Activity / session time 45 minutes
Resources/ organisation/ coaching style
Progression (P)/ Regression (R)
Key points to remember 






	Warm up 

Tag bulldogs 
On the whistle attacks try to run past defenders and get to the opposite side. The defender must pull their tag and hold up in the air (like in a game)

Attackers that are tagged join the defence in the middle. Game will keep going until there’s no attackers left.

One vs one race
Players start in a square grid, laying on floor, on whistle players get on their feet, race to the other cone and back again scoring a try.








Pupils 
	Whole group together

Command style/ however questioning them about defence.
	P-, increase size of area
R- increase number of defenders
	· attackers- look for space.
· Defenders keep head up, look at the tag, hands in a ready position
· Best way to defend is in a line together
· Question players about defence

	Main activity

Support the runner.
The first player runs out approx. 5metres then passes it to the next player, and so on, working in groups of 4/5



5vs1vs1vs1vs1vs1
Attacking team has 5 players, that must beat the defender by running and passing and scoring a try when all defenders are beat.
Defenders are only allowed to move sideways.




	

Command

4 cones, 1 ball 
(8 cones 2 balls if the group needs to be split)









Guided discover/command

Give guidance not answer! Use questions to point in right direction


	P-increase length of pass, increase tempo
R- reduce length of pass
Introduce a cone in which players need to reach before they pass.










P- decrease width weaker hand pass, increase intensity. Can increase defenders in once section e.g. 5vs1vs2vs1vs1 or 5vs1vs3vs1
R- player increase width of gap between them









	Ball in 2 hands
Run straight before passing the ball
Take weight off the pass
Receive -make a target
Change sides to work on both hands






Stay behind the attackers and support player, pass ball if you think another player is in better poisoning
Defender- head and shoulders above waist, looking at tag
Hands up
Make a target
Call name
Shout tag and hold up tag as if in game



	Feedback
Players will receive feedback throughout through gestures and verbal feedback

Group feedback session, asking players what went well, what they feel the team needs to improve on 
	Learner insinuated 
Peer lead 
Guided discovery
	
	When players provide a positive, reassure them, and agree (if you agree)

Possible improvements- pick out specific that they did good regarding the area, and what they could do to improve it.





Coaching plan three Lesson objective: develop passing, evading and decision making in a game like scenario



	Activity 
	Resources/ organisation/ coaching style
	Progression (P)/ Regression (R)
	Key points to remember 

	 Warm up 

Players jog within a conned area, half inside with a ball each, half on outside waiting to receive the ball, players will swap when passed to. Players can pass to the same person they received the ball off. Use different speeds 60,70,80% and change if direction






	Whole group together

Command style

Four cones, four balls 
	P-, introduce a defender at walking pace slowly increase pace (if competent)
R- gates for players to step through
	· Hold ball with both hands
· Fingers are wrapped around ball
· point hands to where you want the ball to go
· head up at all times staying virulent
· change of direction
· foot work

	Main activity

‘Line up’

Pupils will be lined up in groups of four, players will need to make a sequence of passes before they get to the other group, players swap and continue











Chain reaction, one channel players cross the line in chain, after the first pass the player that started becomes a defender and creates a 4v1 

Game of tag- focusing on the pass and movement of players, players will need to read what’s in front of them and choose appropriate pass or run. Stop game at different point to either award and demonstrate again, or to talk about what they could’ve done. give advice and demonstration

	

Command


























Guided discover/command

Give guidance not answer! Use questions to point in right direction


	P- increase width, weaker hand pass, increase intensity
R- player reduce width of gap between them














P- make a 3v2
R- bigger area






 P- use weaker passing hand, increase defenders but making sure there is always more attackers to create space
R- smaller sized game
	

Head up, two hands ono ball. Call name when receiving, high communication intended













Hands up
Make a target
Call name
Shout tag and hold up tag as if in game

head up, two hands on ball, point hands where you want the ball to go.
when receiving
eye on ball 
hands out in front 
step to ball
key terms to look for: gaps, speed, change of direction, change of speed, side step.

Make a target
Call name
Shout tag and hold up tag as if in game


Highlight good points throughout, motivating players

	Feedback
Players will receive feedback throughout through gestures and verbal feedback

Group feedback session, asking players what went well, what they feel the team needs to improve on 
	Learner insinuated 
Guided discovery

	
	When players provide a positive, reassure them, and agree (if you agree)

Possible improvements- pick out specific that they did good regarding the area, and what they could do to improve it.

	
	
	
	




Word count- 1327


Rational 
Rugby as a whole aim to help develop individuals in a holistic manor, helping players develop physical, social and cognitive domains as wells as movement patterns, intellectual engagement and physiological development specific to the game of rugby.  Within rugby there can be a plethora of coaching styles and techniques often unique to the coach, one of these methods that can be is Command style, in which the ‘role of the teacher is to make all the decisions, and the role of the learner is to follow these decisions on cue’ (Mosston and Ashworth, 2002), giving players little to non-imagination or accountability. However, this method is used when a coach wants a specific outcome (Mosston and Ashworth, 2002). For example, in sessions1 and 2 the warm up is designed to be a pulse raising activity, where command style works best as the players can mimic the coach’s actions or demonstrations, in the activity. Command style has room for success, developmental benefits and group cohesion when used appropriately, however teachers’ assumptions can sometimes thwart this, as assumptions that players are willing just to accept the role and reasonability the teacher has assigned, therefore could result in disengagement and lack of motivation to complete the session (Mosston and Ashworth, 2002). This method can be limited in which coaches can use, due to players not allowing full control of their learning, therefore for affective learning to take place numerous teaching style should be used throughout the coaching session to keep engagement, motivation and make sure players are developing the three domains (physical, social and cognitive). 
Cassidy et al (2004) highlights the importance of setting appropriate ‘tasks’ in which it supports the objective of the session e.g. effectively and efficiently passing a rugby ball, also setting tasks appropriate to the players, Kirk et al. (1996) suggests that when done correctly, at times, players will be able to work independently from the coaches demonstrations and information.  In regards to tag rugby, Cassidy et al. (2004) suggest that affective task setting can be specific to the players and tasks can run simultaneously in smaller groups e.g. regarding tag rugby, game like scenarios. Scrum half practicing passing under pressure, other players will practice receiving and going through phrases. In relation, the objective of the session should be directed at the players development. The main objective of the sessions is to improve passing, evasion and movement off the ball.
 This will allow the players to practice these skills in isolation before going into a more game realistic environment later on in the sessions. Another method used was guided discovery, in which sessions are designed around ‘activities that require the athletes to come more independent of the coach’ (Cassidy et al. 2004). Within sessions the coach will set tasks that are more open ended and players will use teamwork and group experience to work towards a common outcome, it works around the concept of the coach being able to ask ‘meaningful and probing questions that aim on extending players knowledge’ (Cassidy et al. 2004), in sessions this was used during 5vs1vs1vs1vs1vs1 where players had to use their know how on how to beat defenders, what pass to make, any tactics they could use, this was supported by the coach asking open ended questions with a multitude of answers e.g. what can the players off the ball do to aid the player with the ball? Starting discussions within the group to come to the outcome intended. Using players previously know how and experience leads the player to ‘discover a predetermined response’ (Mosston and Ashworth, 2002) in which the players get a sense of accountability, autonomy, relatedness and competence (Deci and Ryan, 2012).
For this method to work affectively coaches need to have solutions and answers to players problems. O’Broin and Palmer (2006) highlights the importance of the coach’s ability to respond and let the reins loose on players and trust within the players cognitive ability to work out the best solution to the problem they are faced with. Players need the basic skills of when to play what pass, or to keep the ball and run into space, reading the game is a big part of any sport. The best example is a game scenario, players are faced with a plethora of new challenges, it’s how they react to the problem and find the best possible for their team (winning the game, or progressing as a team).  Cassidy et al. (2004) states that ‘a coach can adopt a problem-solving method when he or she wants their athletes to apply their understanding to a game like scenario’. When coaches are using problem solving (Guided discovery) they need to utilize different models of teaching/coaching they can aid the learning or development of players within a game like scenario such as the Teaching Games For Understanding model in which this method uses small sided games, to actively get learners to have a greater understanding of the game and developing their knowledge, therefore from this their physical development will be aided. Another important factor that coaches need to include is feedback or a debrief at the end of the session (Cassidy et al. 2005) this will aid players development as it gives them a chance to take positive or negative feedback in which they will know whether they need to change an action or progress it further. It’s important to remember in each session to use a wide range of teaching strategies/ method,  this is to assure that players are not being told what to do all the time and lets them explore by using previous experience to work out a solution to a common outcome with little input from the coach. Feedback is often referred to as ‘telling someone how they are doing’ (Mosston and Ashworth, 2002, p.27) for example if the player decides to play a spin pass, feedback can be given from coach or players, and give feedback weather what they did was correct or not. Feedback can be used to ‘reinforce or change subject matter, behaviour or logistics and shape self-concept (Mosston and Ashworth, 2002).
Throughout the three coaching plans feedback is used to make sure players can understand what they did well and what they need to work on, however feedback is useful for the coach as well, peer feedback about the sessions is conducted after every session, where players are asked ‘what do you think the team needs to work?’ there responses will be taking into account so the coach can adapt and cater the sessions to the players (Mouratidis and Vansteenkiste, 2008). Specific feedback will be used as its known to activate cognitive and/or emotional state that helps players/learners focus and understand the statements intention (Mosston and Ashworth, 2002). Specifically, in relation to a player- ‘good side step, you shifted your weight well to avoid the defender’.
Another strategy suggested by Mosston and Ashworth (2002) is nonspecific feedback, however this tends to be misinterpreted and often leads to ‘unintended task performance, behaviours and feelings’ (Mosston and Ashworth, 2002). For example, if a player chose to side step instead of passing to someone in a better position, but still performed the technique correctly then this may hinder their technique and decision making. Instead bring the player in and say ‘side step was really good however, player 2 was in a better position, keep your head up and look for the pass’ this will help the player identify where they went wrong and improve. Mosston and Ashworth (2002) identify several methods of communicating feedback such as: symbols, gestures and verbal behaviour. For a coach to be able to give feedback within a game setting, they need to communicate effectively with their players, using a mixture of all forms of communicating. During the coaching sessions most of the feedback will be through gestures (thumbs up/clapping) and verbal behaviours (great effort/keep it up). Cushing et al. (2011) highlights the importance of peer feedback and how getting valid feedback from your peers can increase relatedness and group cohesion to promote a healthy learning environment. 
During the sessions, coaches need to consider contextual interference of each activity conducted. contextual interference is also referred to as ‘to the relatively consistent finding that practicing several related tasks in a randomized order’, defined as high contextual interference (Brady, 2008, p.461) there are many debates about contextual interference, one is that it enhances retention and transfer of  compared to blocked practice, however some argue that it results in inferior performance (Shea and Morgan 1979, Brady, 2008) Albaret and Thon (1998) has related contextual interference to  ‘sequential organisation of the variations of tasks that has to be learned in one session. When coaching sessions with increased contextual interference this will allow more elaborate and distinctive processing, which in affect leads to facilitate retention (Shea and Morgan, 1979)
Throughout the sessions both contextual interference and blocked practice are used alongside. Blocked practice is defined as ‘only one task for a period of time’ (Stambaugh, 2011). For example, in session 3, the first activity called ‘line up’ is primarily blocked practice, this is due to the nature of the activity where players are passing the ball repeatedly to master the skill. However, as they progress on with the session it begins to move towards random practice where players have to use the skill taught in a game like situation in a small side game of tag, this is to improve players tactics and whether they understand when to use the skill. Using a higher level of contextual interference players will be constantly redirecting their attention to possible barriers that may influence their decision making (Stambaugh,2011). Within the small sided game of tag players will need to process information such as passing, defending, attacking and reading the game. Therefore, by using a higher contextual interference method to coaching players will be able experience this form of realistic game play.
Goal setting
When coaching a team or individuals its important to use goal setting in everything you do. When considering an athlete’s current status and where they want to be (same as in a team) you need to tailor the goal to the individuals to help them improve a skill or practice that will help their performance (McCarthy et al, 2010). It’s important to implement this in coaching as goal setting creates drive, and can motivate individuals or teams to use their current ability and to strive to expand their know how or physical performance. (Latham and Locke, 2006). When players reach their goal, it gives them a sense of achievement and boost confidence, knowing they have improved in their performance. In relation to the sessions broad targets were set to cater to the group’s ability, such as developing ‘passing and movement off the ball’. Locke and Latham (2006) highlight the importance of the passing of task relevant information being passed along the group, as working in groups gives opportunity’s for players to work together to reach an outcome that may have not been achieved when working individually. 
A method used by Conzemius and O’Neil (2006) is ‘SMART’ targets. ‘SMART’ stands for ‘Specific, Measurable, Achievable, Result-based and Time-bound’ (Conzemius and O’Neil 2006) this is used to make unquiet targets for individual progression and team progression. ‘Specific’ targets are unique to the individual or team, it identifies what the individual or team needs to work on to improve their performance (Conzemius and O’Neil 2006). Individual example, a player may need to improve their passing and movement off the ball to become a more dynamic player. However, in relation to a team, this could be improving on communication skills for better understanding within the pitch. By making these goals/targets ‘Measurable’ players will be able to see progression from where they started to the current period, this can increase motivation to develop as an individual or team (Conzemius and O’Neil 2006). By the end of all three sessions players should have developed basic passing technique and their movement off the ball to create space as well as improve their decision making. Conzemius and O’Neil (2006) state that we learn ‘more through results-based goal because we have concrete benchmarks to measure our efforts’. By utilizing this method, it gives players something to strive for so they have constant motivation to better themselves and others. Time bound promotes internal accountability, this is down to the individual knowing how long left they have to achieve their targets (Conzemius and O’Neil 2006).
In conclusion, when considering coaching tag rugby there are many factors one must consider. This includes basic understanding of rules and skills needed to conduct a session. A wide range of teaching strategies needed to adapt to their players needs and wants. Allowing players to experience practicing skills and techniques in isolation and in a game like scenario. This way players can master a wide range of techniques and skills and then apply within a game setting. 
Word count – 2150
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