Notes on No. 5 Positive Pedagogy for Sport Coaching by Deanna, Ryan and Chris
· Learner-centred approaches good for improving ability, increasing athlete motivation and providing positive affective experiences of learning. 
· There is a wide acceptance of seeing game-based approaches (GBA) as variations of an instructional model for teaching and coaching 
· Positive Pedagogy provides positive learning experiences of wanting to learn, imagination and problem solving skills while developing active, inquisitive learners. 
· Athlete-centred coaching can also provide towards positive social, moral and personal development.
· Sport Education and TGfU prompted a re-examination of traditional folk pedagogies.
· Game Based Approaches used for All Blacks, New Zealand rugby team and they are seen as holistic.
· Behaviouristic approaches the learning involved is not necessarily positive  fear of failure that limits players’ capacity to learn from mistakes, does not help them learn to learn the development of positive personal or psychological attributes, can promote selfishness, egotism and a lack of empathy or compassion for other learners (teammates) while also failing to teach real teamwork, which is a core focus of Game Sense, as an example of Positive Pedagogy.
· To help positive pedagogy need to discuss positive psychology and Antonovsky’s (1979, 1987) salutogenic theory and Sense of Coherence (SoC) model.
· Positive psychology focuses on well-being and satisfaction in the past, on happiness and the experience of ‘flow’ in the present and on hope and optimism in the future. It aims at building ‘thriving individuals which helps generate learning.
· Antonovsky’s salutogenic theory and SoC model focuses on the socially constructed resources that allow people to achieve and maintain good health. Antonovsky developed the concept of ‘salutogenesis’ as a reference to the origins of health to take a positive, holistic approach by emphasizing what supports health and well-being. His model comprises three elements necessary for good health: (1) comprehensibility, (2) manageability and (3) meaningfulness that can also be used to identify conditions that promote positive experiences of learning. Comprehensibility is developed through experience and refers to the extent to which things make sense for the individual in that events and situations are ordered and consistent (like TGfU). Manageability is the extent to which an individual feels s/he can manage stress and challenge by having the resources at hand. Meaningfulness refers to how much the individual feels that life makes sense and that its challenges are worthy of commitment, (Like informational environments in the SDT).
· 4 core features of game sense pedagogy (Light, 2013a) 1- it emphasises engagement with the physical learning environment or experience, 2- the coach asks questions that generate dialogue and thinking ahead of telling player/athletes what to do, 3- it provides opportunities for player to collectively formulate, test and evaluate solutions to problems, 4- the coach provides a supportive socio-moral environment in which making mistakes is accepted as an essential part of learning 
· Game sense pedagogy focuses on the game as a whole rather than on discrete components. The game is a complex phenomenon within which learning to play well involves adapting to its dynamics with tactical knowledge, skill execution and decision-making all interconnected as knowledge in action. Learning is located within modified games through engagement with the learning environment and not through direct instruction. Individual sports involve learning experiences where the athlete creates problems and the processes of non-conscious thinking and conscious thinking that can lead to the joy of discovery (guided discovery). 
· More adapted players feel more autonomy and ownership to participate in modification of learning games. This leads to more empowerment. 
· Learning through physical learning activity occurs at a non-conscious level as a process of adaptation as emphasised by Piaget, and in complex learning theory. The use of practice games designed to achieve particular outcomes suggests they improve player motivation in a range of team sports. 
· Questioning is one of the central mechanisms employed for promoting player-centred learning in game sense.
· Positive pedagogy encourages the coach to avoid being critical or telling learners they are wrong as a means of further promoting divergent junking, creativity and enjoyment of meeting challenges and of discovery. 
· In practice games, the teams are given opportunities to have team talks at appropriate times as game appreciation develops. In positive pedagogy mistakes are seen as constructive errors that are made into positive learning experiences with the provision of opportunities for adequate reflection and analysis. 
· The positive pedagogy approach sits upon constructivist epistemology and assumptions about what knowledge is and how it is acquired.
· [bookmark: _GoBack]The approach emphasises learning through the social interaction that has been strongly linked to joyful experiences. The social nature of learning emphasised in positive pedagogy and it's inclusive nature can also facilitate a sense of belonging, self-esteem and holistic experiences. 








