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	PERSONAL REVIEW

	Review Suggestions
· Give an overview of the article.
· What are the key points in this article?
· Who is intended audience – academics/ practitioners – why do you come to that conclusion?
· Does the author define any terms? Are the definitions specific, useful, circular?
· What are the key findings? 
· What did I find striking or interesting about these key points?
· How has this article influenced me in thinking deeply about my values, beliefs and assumptions?
· Does the author suggest areas for further research or discussion? 

	Personal Review (300 words)

My overview on this article is the article discusses the Tactical Games Model as an instructional approach in physical education and sport coaching. Rather than teaching isolated technical skills first, the Tactical Games Model begins with modified game play to develop tactical understanding. Skills are then taught in response to problems that arise in the game context.
The main point from this article is:
· Identification of the tactical problems and the associated principles of play
· Recognition of the level of tactical complexity appropriate for the stage of learning of the players 
· Within practise sessions players practise movements skills in drills after they've experienced a game form that represents to the players the tactical problem in focus.
· Game-centred approach: Learning begins with playing a modified game.
· Tactical awareness first: Students learn why before how.
· Decision-making focus: Emphasis is placed on reading the game and making appropriate choices.

The intended audience of the journal is pe teachers, coaches and teacher educators.
 Some of the key findings are Students develop better tactical understanding, skill execution improves when learned within meaningful game contexts, engagement and enjoyment increase and students demonstrate stronger transfer of learning across similar games.
I found this part of the journal interesting, manipulations of game components, such as rules, number of players and movement within the space provides tools to create games and play practise scenarios that develop tactical understanding and the application of movement skills for intelligent play. This is interesting because the use of game like scenarios is very beneficial for intelligent play and application of movement when it comes to the actual game situation.
This article may influence deeper thinking by:

- Challenging the belief that repetition automatically leads to learning.
- Encouraging a shift from control-based teaching to guided discovery.
- Promoting valuing understanding over mechanical execution















































