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STUDENT NAME: Carwyn Wood 

STUDENT NUMBER: 1912380


Use of Generative AI in Assessment 



	RESEARCH 
	For this assessment, you can use Generative AI to support you in research, including searching for bibliography, using tools to summarise, compare and interrogate materials. 
	Yes  ☒
 
No   ☐

	STRUCTURE 
	For this assessment, you can use Generative AI to support you in structuring your submission, including creating a draft argument structure, identifying parts and headings, etc. 
	Yes  ☒
 
No   ☐

	PROOFREADING 
	For this assessment, you can use Generative AI to check your own text/creation for grammatical and syntactical mistakes, including rephrasing of your own work within specific standards. 
	Yes  ☒
 
No   ☐

	WRITING 
	For this assessment, you can use Generative AI to create text for submission. 
	Yes  ☐
 
No   ☒

	CREATIVE 
	For this assessment, you can use Generative AI to create creative materials, such as images. 
	Yes  ☐
 
No   ☒

	PROGRAMING 
	For this assessment, you can use Generative AI to create and check code. 
	Yes  ☐
 
No   ☐

	NONE 
	For this assessment, you are not allowed to use any type of Generative AI support. This includes research support, structure support, writing/proofreading support and creative support. 
	Yes  ☐
 
No   ☒


 








AI Acknowledgement  

I acknowledge the use of ChatGPT (https://chatgpt.com) on 9th of May to support my work. I used the prompt(s): 

1. can you find me 5 academic references on the use of technology in sport education
2. can you find 10 academic reference please from estyn or the welsh government on post compulsory education 


I confirm that I have not presented any AI generated text as my own work. 
I confirm that I have copies of my drafts, notes, and other resources I used before and after the use of AI tools which I may be asked to provide in evidence. 






Enhancing sports performance through technology: A curriculum development project for University-level learners

Sport is growing in popularity and the 21st century is controlled by technology. The Welsh Government (2017) believes that it is important for all educational institutes to integrate technology into sports education settings. All sporting fields include wearable fitness trackers, video assistant referees (VAR), virtual reality (VR), equipment and ball technology and many more. However, despite the increase in the use of technology in sports academic institutes don't equip students with the digital competencies necessary to be successful in the sporting field. This essay aims to create a curriculum development project that focuses on the use of technology in the field of sports in a university setting. The project aims to outline an overview of the logistics, detailed rationale and the aims and outcomes of the project. Chopping (2021), believes that using technology in education enhances collaborative skills and student’s engagement which is a key skill that the module aims to equip students with. A structured timetable and chosen assessment strategies will be included to understand how a module in technology in sports could be introduced to students studying sports management. The project hopes that educational institutes will move away from traditional learning to modern, enriching education, Lvhua (2011). 

Overview and context of the curriculum 

The module called 'Applied Technology in Sports Performance and Analysis is designed to be incorporated into the undergraduate sports management course and aims to target those who want to develop their knowledge and understanding of technology in sports. The module specifically aims to prepare students who have an interest in sports science and sports coaching through the delivery of 8 weeks of lectures which include theory, practical and seminar delivery. The module will be held twice a week at the university however, the LC2 will be used for the practical sessions. 

During the module, students will be introduced to sports technology in a variety of sporting fields where they will learn a deeper understanding of where and how technology is used. Furthermore, students will get the opportunity during the module to learn and try wearable technology alongside GPS tracking which aims to support their learning, Migliaccio et al., (2024). This is to allow students to learn about the background of the topic while also trying it so that they can first-hand experience and experiment with different types of technology in sports. This will allow students to link knowledge from lectures to real-life scenarios making the information easier to process and to remember. 

Students will get the opportunity to explore current video analysis software like Hudl. This could be done through a collaborative working style allowing groups to independently research into what platforms like Hudl where they can gather information and collaboratively feedback on the information they have collected. Lees (2002) believed that biomechanism created a pathway for modern video analysis due to its ability to watch sports videos in different speeds and from different angles. During the module, students will have the chance to look at an array of case studies and hear from guest lecturers who specialise in the use of technology in sports. After learning about wearable technology in a classroom setting, students will get the opportunity to try and test wearable technology in the LC2 which will provide a customisable experience to suit everyone’s needs and interests, Seshadri et al., (2019). All these aspects will allow the integration of practical tools like Hudl, wearable technology and GPS trackers to ensure that learners get a hands-on experience to prepare them for the future further development of the use of technology in sports, Groom et al., (2011)

Rational for the module

The integration of a sporting module that analyses technology in sports is a necessity for the development of young sports enthusiasts. Professional clubs, academies and amateur teams all rely on data-driven decisions to optimise training and personal growth and development. Furthermore, technology allows teams to reduce injury risk through monitoring and observing each player's movement and technique. According to UEFA (2023), over 75% of professional sporting clubs use a form of performance analysis technology, yet despite this, higher education hasn't tailored and adapted the curriculum to support 21st-century learning which leaves graduates underprepared for modern sporting environments. This is due to the disconnection between the availability of these advanced tools. Reports show that over 70% of sporting industries are looking for employers that are comfortable using sports technology, yet universities are not preparing graduates with these experiences which are setting up students for failure in the sporting field. Due to this, academic institutes must modernise and change their curriculum to adapt and equip students to be 21st-century learners. 

The module aims to address issues in the sporting curriculum by embedding new and advanced practical learning opportunities that provide students confidence and competence in using modern and advanced performance technologies. This module would link to the Welsh Government's 2030 digital framework which encourages higher education institutes to integrate digital innovation and develop and prepare students to be digitally confident in a work environment, Welsh Government (2019).

Curriculum aims and learning outcomes

The module aims to align with both academic and industry expectations by setting clear aims and learning outcomes. During the 8-week programme, the module aims to develop student understanding of the role and function of digital technologies in the context of performance. The module will include 5 contact learning hours a week which will be split into a 2-hour lecture on a Monday, 2-hour practical session on a Monday following the lecture and finally a 1-hour seminar on a Thursday. The module has been designed this way to apply theory with practice which means that students can learn theory-based topics in the class and then can apply their new knowledge to a practical session afterwards. This should enhance retention of knowledge and make it easier for students to make connections between theory and practice, this will be done by equipping students with practical skills to collect and apply performance data effectively through providing consistent practical lessons and regular use of technology in lessons. The module encourages students to critically analyse how technology influences athlete development by fostering reflective, ethical and evidence-based approaches to sporting contexts. 

By the end of the module, students will be able to show a critical understanding of the technology used in sports through video analysis software, GP trackers and wearable technology. Students will be competent in collecting performance data, designing and presenting sports performance improvement strategies and critically reflecting on the ethical considerations of data usage in the sporting industry. The module promotes collaboration through group-based work in analysing and learning about technology in the sports industry. Students will be required to convey technical concepts to a range of bodies including peers, external institutes and coaches to provide experiences that will equip them for life after education, Estyn (2022). This emphasis reflects the priorities of the Curriculum for Wales, especially within the science and technology area of learning and experience. These areas of learning encourage students to use digital tools and explore real-world problems, apply reasoning and evaluate information critically, Welsh Government (2022). This module is designed to prepare students for life after education, ensuring that they are prepared to navigate the responsibilities that come with data handling which include privacy, consent and digital governance in sport. 

In addition to this, the module aims to develop student's ability to critically think about the implications of sports technology. Innovations like performance tracking systems and analysis tools are becoming common in academy, semi-professional and elite levels which is bringing growing demand in assessing how these tools influence coaching methodologies, team dynamics and player wellbeing and health. Delivering information through, lectures, seminars and practical lessons will encourage students to explore how digital technology affects athletic performance. Education in Wales has a national mission to create "ambitious, capable learners who are ready to learn throughout their lives" and "ethical, informed citizens of Wales and the world" (Welsh Government, 2020). This module is designed to ensure that students graduate not just confident in using technology but as thoughtful and socially responsible professionals who can make decisions under pressure in complex sporting environments. 

The learning outcomes include a critical understanding of key performance technologies used in the sporting field and the ability to collect and interpret performance data using tools like GPS systems, Hudl and wearable technology. This will ensure that students can design and present data-informed performance improvement strategies in the workplace. The digital 2030 strategic framework for post-16 digital learning in Wales highlights that higher education needs to produce digitally confident individuals who can adapt to evolving workplace technologies, Welsh Government (2019). Equipping students with hands-on experiences through fostering analytical thinking will directly address and comply with the Welsh Government's goals and will prepare students for the technologically driven nature of modern sports roles and institutes, Estyn (2020). 

Furthermore, the learning aims and outcomes aim to create not only individual skill development but also collaborative and communicative skill development, Students will often be required to work in groups to mirror real-world environments where collaboration is essential within a workplace, Welsh government (2022). Students will also develop the ability to communicate technical concepts to a range of people which is important in a professional setting where there is a need to translate complex data into insights for a range of audiences. These skills will support the Well-being of Future Generations Act 2015, which will encourage public service es and educational institutes to work towards creating a nation with skilled and a well -educated populations in an economy that creates employment opportunities, Welsh Government (2015). The modules contribute to the national ambition which responds to industry feedback and identifies communication and teamwork skills which is critical in the working world, Estyn (2021).  

In summary, the module's aims and outcomes align strategically with Wales's curriculum policies, industry demands and professional benchmarks. Through the focus on practical skills development, critical analysis and collaborative working, students will be prepared for professional application and lifelong learning. Furthermore, the module aims to also improve literacy and numeracy skills through consistent use of a variety of tools and programmes. According to Gov.UK (2020) the use of digital tools could improve this by up to 31% which also creates confident, capable learners. The structure ensures that students are competent in current sports technologies while also being capable of adapting to future innovations and challenges, embedding priorities and values of the Welsh Government like digital fluency and employability, the module represents a forward-thinking and policy-practiced approach to curriculum development in higher education institutes. 

Professional standards and benchmarking 

The curriculum has been created to comply with professional standards to ensure that it meets both academic and industry standards. The module aligns with the Chartered Institute for the Management of Sport and Physical Activity (CIMSPA) Professional Standards, particularly the 'Technology in Sport' specialist standard, which outlines competencies for ethical collection, analysis and communication of the collection of performance data. By embedding high expectations into the curriculum, the module will ensure that students develop both technical and professional skills that are necessary for real-world use. Furthermore, the module aligns with the Quality Assurance Agency for Higher Education, which ensures that graduates can demonstrate confidence in digital literacy, evidence-based reasoning and practical application of technological tools. Students will be supported in becoming capable and critical learners who can make informed decisions independently. 

Furthermore, the module aligns with Estyn's (2019) Quality indicators for post-compulsory education. Activities were designed to create students who actively engage and collaborate in work and who can solve real-world scenarios. These experiences aim to prepare students for employment in the sports sector after education, applying them to life skills like communication, adaptability and digital fluency. The curriculum guarantees to align with academic content and professional practice through mapping module learning outcomes and assessment. This ensures that students not only graduate with a theoretical foundation but are workplace-ready and are aware of current industry expectations. The module will be revived regularly to ensure that content is up to date to help retain relevance in the content being taught. This approach provides students with unique educational experiences which will enhance student's likelihood to gain employability in their relevant feed after education.

Assessment strategy 

The assessment strategies for the module have been designed to evaluate both theoretical and practical understanding in the context of technology in sports. It is grounded in principles that align with Biggs (2003), which ensures that all assessment is directly linked to learning outcomes and teaching methods. The assessment approach supports a holistic view of learning and provides many opportunities for students to demonstrate skills and critical thinking knowledge.

Formative and summative
The module will use formative and summative assessments to mirror student progress and achievement. Formative assessments will be used in weekly tasks through reflective group discussions and peer feedback activities during practical lessons. The informal assessments aim to guide student learning by offering on-the-spot, face-to-face feedback which will enable students to improve their performance instantly. This approach aligns with the Welsh Government's (2022), emphasis on learner progression and reflective development in the Curriculum for Wales. 

Summative assessments will be used through written reflections and a group-based performance improvement project. The group project will require learners to collect and analyse performance data using digital technologies like GPS trackers or video analysis software to create a strategy to improve athlete performance. This assessment method will use relevant skills that are essential for careers in sport, which address employability goals outlined in the Digital 2030 framework, Welsh Government (2019). The individual reflection will assess students' understanding of the ethical implications that come with using data in sports which will encourage critical thinking with concepts like privacy, consent and digital responsibility, Bera (2024). This element aligns with the Well-being of Future Generations Act (2015), which prompts responsible citizenship and ethical professionalism. 

Clear marking criteria and structured feedback will be provided for ass work that is assessed which will ensure that students understand their strengths and weaknesses to enhance development. Blending collaborative working and individual tasks ensures that all students develop not only digital competencies but also key life skills like communication, teamwork and leadership skills which are essential for professional growth.

Timetable

	
	Venue: UWTSD/ LC2
	Lecturer: 
Martin Jones
	Hours per week: 
5 hours 
	Day/ time: 
Monday 9am – 1pm
Lecture 9am – 11am
Practical 11am- 1pm
Thursday – 9 – 10am 
Seminar 
	Number of weeks: 
8 Weeks

	Week
	Topic 
	Aims and objectives 
	Teaching and learning activities 
	Resources required
	Assessment 

	1
	Introduction to Sports Technology

	Understand the role of digital technology in sports

	Monday
Lecture 9-11am

Introduction to the module, outlining assessment methods, aims and expectations. Students will engage in class discussion about current sports technologies used in sport. Through questioning, the lecturer will assess prior knowledge. 

Monday
Practical 11-1pm

A practical lesson in the LC2 will follow providing students the opportunity to test basic sport technology like smartwatches as an introductory task to the module. 

Thursday 
Seminar 9-10am

A seminar task will require students to find and present an example of digital technology used in sport and reflect on how it enhances athlete performance.
	· Lecture slides case studies 
· Projector
· Laptops

	Q&A, discussion


	2
	Wearables & Monitoring
	Identify wearable devices and how they track performance
	Monday
Lecture 9-11am

A theoretical lecture will explore wearable technology, including GPS vests, heart rate monitors, and smartwatches. Students will analyse the impact of these tools on player workload management and injury prevention. 

Monday
Practical 11-1pm

In the practical session at LC2, students will rotate roles as analysts and athletes using wearables to record short drills. 

Thursday 
Seminar 9-10am

The seminar will include reflective discussions on reliability and validity of wearable data.
	· Wearable devices 
· Heart rate monitors
· Example datasets

	Worksheet, reflective log


	3
	GPS Tracking in Performance
	Apply GPS data to training load analysis
	Monday
Lecture 9-11am

Students will learn about GPS principles, how distance, speed, and movement load are calculated. A guided workshop will introduce GPS software tools (e.g., Catapult).


Monday
Practical 11-1pm

Students will complete a short outdoor movement drill using GPS units, then interpret the data. 

Thursday 
Seminar 9-10am

The seminar will guide students through the process of evaluating training loads, and students will debate optimal load thresholds in group tasks.

	· GPS tracking units
· Software, laptops,
· Training pitch

	Data analysis task


	4
		Video Analysis Software



	



	Learn video breakdown using Hudl
	Monday
Lecture 9-11am

	A lecture will explore the history and use of Hudl in elite sport. Students will be shown how to break down match footage and highlight key performance elements. 

Monday
Practical 11-1pm

The LC2 practical will involve group work where students tag and code a short football match clip. 

Thursday 
Seminar 9-10am

The seminar will focus on interpreting footage and creating summary reports for coaching staff.



	



	· Hudl access
· Laptops
· Projector

		Group presentation



	




	5
		Physiological & Tactical Analysis



	



	Analyse heart rate and player movement
	Monday
Lecture 9-11am

	A lecture will cover performance metrics used to evaluate tactical behaviours (e.g., heat maps, pass networks). Students will analyse real match scenarios using video footage and spatial data in group discussions. 

Monday
Practical 11-1pm

The LC2 session will simulate team formations and movement patterns. 

Thursday 
Seminar 9-10am

A seminar discussion will focus on coaching feedback strategies, and students will evaluate how data informs tactical decisions.



	



	· Match footage 
· Data analysis templates
· Whiteboards

	Scenario-based task


	6
		Ethics in Sports Technology



	



	Critically explore data governance and consent
	Monday
Lecture 9-11am

A theory-based lecture will introduce concepts of GDPR, data governance, and the Well-being of Future Generations Act (Welsh Government, 2015). Students will work through ethical dilemmas in groups and explore the balance between performance monitoring and athlete welfare. 


No practical this day. 

Thursday 
Seminar 9-10am

The seminar will facilitate a structured debate on the ethics of tracking young players. Students will complete a written reflection on their views.

	· Ethical case studies
· Policy documents

	Critical reflection write-up


	7
	Heart Rate Monitoring

	Apply biomechanical and physiological concepts to interpret performance data.

	Monday
Lecture 9-11am

The lecture will introduce biomechanics principles relevant to sports tech, including motion capture and force data. Students will then analyse heart rate zones and their implications for training intensity. 

Monday
Practical 11-1pm

Practical work will involve athletes wearing heart monitors during short drills. 

Thursday 
Seminar 9-10am

Data will be analysed in seminar groups, with students drawing conclusions about training adaptations and fatigue.
	· HR monitors, laptops
· Case study templates

	Group project (draft)


	8
	Guest Lecture & Final Presentation
	Reflect on real-world practice and present outcomes
	Monday
Lecture 9-11am

A guest speaker from Swansea City Academy will deliver a session on real-world applications of sports technology. Students will ask prepared questions and analyse case studies from the academy. 

No practical this day. 

Thursday 
Seminar 9-10am

In seminars, students will complete their group performance plans and prepare presentations. The session will end with peer evaluations and feedback.
	· Guest speaker
· AV setup

	Presentation, peer feedback





Reading list 
· Carling, C., Reilly, T. and Williams, A.M., 2009. Performance Assessment for Field Sports. London: Routledge.
· Drust, B., Reilly, T. and Williams, A.M. (eds.), 2013. International Research in Science and Soccer. London: Routledge.
· Hughes, M. and Franks, I., 2015. Essentials of Performance Analysis in Sport. 2nd ed. London: Routledge.
· Mackenzie, R., 2022. Performance Analysis in Sport. 2nd ed. London: Routledge.
· Website – Hudl Academy - https://www.hudl.com

Further reading 
· International Journal of Performance Analysis in Sport  
· Journal of Sports Sciences 
· Sports Technology
· Journal of Strength and Conditioning Research

Teaching strategy

The teaching strategies for the module have been created to address a diverse range of learner preferences to ensure that both the practical and theoretical aspects of digital technology in sports are understood. Effective strategies help to build engagement, critical thinking, collaboration and technical competence which prepares students. According to the Welsh Government (2022), learners should be supported by being equipped to be digitally confident and capable of making decisions. This module aims to utilise the following teaching strategies:

Lecture

Lectures will deliver theoretical content using a variety of PowerPoint presentations, case studies and real-world examples. This is to introduce learners to concepts like wearable technology, performance analysis tools and tracking. The teacher-led method aims to support conceptual understanding of the topic. Lectures will be mandatory and essential to establish knowledge and introduce critical themes, Petty (2009).

Demonstration 

This will be delivered through practical sessions which will show students how to use digital tools to analyse performance data or to conduct a video breakdown to analyse athletic movement. These demonstrations act as visual aids through modelling the correct use before students attempt ant tasks independently. This strategy enhances observational learning and creates confident learners, Petty (2009).

Practical lessons 

Practical lessons will offer a hands-on experience with sporting performance technologies including trackers, Hudl and heart rate monitors. This strategy ensures that students can apply their theoretical knowledge in a hands-on context which will help learners to understand the topic quicker. This is due to knowledge retention and bridges the gap between theory and real-world scenarios, Petty (2009).

Independent research 

Throughout the module, learners will be encouraged to conduct research into sports technology tools. This will encourage students to investigate topics relevant to their interests and future career paths which is essential to developing lifelong learning habits and responding to an industry that is rapidly changing and improving, Petty (2009).

Workshops and case study research 

Workshops will create opportunities for students to do structured tasks with guidance with the opportunity to use case studies to reflect on real-world sports scenarios. Learners will engage with a variety of issues like performance improvement planning and injury prevention. This will ensure that students become confident in problem-solving and critical thinking which will align with the Welsh Government's (2022) emphasis on contextual, real-world learning.

`One to one support 

During the module students will be offered one-to-one support to help them reflect on their learning journey, address challenges and receive formative feedback. These support sessions will ensure that students develop reflective and evaluative skills and will enhance confidence when applying technology to sports. Furthermore, it will provide lecturers with the opportunity to assess learners' understanding ensuring that all students are on track to passing the module. This approach aligns with Etsyn’s (2022) findings which emphasise the tailored learning support for all students. 

Feedback strategy 

Feedback will be integral to each student's progress throughout the module, and it will be provided consistently in both formative and summative forms to ensure that students know what and where they need to develop and improve. Formative feedback will be delivered during practical lessons when tutors will observe the student's work. This will provide an opportunity for students to receive face-to-face, real-time suggestions. Written feedback will be given on submitted assignments and tasks such as group presentations and data analysis interpretation. The aim is to support learners to foster a growth mindset. Summative feedback will be constructive and will highlight strengths and weaknesses. According to Petty (2009), effective feedback helps learners to be more self-correcting.

Group work 

Group work will be used often to help students get used to working in collaborative environments. In the sporting field, individuals are often working in coaching teams or departments meaning that group work skills are essential. Students will be expective to analyse performance data collectively and will present their findings to peers and external bodies. This approach will support the development of communication, teamwork skills and leadership which align with the Welsh Government's (2022) curriculum for Wales strategies.

Workshop activities

Workshops will be a consistent element of the module and will allow students to practically engage with theoretical elements discussed in the lectures. These will be highly interactive and hands-on and will focus on real-world applications.

Workshops will involve:
· Using GPS trackers to collect movement data 
· Breaking down sports footage with Hudl and other video analysis platforms.
· To simulate data presentation for performance reviews using PowerPoint and data visualisations tools like Excel. 

These workshops will be a base to build upon basic to more complex tasks which will ensure that students gradually gain confidence in using a variety of digital platforms. These activities aim to close a gap between theory and practice which will provide learners a chance to apply classroom knowledge in contexts. Group activities will mirror professional environments which will help students to develop employability skills.

Presentation 

As a part of the assessment, students will deliver a presentation to summarise their group-based research project. 

It will include: 
· A sports performance issue of choice
· Data collected using technologies like video analysis, wearable technology or GPS.
· The performance improvement strategy based on the findings.

The group presentation will help to develop student’s confidence in communication to a variety of audiences. Students will be assessed on their capability to interrupt and visualise performance data clearly. This will promote deep learning by encouraging students to apply theory with practice which aligns with Petty’s (2009), suggestion that presentations develop thinking skills like analysis and evaluation. This will be through students justifying and explaining their choices when asked questions at the end. 

Development opportunities 

The module offers students a variety of development opportunities that are delivered beyond the classroom. These opportunities are designed to enhance both theoretical and practical experiences to support learner engagement and participation during lectures. However, key opportunities to develop include organising an educational trip to a professional sports facility or sports match like a football or tennis game. This visit would allow students to witness first-hand how technology is integrated into sports which provides real-world context and examples. Learners could observe how professional institutes use technological software to monitor and enhance athletic performance. These experiences could inspire learners to think about future careers beyond education which will prepare and equip students with life after university. 

Learners will have access to modern digital tools relevant to learning which will provide students the opportunity to develop transferable skills and critical competencies for careers in sports coaching, analysis and sport science. While technology would have to be current and up to date, this could become an issue deepening on the yearly budget so the budget must be handled sensibly each year to ensure that all students in future years get the same experiences. 

Accessibility and inclusivity were key considerations when designing and delivering the module. Equipment and software must be suitable for all learner's needs. Screen readers and captioning tools ensure that those who are visually or hearing impaired are not excluded from learning. Furthermore, any sessions held off campus must be arranged correctly to accommodate all learners. Lastly, materials must have a variety to suit all learner's learning styles to ensure that all learners are receiving the best education possible. To do this all materials must be differentiated, flexible and varied in instructional techniques which will help meet the needs of all.
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Appendices 

9 – 11am lecture lesson plan figure 1:
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Lesson Plan

	Topic: Physiological & Tactical Analysis lecture 

	Class: Level 6


	Date:

	Length of lesson: 2 hours

Lecture - Monday 9 – 11am 
	Number of students:

	Resources required:
Match footage, data analysis templates, whiteboards.




	Aim of Lesson
To introduce and critically examine key performance metrics used to evaluate tactical behaviours in team sports, with applied group analysis using real match footage and spatial data.



	Learning Outcomes – The Learners Should Be Able To:

· Identify and describe key tactical performance metrics such as heat maps and pass networks.
· Interpret spatial and visual data to evaluate team tactics and behaviours.
· Apply performance analysis techniques to real match scenarios.
· Discuss the strengths and limitations of different tactical analysis tools.



	Previous student knowledge required for the session:	

· Basic perception of tactics and positional play in sport.
· Familiarity with video analysis performance software. 





	Anticipated difficulties (if applicable):

· Interpreting visual data.
· Differentiation between individual and team behaviours.
· Prior limited exposure to data visualisation tools.



	Professional Standards (where are these being met within the session)

· Encouraging evidence-based practice. 
· Using real-world scenarios.
· Enhancing teamwork and communication skills.
· Developing applied analytical skills.







Lesson Detail:

	
Stage 
	
Focus
	
Strategy 
	
Time 


	Introduction








Development 




Task










Plenary/conclusion




	Introduction of the tactical metrics and their relevance in sports technology.




To explore
 Performance metrics in detail.

Application to match analysis.


Critical discussion on metric limitations and benefits.



Recap on key learning points and key terminology.
	Defining and exemplifying of heat maps, pass networks and spatial coverage.





Examples of different tactical metrics with opportunities to discuss any key points or questions.


Group activity using a sports video and heat map data – guided discussion with lecturer to help.

Final task to analyse pass network diagrams through using video clips.




Whole class discussion and recap on key points and terminology used in the lecture. Quiz to test knowledge 
	20 mins 





70 mins 







20 mins




10 mins 





	Assessment Strategies: when and how are they included within the lesson?

· Formative: Group video analysis task 
· Summative: Quiz at the end of lesson.
· Ongoing: Class discussions to examine students understanding.







	Informal reflection (to be completed after the session)




























11-1pm practical lesson plan figure 2:
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Lesson Plan

	Topic: Wearables & Monitoring practical 

	Class: Level 6 


	Date:

	Length of lesson: 2 hours

Practical- Monday 11 – 1pm
	Number of students:

	Resources required:
GPS vests, heart rate monitors, smartwatches, performance tracking software, laptops/tablets, LC2 sports facility.




	Aim of Lesson
To provide students with hands-on experience in using wearable technology to collect and interpret performance data in a live sports context, reinforcing theory through active participation.





	Learning Outcomes – The Learners Should Be Able To:
· Operate wearable technology devices in a practical setting.
· Record, download and interpret basic performance data.
· Collaborate effectively as a team.
· Reflect on the accuracy and usefulness of wearable technology. 





	Previous student knowledge required for the session:	
· Theoretical interpretation of wearable technology. 
· Comprehension of common performance metrics (speed, distance and heart rate).
· Basic drill familiarity (shuttle runs and sprints).




	Anticipated difficulties (if applicable):
· Technical issues with wearable devices.
· Difficulty interpreting raw data from wearables.
· Students unfamiliar with handling live data.




	Professional Standards (where are these being met within the session)
· Develops practical data literacy and teamwork. 
· Reinforces reflective practice in live performance.
· Applies theory with practical.









Lesson Detail:

	
Stage 
	
Focus
	
Strategy 
	
Time 


	Introduction






Development 





















Plenary/conclusion




	Outline aims of the lesson, a safety discussion and time to familiarise with the wearable technology.

Group 1 - Drills (sprints).

Group 2 – Data collection. 


Switch roles.

Data review and interpretation. 

Group discussion and comparison. 





Summary of key concepts and discussion of real-world relevance.

	A quick discussion at the LC2 – demonstration of the wearable technology whilst discussing basic rules that need to be followed. Put students into 2 groups. 

Students to perform short drills wearing the technology.

Students are to record key metrics (speed, heart rate and distance) using paper or a laptop.

Repeat in reverence roles. 

Groups examine the data collected and discuss key themes or trends.


Whole class discussion on the variability and reliability of the data collected.




Reflection as a class on key vocabulary and learning points from the session 
	15 mins




90 mins 















15 mins





	Assessment Strategies: when and how are they included within the lesson?

· Formative: Peer observation during drills. 
· Reflective: Group discussions sharing final reflection and understanding.
· Practical: Real-time use of technology – data recordings and performance evidence.






	Informal reflection (to be completed after the session)
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