KIN365, Lecture 7


I. The Learning experience

A. Definition

1. situations in which people make deliberate attempts to improve their performance of a particular movement or action

2. involves a learner and a learning practitioner (e.g. teacher, coach), who guides the learner and assesses progress

B. Goal setting

1. the process of establishing targets for future performance

2. beneficial for performance (CARS-challenging, attainable, realistic, specific)

3. goal setting is best if the learners set the goals (more likely to be committed to goal achievement)

4. types of goals

a. outcome goal: comparisons with other people’s performance (not always useful)

b. performance goal: improvements are relative to past performance

c. process goal: emphasize aspects of skill execution

C. Transfer of learning

1. the gain or loss of a person’s proficiency on one task as a result of previous practice or previous experience on another task (which learning practitioners should consider) 

2. near transfer has similar tasks or where the contexts are similar, e.g. practice context vs performance context

3. far transfer is a kind of transfer where the two tasks are different or where the contexts are different, e.g. foundational motor learning affects future learning of other skills

4. practicing simpler versions of tasks- does it transfer to positively to performance of whole task?

II. The Learner

A. Motivation

1. achievement motivation is the direction and intensity of a person’s effort to reach a performance goal, either for task mastery or for surpassing others

2. related to perceptions of success, e.g. as long as performers feel they are successful, they will continue to be motivated

3. motivation is easier when the task to be learned is relevant to the performer’s lives, e.g. the practitioner must forge a connection between learner and the skill to be learned (individual goal setting and evaluation of success helps here)

B. Past Experience

1. transfer of learning from previous experiences with other movements may help with the learning of new tasks 

2. transfer of movement elements (the movement patterns of various actions), e.g. remembering how to throw a baseball may aid in learning how to cast a fishing line

3. transfer of perceptual elements (task-related stimuli that are interpreted by a performer), e.g. remembering how a racquetball rebound off the wall may help in learning how to play handball

4. transfer of conceptual elements (aspects of a task dealing with principles, guidelines, strategies of performance), e.g. knowing rules/strategies of soccer may help in learning how to play field hockey

5. transfer from previous experience is generally useful early in learning, but later specificity of learning (the notion that the best learning experiences are those that approximate the movements and conditions of the target skill/context) may be best

C. Abilities

1. the traits of learners will predispose them to a certain level of performance

2. thus, learning practitioners should design learning experiences that are relevant to the needs of the learner

D. Stages of Learning

1. learning practitioners should recognize which stage a learner is in when providing instructional assistance

2. verbal-cognitive stage is where learners spend time verbalizing and thinking about what to do 

3. motor stage is where learners refine the skill by organizing more effective movement patterns to produce action

4. autonomous stage is where learners produce actions automatically, with little thought or attention, e.g. develop and use motor programs for longer periods of time

III. Assessing Progress

A. Guidelines

1. assessment should be made in a way that indicates the level of goal achievement

2. assessments should be observable characteristics of the target skill

3. assessments should provide valuable feedback

B. Selecting valid indicators of skill

1. outcome measures indicate something about the results of a person’s movements

2. process measures indicate something about the quality of the actions themselves (usually involve using sophisticated instrumentation, e.g. EMG, or a rating system)

