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Aim

To present research and concepts that 
develop consistent, repeatable, long term 
success through a high performance 
learning environment. 



Method

• Use educational and organisational 
research that provides the foundation for 
better learning

• Apply this research to the sporting 
environment with some practical 
examples



High Performance Learning 
Environment

An understanding of the following 
concepts will assist in developing a high 

performance learning environment:
• Mental Models
• Dreyfus Model of Skill Acquisition
• Model 2 Feedback
• Constructivism
• Social Constructivism
• Action Learning



Mental Models

Mental models are deeply ingrained 
assumptions, generalizations, or even 
pictures or images that influence how 
we understand the world and how we 
take action

Senge (1990)



Mental Models
• They are incomplete and constantly evolving 

• They are usually not accurate representations of a 
phenomenon; they typically contain errors and 
contradictions 

• They provide simplified explanations of complex 
phenomena 

• They often contain measures of certainty about their 
validity that allow them to be used even if incorrect 

Gentner and Stevens (1983)



Mental Models

Example:

• Voting in elections

• Coach’s development of style of play



Mental Models

• To change performance and behaviour, 
we need to change peoples mental 
models!

• To develop new mental models, we need 
influential data

• Data collection and analysis is critical



Dreyfus Model of Skill 
Acquisition

• Helpful in understanding level of 
development

• An avenue for providing influential data
• Identifies training needs
• Provides opportunities for skills audit and 

in turn, incentives        (Dreyfus and Dreyfus, 1986)
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Basis 
For 
Action

Novice 1

Rule Governed 
Behaviour PPK

Read the 
Context

Beginner 2 Proficient 4Competent 3 Expert 5



Novice Performance-
Rule Governed

• Little or no experience in this context.
• Novice performance is dangerous.
• Confused, unsure what to pay attention to.
• So busy concentrating on the rules, often cannot ta lk or 

listen well.
• Need generalised rules and structures as a  guide.
• Quality management systems and job descriptions can  be 

very helpful.
• If something goes wrong, blame the system or senior  

people. Little personal responsibility in this cont ext.
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Competent Performance -
Planful & Analytical

• The comfort zone.
• Usually two to three years experience.
• Come to work with conscious goals and clear plans.
• If something goes wrong, can analyse situation and make 

new plans.
• Efficient and organised.
• Can assess relative importance and urgency.
• Can readily describe and explain actions.
• Feel personal responsibility for outcomes.
• Leads to good coaching of novices & beginners.
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Expert Performance- Right Thing at 
the Right Time

• Usually five to seven years.
• Highly intuitive, based on huge store of PPK.
• Great capacity to handle the unexpected.
• Highly nuanced behaviour, very context specific.
• Often there are no words to describe expert perform ance, 

and often it is subconscious anyway.
• Hard to fit this into quality systems.
• Performance drops if generalised rules are imposed.
• Usually does not make for good teaching of novices,  but 

great for teaching competent people.



Dreyfus Model of Skill 
Acquisition

• No one needs to be an expert at 
everything

• Skills are contextual

• Skills audit can be applied to self, staff or 
players



Feedback Systems

Skilful feedback is MORE than just 
providing information.

It assists in obtaining a deeper 
understanding of an athletes mental 
models.

Remember the feedback you give is your
perspective, it is neither right nor                  
wrong.



Model 1 Feedback

• Take control and keep it at all costs

• You win, they lose

• No discussion of feelings

• Defensive reasoning

(Argyris, 1985)



Model 2 Feedback
• Share valid information

• Each take own responsibility

• Openness to listen

• Interdependence (we are in this 
together) 

• Commitment and courage
(Argyris, 1985)



Transmission Model

The single most fundamental factor of 
developing actionable knowledge is the 
coach’s ability to skilfully craft the 
message, transmit it, and lodge it in the 
learner.

Edwards (2005)





Transmission Model

As coaches we want demonstrative, 
actionable knowledge, not the ability to 
transmit information.
Example:

The Home Theatre





Transmission Model

As coaches we want demonstrative, 
actionable knowledge, not the ability to 
transmit information.
Example:

Your team may verbalise the game plan 
back to you (information), but can they 
act upon it (knowledge)???



To this point in the presentation, what has 
been the major message I have tried to 
get across?



Constructivism
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Social Constructivism

Individuals create meaning through their interactions with 
each other and with the environment they live in.

Learning : Social constructivists view learning as a social 
process. It does not take place only within an individual but 
can be developed by shared experiences with others

Meaningful learning occurs when individuals are engaged in 
social activities. 

(McMahon, 1997).



Social Constructivism
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Social Constructivism

Practical examples include:

•Small group discussions

•Mentoring programs

•On line forums (Y Generation)



The Learning Pyramid
(Dale, 1946)



From van de Sande (2008)
CONDITION LEARNING PYRAMID VAN DE SANDE

HEARING 5% 36%

READING 10% 51%

SEEING 20% 35%

HEARING AND SEEING 30% 54%

DISCUSSING 50% 50%

EXPERIENCING 75% 70%

EXPLAINING 90% 58%



Action Learning
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The Practical Application of 
Research on Learning 

Environments

1. The Team Learning 
Environment

2. The Team Meeting
3. Athlete Skill Acquisition



Team Learning Environment

Information Transmission

Assess

Feedback

Assess

Feedback
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Individual/Team Meetings

Feedback

Constructivism

Information Transmission

Feedback

Social Constructivism



Application of Learning 
Principles

A team meeting example:

1.Provide specific information night before
2.Player makes meaning (constructivism)
3.At meeting, small groups first make sense of 
information (social constructivism)
4.Feedback to coach
5.Information transmission from coach
6.Social Constructivism (again)
7.Player Feedback (again)



Dreyfus Model of Skill 
Acquisition

• Players Skills Audit e.g. Fullback
– Body Use
– Strength
– Speed
– Kicking accuracy

• Stationary – short
• Stationary – long
• Running – short
• Running – long 

– Contested marking



����������	
�����
�
�
�
��
�������������� ����

EXPERT COMPETENT NOVICE

125+ 100-125 75-105

>5kg/kg body weight 4.5-5 3.5-4.5

<3.12 3.12-3.22 3.22-3.35

>13.10 13.4-13.10 11.5-13.5

>64 59-64 <59

>17 12 - 17 <12

>80% 65% - 80% <65%

<1.5 goals 1.5 - 3.0 goals >3.0 goals

Effective Disposals

Scores Against

Bench (kgs)

3RM Leg Press (kgs)

20m Sprint (secs)

Shuttle

Vertical Jump (cms)

Disposals
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BENCH 

(kg) 

LEG 
(kg/body 

wt) 
20m 

(secs) 
SHUTTLE 

(level) 
VJ 

(cms) Disp.  Eff.Disp  
Score 
Agt 

 

                  

player 
A E E inj inj inj E C E 

 

player 
B C C N E N N E C 

 

player 
C C N N C N N E N 

 

player 
D C E inj inj inj C N E 

 

 



Community Involvement
EXPERT
Has a commitment to and passion for the community. His enthusiasm 
and generosity is an inspiration to everyone.  Enjoys community contact 
and displays genuine compassion and empathy to all. 

COMPETENT
Has the skills to relate well with community groups but does not enjoy 
doing so. Needs to be directed to participate and is enthusiastic once 
there. Operates better in familiar community surroundings.

NOVICE
Avoids community contact as his skills in this area are not yet well 

developed. Would like to be more involved but lacks the confidence at this 
time. Performs better in public situations when working with more 
experienced players.
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