
Didactic Models for Teaching Games in Group and Individual Activities 

 

1 

Lecture 2 

Didactic Models for Teaching Games in Group and Individual Activities 

Introduction 

Games and sports activities occupy a central place in Physical and Sports Education because they 

provide learners with opportunities to develop physical fitness, motor competence, cognitive abilities, 

and social skills simultaneously. Whether practiced individually or collectively, sports games 

represent powerful educational tools capable of promoting holistic learner development. 

Modern educational systems increasingly emphasize learner-centered approaches that encourage 

active participation, problem-solving, cooperation, and critical thinking. Within this context, didactic 

models play a crucial role in organizing teaching and learning situations in a structured and effective 

manner. These models provide educators with theoretical frameworks that guide instructional 

planning, implementation, and assessment. 

Teaching games is not merely about transmitting technical skills; it involves helping learners 

understand tactical principles, make decisions, cooperate with teammates, and adapt to changing 

situations. Therefore, the selection of an appropriate didactic model becomes a determining factor in 

the success of the educational process. 

The effectiveness of teaching sports games depends largely on the teacher's ability to choose and 

adapt didactic models according to learner characteristics, educational objectives, available resources, 

and the nature of the activity being taught. Consequently, understanding the various didactic models 

and their applications constitutes an essential competence for physical education teachers and sports 

educators. 

I. Concept of Didactic Models 

Definition of Didactic Models 

A didactic model refers to a structured framework that organizes the teaching-learning process. It 

provides a systematic approach to planning, implementing, and evaluating educational activities 

while defining the roles of both teachers and learners. 

Didactic models help educators answer fundamental questions: 

What should be taught?  

How should it be taught?  

Why should it be taught?  

How can learning outcomes be assessed?  

In physical education, didactic models facilitate the teaching of motor skills, tactical knowledge, and 

sports-specific competencies through carefully designed learning situations. 

Characteristics of Didactic Models 

A didactic model generally possesses several characteristics: 

1. Organization 

Activities are sequenced logically according to educational objectives. 

2. Adaptability 
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Models can be modified according to learners’ needs and abilities. 

3. Scientific Foundation 

They are based on educational, psychological, and motor learning theories. 

4. Evaluation Orientation 

They include procedures for monitoring and assessing learner progress. 

5. Learner Development Focus 

They aim at promoting comprehensive development rather than isolated skill acquisition. 

Importance of Didactic Models in Teaching Games 

Educational Benefits 

Didactic models contribute to: 

Better lesson planning.  

Improved learner engagement.  

More effective skill acquisition.  

Enhanced motivation.  

Efficient classroom management.  

Continuous assessment of learning outcomes.  

Practical Example 

When teaching handball passing, the teacher may employ a progressive didactic model: 

1.Individual practice.  

2.Pair work.  

3.Small-group activities.  

4.Game situations.  

This progression allows learners to gradually master the skill while increasing complexity. 

II. Theoretical Foundations of Didactic Models 

Constructivist Theory 

Constructivism views learners as active participants in the construction of knowledge. 

According to this perspective: 

Learning occurs through experience.  

Learners develop understanding by solving problems.  

Knowledge is built rather than transmitted.  

This theory strongly influences discovery-based and tactical teaching approaches. 

Social Learning Theory 
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According to social learning theory, learners acquire skills through observation, imitation, and 

interaction with others. 

Applications include: 

Demonstration techniques.  

Cooperative learning.  

Peer teaching.  

Team activities.  

Motor Learning Theory 

Motor learning principles emphasize: 

Practice.  

Feedback.  

Repetition.  

Skill progression.  

These principles underpin analytical and direct instruction models. 

III. Traditional Model (Direct Instruction Model) 

Definition 

The traditional model is one of the oldest and most widely used approaches in physical education. 

The teacher serves as the primary source of knowledge and directs all learning activities. 

Characteristics 

Teacher-Centered Approach 

The teacher: 

Explains.  

Demonstrates.  

Corrects.  

Evaluates.  

Structured Learning Environment 

Activities follow predetermined sequences. 

Emphasis on Technical Precision 

Particular attention is given to correct movement execution. 

Stages of Implementation 

Phase 1: Explanation 

The teacher presents: 



Didactic Models for Teaching Games in Group and Individual Activities 

 

4 

Objectives.  

Rules.  

Technical aspects.  

Phase 2: Demonstration 

A visual model of the movement is provided. 

Phase 3: Practice 

Students reproduce the demonstrated movement. 

Phase 4: Correction 

Errors are identified and corrected. 

Phase 5: Evaluation 

Performance is assessed according to predefined criteria. 

Advantages 

Efficient for beginners.  

Facilitates classroom control.  

Ensures technical accuracy.  

Suitable for large groups.  

Limitations 

Limited learner autonomy.  

Reduced creativity.  

Passive learner participation.  

Applied Example 

Teaching Basketball Shooting 

1.Explanation of body positioning.  

2.Demonstration of shooting mechanics.  

3.Repetition exercises.  

4.Teacher correction.  

5.Performance assessment.  

IV. Discovery Learning Model 

Definition 

Discovery learning encourages learners to explore, experiment, and discover solutions independently. 

The teacher acts as a facilitator rather than a transmitter of knowledge. 

Educational Principles 
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Active participation.  

Inquiry-based learning.  

Problem-solving.  

Critical thinking.  

Implementation Stages 

Presenting the Problem 

A challenge or game situation is introduced. 

Exploration 

Students attempt various solutions. 

Reflection 

Learners discuss outcomes. 

Generalization 

Conclusions are drawn and transferred to new situations. 

Advantages 

Develops autonomy.  

Enhances creativity.  

Encourages decision-making.  

Improves retention.  

Limitations 

Requires more time.  

May challenge beginners.  

Demands careful teacher guidance.  

Practical Example 

Football Passing Challenge 

Students play in a restricted space and explore effective passing strategies without direct instruction. 

V. Project-Based Learning Model 

Definition 

Project-based learning organizes educational experiences around meaningful projects. 

Students actively participate in planning, implementation, and evaluation. 

Educational Objectives 

Problem-solving.  

Collaboration.  
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Responsibility.  

Leadership.  

Application of knowledge.  

Stages 

Planning 

Students define objectives and organize tasks. 

Implementation 

Activities are conducted. 

Evaluation 

Outcomes are assessed. 

Reflection 

Students analyze successes and challenges. 

Example 

School Volleyball Tournament Project 

Students: 

Form teams.  

Prepare schedules.  

Organize matches.  

Evaluate performances.  

VI. Analytical Model 

Definition 

The analytical model decomposes complex skills into simpler components. 

Each component is learned separately before being integrated into the complete movement. 

Theoretical Basis 

Based on motor learning theories emphasizing gradual acquisition. 

Teaching Sequence 

Step 1 

Teach individual movement components. 

Step 2 

Practice each component separately. 

Step 3 

Combine components progressively. 
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Step 4 

Perform the complete skill. 

Example 

Handball Throw 

1.Arm movement.  

2.Foot placement.  

3.Trunk rotation.  

4.Complete throw.  

Advantages 

Facilitates technical mastery.  

Reduces learning difficulties.  

Improves precision.  

Limitations 

May reduce game realism.  

Can decrease motivation.  

VII. Tactical Games Model 

Definition 

The Tactical Games Model focuses on tactical understanding before technical perfection. 

Learners acquire skills through meaningful game situations. 

Educational Philosophy 

Students learn: 

What to do.  

When to do it.  

Why to do it.  

before focusing extensively on how to do it. 

Stages 

Game Form 

Learners participate in a simplified game. 

Tactical Awareness 

Problems are identified. 

Skill Practice 

Relevant technical skills are practiced. 
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Return to Game 

Skills are applied in game situations. 

Advantages 

Develops decision-making.  

Increases motivation.  

Improves tactical intelligence.  

Promotes game understanding.  

Example 

Handball Tactical Situation 

Students analyze: 

Passing options.  

Defensive positioning.  

Shooting opportunities.  

during modified games. 

VIII. Application of Didactic Models in Group Games 

Characteristics of Group Games 

Group games involve: 

Cooperation.  

Communication.  

Tactical organization.  

Collective decision-making.  

Examples: 

Football  

Basketball  

Handball  

Volleyball  

Suitable Models 

Traditional Model 

For teaching basic techniques. 

Tactical Model 

For game understanding. 

Discovery Learning 
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For creative problem-solving. 

Cooperative Learning 

For teamwork development. 

Educational Objectives 

Technical competence.  

Tactical awareness.  

Team cooperation.  

Social integration.  

IX. Application of Didactic Models in Individual Games 

Characteristics of Individual Sports 

Individual sports emphasize: 

Personal performance.  

Precision.  

Self-control.  

Concentration.  

Examples: 

Athletics  

Swimming  

Tennis  

Gymnastics  

Appropriate Models 

Analytical Model 

For technical refinement. 

Direct Instruction 

For safety and precision. 

Project-Based Learning 

For performance improvement programs. 

Educational Objectives 

Technical mastery.  

Self-discipline.  

Performance optimization.  

Personal responsibility.  
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X. Principles Governing the Use of Didactic Models 

1. Principle of Educational Objectives 

Teaching methods must align with learning goals. 

2. Principle of Progression 

Activities should move from simple to complex. 

3. Principle of Individual Differences 

Instruction must consider learner diversity. 

4. Principle of Active Participation 

Students should remain actively engaged. 

5. Principle of Feedback 

Immediate correction enhances learning. 

6. Principle of Motivation 

Positive reinforcement supports persistence. 

7. Principle of Safety 

Risk prevention remains essential. 

XI. Practical Applications and Teaching Situations 

Collective Activity 

Football Passing Circuit 

Objectives: 

Passing accuracy.  

Team coordination.  

Tactical movement.  

Assessment: 

Number of successful passes.  

Team communication.  

Individual Activity 

Basketball Shooting Challenge 

Objectives: 

Shooting accuracy.  

Speed of execution.  

Technical consistency.  

Assessment: 
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Number of successful shots.  

Movement quality.  

Discovery Activity 

Learners explore various passing techniques in reduced spaces and identify the most effective 

solution. 

Project Activity 

Organization of an inter-class sports competition including planning, management, and evaluation. 

XII. Assessment in Game-Based Learning 

Purpose of Assessment 

Assessment serves to: 

Monitor progress.  

Identify difficulties.  

Improve instruction.  

Certify achievement.  

Types of Assessment 

Diagnostic Assessment 

Before instruction. 

Formative Assessment 

During instruction. 

Summative Assessment 

After instruction. 

Assessment Tools 

Observation Sheets 

Systematic recording of performance. 

Performance Checklists 

Evaluation of technical execution. 

Video Analysis 

Detailed movement assessment. 

Fitness Tests 

Measurement of physical capacities. 

Peer Assessment 

Students evaluate one another. 
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Self-Assessment 

Learners reflect on their own performance. 

XIII. Contemporary Challenges in Teaching Sports Games 

Modern educators face several challenges: 

Heterogeneous learner abilities.  

Limited facilities.  

Large class sizes.  

Technological integration.  

Inclusive education requirements.  

To address these challenges, teachers must adopt flexible didactic approaches and continuously 

update their professional competencies. 

Conclusion 

Didactic models constitute essential tools for organizing and optimizing the teaching of sports games 

in both collective and individual activities. Each model offers unique advantages and responds to 

specific educational objectives. The traditional model facilitates technical skill acquisition, the 

discovery model promotes autonomy and creativity, the analytical model supports technical mastery, 

the project-based model develops responsibility and cooperation, while the tactical games model 

enhances decision-making and game understanding. Effective teaching requires educators to select 

and adapt these models according to learner needs, educational contexts, and desired learning 

outcomes. 


