	LEAVING CERTIFICATE PHYSICAL EDUCATION
Chapter 1: Learning New Skills
Marking Scheme



	General Marking Notes: Award marks for correct content even if wording differs. Accept any valid sporting example unless a specific one is required. All marks are whole numbers. All answers must draw from chapter content only. Do not penalise for minor spelling errors where meaning is clear.



	SECTION A – MULTIPLE CHOICE (10 × 2 marks = 20 marks)



	MCQ Answer Key – Questions 1–10
	20 marks



	Q
	Correct Answer
	LO

	Q1
	B – A movement or action learned and improved through practice
	LO 1.7a

	Q2
	C – Having a high ratio of fast-twitch muscle fibres
	LO 1.7a

	Q3
	C – Cognitive skill
	LO 1.7a

	Q4
	C – A natural ability
	LO 1.7a

	Q5
	B – Associative stage
	LO 1.1a

	Q6
	D – Cognitive
	LO 1.1a

	Q7
	C – Autonomous stage
	LO 1.1a

	Q8
	C – Intrinsic feedback
	LO 1.2a

	Q9
	D – Fixed practice
	LO 1.2a

	Q10
	D – Variable practice
	LO 1.2a



Award 2 marks per correct answer. No partial marks. Total Section A: 20 marks.



	SECTION B – SHORT QUESTIONS (4 × 10 marks = 40 marks)



	Question 11 LO 1.7a – Skill and Ability
	10 marks



Marking breakdown: (a) 5 marks – two skills with explanations (2 marks each) + 1 mark for clearly distinguishing skills as learned from abilities as genetic | (b) 5 marks – three skill types named + described with example (up to 2 marks per type: 1 name + 1 description/example)

	Part (a) – Sample correct answers:
• Skill 1 – Striking a sliotar in hurling: this is a skill because it is learned through practice and coaching; it is not present at birth and improves with repetition and quality training over time.
• Skill 2 – Taking a penalty kick in soccer: this is a skill because technique, composure and accuracy all improve with deliberate practice; even elite players continue to refine it throughout their careers.
• Ability 1 – Height: this is an ability because it is a genetic trait the player is born with and cannot be significantly changed through training. It provides a natural structural advantage in sports such as Gaelic football or basketball.
• Ability 2 – Natural speed / fast-twitch muscle fibre dominance: this is an ability because the proportion of fast-twitch fibres is genetically determined. It gives an advantage in explosive activities such as sprinting, though training can improve their use.

Part (b) – Three types of skill in Gaelic football:
• Psychomotor skill – a deliberate physical movement performed to achieve a goal. Example: a midfielder catches a high ball using precise hand-eye co-ordination and controlled footwork.
• Perceptual skill – reading the game by gathering and interpreting information from the environment. Example: a goalkeeper reads the angle and body shape of an oncoming forward to anticipate where the shot will go.
• Cognitive skill – decision-making and problem-solving during play. Example: a corner-back notices the opposing forward always fades right and adjusts their position to cut off that option.



(a) Award 2 marks per skill – 1 mark for naming/identifying it as a skill with a reason + 1 mark for the ability equivalent (×2 pairs = 4 marks). Award 1 bonus mark for clearly distinguishing skills as learned and abilities as innate across the answer. Max 5. (b) Award 1 mark for correctly naming each skill type + 1 mark for a clear description or example (×3 = up to 6 marks, max 5). Total Q11: 10 marks.



	Question 12 LO 1.1a – Stages of Skill Learning
	10 marks



Marking breakdown: (a) 6 marks – three stages named (1 mark each) + two characteristics per stage (1 mark per characteristic, 1 per stage = 3 marks) | (b) 4 marks – two coaching strategies for cognitive stage (2 marks each: 1 strategy + 1 explanation why it suits that stage)

	Part (a) – Fitts and Posner (1967) model:
• Stage 1 – Cognitive (Beginner): movements are slow, jerky and inconsistent. The learner must think consciously about every aspect of the skill. Errors are frequent and the performer relies heavily on the coach for instruction, demonstration and feedback.
• Stage 2 – Associative (Intermediate): movements become smoother and more consistent. The performer begins to detect and correct their own errors. They are developing a feel for the skill and require less constant instruction from the coach.
• Stage 3 – Autonomous (Advanced): the skill is performed automatically with no conscious thought required. The performer focuses entirely on tactics and the game situation. Movements are fluid, efficient and highly consistent even under competitive pressure.

Part (b) – Two coaching strategies for a beginner (cognitive stage):
• Keep instructions simple and use demonstrations: beginners can only process a small amount of information at one time. The coach should give one or two clear coaching points per attempt and demonstrate the correct movement so the learner has a model to imitate.
• Provide frequent positive feedback: positive feedback at the cognitive stage builds confidence and motivation at a time when errors are common and feelings of frustration or self-doubt can cause the learner to give up. It also reinforces what the learner is doing correctly.



(a) Award 1 mark for naming each stage (×3 = 3 marks). Award 1 mark per characteristic – must be accurate and specific to that stage (1 mark per stage = 3 marks). Max 6. (b) Award 2 marks per strategy – 1 mark for naming/identifying the strategy + 1 mark for explaining why it is appropriate for the cognitive stage (×2 = 4 marks). Total Q12: 10 marks.



	Question 13 LO 1.2a – Feedback
	10 marks



Marking breakdown: (a) 4 marks – intrinsic defined + sporting example (2 marks) + extrinsic defined + sporting example (2 marks) | (b) 6 marks – massed defined + one advantage + performer type (3 marks) + distributed defined + one advantage + performer type (3 marks)

	Part (a) – Intrinsic vs extrinsic feedback:
• Intrinsic feedback comes from within the performer – from their own senses and body during or after a movement. Example: a Gaelic footballer feels immediately through the sensation in their foot that a kick was cleanly struck and on target.
• Extrinsic feedback comes from an external source outside the performer. Example: a coach tells a swimmer after a length that her elbow is dropping during the catch phase – information she cannot detect herself.

Part (b) – Massed vs distributed practice:
• Massed practice: continuous practice with little or no rest between repetitions. Advantage: maximises practice time in a session and is effective for reinforcing a well-established skill or building endurance. Best for: advanced or highly fit performers who can maintain quality without rest intervals, or for simple skills such as a basketball free throw.
• Distributed practice: practice is broken into shorter bouts with rest or alternative activity in between. Advantage: reduces fatigue and mental overload so the performer maintains movement quality throughout. Best for: beginners or younger performers who tire quickly, or for complex skills where quality drops significantly with fatigue such as learning the pole vault.



(a) Award 2 marks per type – 1 mark for a clear definition + 1 mark for a valid specific sporting example (×2 = 4 marks). (b) Award 1 mark for defining massed practice + 1 mark for a clear advantage + 1 mark for identifying an appropriate performer type with a reason (×3 = 3 marks). Repeat for distributed practice (×3 = 3 marks). Max 6. Total Q13: 10 marks.

	Question 14 LO 1.2a – Practice Types
	10 marks



Marking breakdown: (a) 4 marks – whole practice defined + example (2 marks) + part practice defined + example (2 marks) | (b) 6 marks – conditioned game clearly defined (2 marks) + specific GAA kicking game described with setup and conditions (4 marks)

	Part (a) – Whole vs part practice:
• Whole practice: the complete skill is practised in its entirety from start to finish. Best for continuous, fluid skills where breaking them apart would disrupt the natural movement flow. Example: practising the full camogie strike – grip, stance, backswing, contact and follow-through – as one unbroken movement.
• Part practice: the skill is divided into separate components and each is practised individually before combining. Best for complex skills with clearly distinct phases. Example: a swimmer learning front crawl practises the arm pull alone using a float before combining it with the leg kick.

Part (b) – Conditioned game for GAA kicking accuracy:
• A conditioned game is a modified practice game where special rules are imposed to force players to repeatedly use a specific target skill or tactic. The conditions make the game realistic while ensuring the desired skill occurs frequently.
• Example – GAA Kicking Accuracy Conditioned Game: 5v5 on a 40m × 40m grid. Rules: only kick-passes permitted (no hand-passes); ball must be kicked within 3 seconds of receiving it; five consecutive kick-passes without a turnover scores 1 bonus point. This forces every player to kick constantly under realistic competitive pressure, combining variable practice (different angles, distances, opponents) within a whole-game context.



(a) Award 2 marks per practice type – 1 mark for a correct definition + 1 mark for a valid example (×2 = 4 marks). (b) Award 2 marks for a clear accurate definition of a conditioned game. Award 2 marks for a specific setup (players, area, rules). Award 2 marks for explaining how the conditions specifically develop kicking accuracy. Max 6. Total Q14: 10 marks.
	
SECTION C – LONG QUESTION (4 parts × 10 marks = 40 marks)



	Scenario: Darragh (17, inter-county minor footballer, playing since age 8). Coach Caoimhe (qualified GAA coach). Fionnuala (Darragh’s younger sister, just joined county minor camogie squad, no previous experience at this level). Father: ‘Darragh has the natural ability to be the best player in the county if he just works at his skills.’



	(a) LO 1.7a – Skills vs Abilities [Bloom’s L2: Explain/Identify]
	10 marks



Marking breakdown: 2 marks – clear explanation of the difference between skill and ability | 4 marks – two skills named, identified and explained in context of Darragh’s game (2 marks each) | 4 marks – two abilities named, identified and explained in context (2 marks each)

	Difference between skill and ability:
• A skill is learned and can be improved through practice and coaching – Darragh has developed his kicking, fielding and decision-making through years of training since age eight. An ability is a natural, innate trait that is genetically determined and largely fixed. Darragh’s father is right that natural ability exists and provides potential – but skills must still be developed through practice to convert that potential into performance.

Two skills relevant to Darragh’s performance:
• Kick-passing accuracy (psychomotor skill): developed through thousands of repetitions in training and matches since age eight. Contributes to his game by allowing him to deliver the ball accurately to teammates under pressure – fundamental to building attacking play from defence.
• Reading the game / anticipation (perceptual skill): refined through years of competitive experience. Contributes by allowing Darragh to anticipate where the ball will go, reach the correct position early and make better decisions than less experienced opponents.

Two abilities relevant to Darragh’s performance:
• Natural speed / fast-twitch muscle fibre proportion: genetically determined. Allows Darragh to accelerate explosively past opponents and win the ball ahead of defenders – something his coach cannot fundamentally create through training.
• Physical build / natural power: a naturally strong or tall build provides advantages in aerial contests and physical battles for possession. These structural characteristics are largely genetic and directly affect his effectiveness in the game.



Award 2 marks for a clear explanation of the difference – must reference ‘learned/improved through practice’ (skill) and ‘genetic/innate/born with’ (ability). Award 2 marks per skill – 1 mark for naming and correctly identifying it as a skill + 1 mark for a specific explanation of how it contributes to Darragh’s game (×2 = 4 marks). Award 2 marks per ability – 1 mark for naming and correctly identifying it as an ability + 1 mark for explaining its contribution to performance (×2 = 4 marks). Max 10.



	(b) LO 1.1a – Stages of Learning Applied [Bloom’s L3: Apply]
	10 marks



Marking breakdown: 6 marks – all three stages described with specific observable detail relating to Fionnuala (2 marks per stage: 1 for observable behaviour + 1 for appropriate coaching strategy at that stage) | 4 marks – two further stage-specific coaching strategies described in detail (2 marks each)

	Stage 1 – Cognitive (where Fionnuala is now):
• What Caoimhe observes: Fionnuala’s movements are slow, jerky and inconsistent. She makes many errors – dropping the sliotar, mis-hitting, moving to the wrong position. She must concentrate fully on every element of each skill and tires mentally quickly from the effort of thinking through actions she cannot yet perform automatically.
• Coaching strategy: simple instructions – one or two coaching points at a time, regular demonstrations, positive feedback to build confidence when errors are common. Part practice for complex skills (e.g. the camogie strike) helps Fionnuala build each component before combining them.

Stage 2 – Associative (where Fionnuala will progress to):
• What Caoimhe observes: movements noticeably smoother and more consistent. Fionnuala makes fewer errors and begins to detect and self-correct mistakes. She is more comfortable with the sliotar but still needs to concentrate carefully in fast-paced or high-pressure situations.
• Coaching strategy: introduce video analysis so Fionnuala can see her own technique and begin to understand correct vs incorrect movement. A mix of positive and constructive feedback is appropriate. Practice becomes more variable – different angles, distances and light defensive pressure.

Stage 3 – Autonomous (the long-term goal for Fionnuala):
• What Caoimhe observes: skills performed automatically – no conscious thought about technique. Fionnuala focuses entirely on teammates, opponents and tactical decisions. Performance is consistent and fluid even under intense competitive pressure.
• Coaching strategy: focus on tactical awareness, game intelligence and mental skills rather than technique. Technical feedback used sparingly and only when a specific flaw emerges. Random practice and competitive small-sided games are the most effective development tools at this stage.



Award 1 mark per stage for a specific observable behaviour in Fionnuala at that stage (×3 = 3 marks). Award 1 mark per stage for a specific, stage-appropriate coaching strategy (×3 = 3 marks). Award 2 marks per second strategy described in additional detail (up to 2 additional strategies = 4 marks). At least two stages must include a strategy. Max 10.



	(c) LO 1.2a – Feedback Compared [Bloom’s L3: Compare]
	10 marks



Marking breakdown: 4 marks – two feedback types applied to Darragh (2 marks each: 1 for type + 1 for how Caoimhe uses it with him) | 4 marks – same two types contrasted for Fionnuala showing clear difference (2 marks each) | 2 marks – explanation of why the approach differs based on stage of learning

	Feedback Type 1 – Intrinsic vs Extrinsic:
• With Darragh (autonomous): Darragh has well-developed intrinsic feedback – he can feel when a kick is cleanly struck or when his positioning is wrong and self-correct without Caoimhe intervening. Caoimhe uses extrinsic feedback sparingly – only providing specific technical or tactical input when a clear pattern of error emerges across multiple performances.
• With Fionnuala (cognitive): Fionnuala cannot yet reliably feel whether a movement is correct – her intrinsic feedback system is undeveloped. Caoimhe must provide frequent extrinsic feedback after almost every attempt to give Fionnuala the external information she cannot yet generate for herself.

Feedback Type 2 – Knowledge of Performance (KOP) vs Knowledge of Results (KOR):
• With Darragh (autonomous): Caoimhe can use detailed KOP – specific analysis of Darragh’s movement patterns – because he has the technical foundation to understand and act on it. For example, analysing his shoulder rotation and weight transfer on a kick-out is meaningful and actionable for an advanced player.
• With Fionnuala (cognitive): Caoimhe should use KOR – simple outcome-focused feedback such as ‘that landed wide, focus on keeping your eye on the target’. Complex movement analysis overloads a beginner. Simple outcome feedback is more useful and immediately actionable.

Why the approach differs:
• The fundamental reason is that Darragh and Fionnuala are at opposite ends of the Fitts and Posner model. An autonomous performer has the technical foundation and cognitive capacity to process detailed, complex feedback. A cognitive stage performer is easily overwhelmed – too much information causes confusion and erodes confidence. Simple, positive, outcome-focused feedback best supports the beginner, while detailed performance feedback best serves the expert.



Award 2 marks per type applied to Darragh – 1 mark for naming/identifying the feedback type + 1 mark for explaining how Caoimhe uses it with him specifically (×2 = 4 marks). Award 2 marks per type contrasted for Fionnuala – must show a clear, explained difference from how it is used with Darragh (×2 = 4 marks). Award 2 marks for a clear explanation of why the approach differs – must explicitly reference stages of learning. Max 10.



	(d) LO 1.2a – Practice Types Analysed [Bloom’s L4: Analyse]
	10 marks



Marking breakdown: 9 marks – three practice types analysed (3 marks each: 1 mark name + description, 1 mark specific example applied to Darragh, 1 mark justification of why it suits an advanced/autonomous performer) | 1 mark – overall coherence: all choices are consistently appropriate for an advanced performer

	Practice Type 1 – Variable Practice:
• Variable practice changes the conditions under which a skill is practised – kicking from different distances, angles, under different defensive pressures and from different areas of the pitch. For Darragh as an advanced performer, variable practice is highly effective because his technique is already well-established through years of training. He no longer needs to repeat kicks in fixed, controlled conditions. He needs to execute the skill across the unpredictable, constantly changing conditions of a real inter-county match. Variable practice directly mirrors the demands of competitive play and accelerates his ability to transfer excellent technique into game situations.

Practice Type 2 – Random Practice:
• Random practice involves practising multiple skills in an unpredictable, mixed order – Caoimhe designs a session where Darragh must execute a kick-pass, a hand-pass and a solo run in random sequence, just as in a real game. For Darragh this is ideal because it constantly challenges him to switch between different movement programmes without advance warning. Research shows random practice produces superior long-term retention and transfer for advanced performers, even though it feels more demanding than blocked practice. It mirrors the cognitive and physical demands of inter-county football precisely.

Practice Type 3 – Whole Practice via Conditioned Games:
• Whole practice means performing the complete skill in realistic context rather than isolating components. Caoimhe should use conditioned games – e.g. a 7v7 where kick-passing is the only permitted passing method – as the primary vehicle for developing Darragh’s kicking. Because Darragh is autonomous, breaking skills into parts would be counterproductive; the whole movement is already fluent and automatic. Whole practice in a game context simultaneously develops his perceptual and decision-making skills alongside technique, ensuring his kicking ability is matched by better game intelligence and execution under pressure.

Why these three practices suit an advanced performer:
• All three share the same rationale for Darragh: they challenge him to execute excellent technique under realistic, unpredictable, competitive conditions. Fixed or massed practice would suit a beginner building a movement pattern from scratch. For an autonomous performer like Darragh, the priority is transferring excellent technique into the pressure and unpredictability of real inter-county competition – which variable, random and whole practice in conditioned games all achieve.



Award 3 marks per practice type – 1 mark for naming and correctly describing the practice type, 1 mark for a specific example applied to Darragh’s kicking development, 1 mark for a clear and specific justification of why this type suits an autonomous/advanced performer rather than a beginner (×3 = 9 marks). Award 1 mark for overall coherence – all three choices are consistently and logically appropriate for Darragh’s level. Max 10.



Marks and Learning Outcomes Summary

	Question
	Learning Outcome
	Bloom’s Level
	Marks

	Q1 – MCQ: best definition of a skill
	LO 1.7a
	Remember (L1)
	2

	Q2 – MCQ: ability example (fast-twitch fibres)
	LO 1.7a
	Remember (L1)
	2

	Q3 – MCQ: type of skill in game context
	LO 1.7a
	Understand (L2)
	2

	Q4 – MCQ: fast-twitch fibres – skill or ability?
	LO 1.7a
	Understand (L2)
	2

	Q5 – MCQ: Fitts & Posner – associative stage
	LO 1.1a
	Remember (L1)
	2

	Q6 – MCQ: Aoife – cognitive stage
	LO 1.1a
	Understand (L2)
	2

	Q7 – MCQ: elite hurler – autonomous stage
	LO 1.1a
	Remember (L1)
	2

	Q8 – MCQ: intrinsic feedback
	LO 1.2a
	Remember (L1)
	2

	Q9 – MCQ: fixed practice
	LO 1.2a
	Remember (L1)
	2

	Q10 – MCQ: conditioned game – practice type
	LO 1.2a
	Understand (L2)
	2

	Q11(a) – Two skills + two abilities with explanations
	LO 1.7a
	Understand (L2)
	5

	Q11(b) – Three skill types named + described
	LO 1.7a
	Understand (L2)
	5

	Q12(a) – Three stages + characteristics
	LO 1.1a
	Remember/Understand (L1–L2)
	6

	Q12(b) – Two coaching strategies: cognitive stage
	LO 1.1a
	Apply (L3)
	4

	Q13(a) – Intrinsic vs extrinsic feedback
	LO 1.2a
	Understand (L2)
	4

	Q13(b) – Massed vs distributed practice
	LO 1.2a
	Understand (L2)
	6

	Q14(a) – Whole vs part practice
	LO 1.2a
	Understand (L2)
	4

	Q14(b) – Conditioned game design
	LO 1.2a
	Apply (L3)
	6

	Sec C (a) – Skills vs abilities: Darragh scenario
	LO 1.7a
	Understand/Apply (L2–L3)
	10

	Sec C (b) – Stages of learning applied to Fionnuala
	LO 1.1a
	Apply (L3)
	10

	Sec C (c) – Feedback compared: Darragh vs Fionnuala
	LO 1.2a
	Apply/Analyse (L3)
	10

	Sec C (d) – Practice types analysed for Darragh
	LO 1.2a
	Analyse (L4)
	10

	TOTAL
	
	
	100
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