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» Admin duties completed
» Introduction to Deliberate Coaching



Classroom
Expectations

i Range Safety Rules

Medical Protocol




Observation

Pre-learning indicators



Walk Gait

Movement is the window
to the personality



Posture
5 TYPES OF STANDING POSTURE

Neutral Bolorced a) Lordasis  b) Kyphasis  ¢) fFlot Pock  d) Sriay Pock ) Scoliosis
Neutral Balanced A) Lordosis  B) Kyphosis C) Flat Back D) Sway Back E) Scoliosis
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22 ° Extroversion &
- Introversion

External vs Internal Focus

Narrow vs Broad Focus




Speech

Key Words:

See/Watch
Listen/Hear
Think/Understand

Feel/Touch



Body Language

*Open/Closed
*Facial expressions
*Watch the hands
*Posture

*Personal space
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Injury

Coaching adjustment

Limiting impact



Equipment
Placement
Type
Set up



Mental Filters

*Chaos/Order
*Liberal/Conservative
*Progressive/Orthodox
*Magnification/Minimization
*All/Nothing
*Negative/Positive
*Growth/Fixed
*Patience/Decisiveness




Interview

Areas of skill/mastery
(shooting and/or life)

Goals

Practice/Experience &8s,
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Decisional
Process

Impatient/Indecisive r ‘ (




COGNITIVE

We store memories differently based
on how they were experienced @
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Need To
Act Fast
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To act, we must be confident we S & 3 gf‘; §§,
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We project our current mindset and
assumptions onto the past and future
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BIAS CODEX

We notice things already primed in
memory or repeated often

Bizarre, funny, visually-striking, or
@ anthropomorphic things stick out more
than non-bizarre/unfunny things

Too Much
Information

eXposure eff,
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s0ry truth effect
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We notice when
® something has changed

« Availability heuristic

* Attentional bias
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We are drawn to details
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We notice flaws in others
@ more easily than than we
notice flaws in ourselves
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We tend to find stories and
@ patterns even when looking
at sparse data
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We fill in characteristics from
[ ] stereotypes, generalities,
and prior histories
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Meaning
other people are thinking
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Experience the Situation in a Changing Context

Diagnose

more [Feature Matching] f Is Situation Typical?

data [Story Building] [Prototype or Analogue] ﬂ
inference

Clarify

yes
I

Recognition has four by-products I

; Relevant
Plausible
Goals

Evaluate Action (n)
[Mental Simulation]

Modlfy *
_
”?
yes, but C Will it work”
* yes
Implement Course
of Action




Prediction
Coaching

Possible problems
from previous

Observations



Finding the right correction

Rule of 3 (minimum number for pattern and maximum
number of cues for information)

Stage 1: Reinstate the context
Stage 2: Recall events in reverse order
Stage 3: Report everything they can

Stage 4: Describe events from someone else’s point of view



Observed Problems/Possible Problems

*Sensation of pressure relative to time and/or information *Moving
*Qut of place or missing movement *Posture/Grip (Postural Stability)

*High/Low *QOscillation
*Right/Left *Cadence
*Combinations *Process/Follow through
*Accuracy *Flow
*Precision *Lack of perception
*Efficiency *Visual alignment

*Speed *Combination
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Preemption
(initial triggers)

Correction
(technical, psychological,
physiological)

Change A\
(excite, correct, or access)







