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Cognitive processes in small-sided games
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Abstract. Team sports are played in highly unpredictable environments, in which players’ cognitive processes are critical to
successful Decision Making. Thus, it is important that training settings provide players a variety of game situations that will
allow them to develop the cognitive processes related to their Decision-Making capacity. Accordingly, it is crucial to understand
how to develop the cognitive processes to optimize teaching-learning processes and increase sports performance. Therefore,
the aim of this point of view is to discuss the adoption of Small-Sided Games (SSGs) to develop cognitive processes related to
Decision Making (perception, knowledge, and decision) considering the coaches’ role in this process. Indeed, the multiple
possibilities of modification of the SSGs lead to more opportunities to develop players’ cognitive processes, since they rely
more often on memory, knowledge, and decision towards solving the ever-changing situations experienced in the game.
Hence, we propose that coaches have an important role in evaluating the players’ needs and proposing the use of SSGs and
their different manipulations. These diverse games are expected to promote practice variability and favor an unpredictable
environment with several tactical experiences that represent a greater cognitive demand. In other words, since the processes
related to Decision Making need to be activated more often and in different ways during diverse situations experienced in
SSGs, players are provided with more opportunities to develop their cognitive processes.
Keywords: teaching; team sports; small-sided games; cognitive processes; training; decision making.

Resumen. Los deportes de equipo se practican en entornos muy imprevisibles, en los que los procesos cognitivos de los
jugadores son fundamentales para tomar decisiones acertadas. Por ello, es importante que los entornos de entrenamiento
ofrezcan a los jugadores múltiples posibilidades de juego, que les permitan desarrollar los procesos cognitivos relacionados
con su capacidad de Toma de Decisiones. En consecuencia, es crucial entender cómo desarrollar los procesos cognitivos para
optimizar los procesos de enseñanza-aprendizaje y aumentar el rendimiento deportivo. Por esta razón, el objetivo del presente
punto de vista es discutir la adopción de los Pequeños Juegos (PJ) para el desarrollo de los procesos cognitivos relacionados
con la Toma de Decisiones (percepción, conocimiento y decisión), teniendo en cuenta el papel de los entrenadores en este
proceso. Así, las múltiples posibilidades de modificación de los PJ conducen a una mayor exigencia cognitiva a los jugadores,
ya que éstos se apoyan con mayor frecuencia en los procesos perceptivo-cognitivos de memoria, conocimiento y decisión
hacia la resolución de las situaciones siempre cambiantes que se viven en el juego. En este sentido, proponemos que el
entrenador tenga el importante papel de analizar las necesidades de los alumnos y utilizar los PJ y sus diferentes manipulaciones.
Se espera que estos juegos diversos promuevan la variabilidad de la práctica y favorezcan un entorno imprevisible con varias
experiencias tácticas que representen una mayor demanda cognitiva. En otras palabras, dado que los procesos relacionados
con la Toma de Decisiones necesitan ser activados más a menudo y de diferentes maneras durante los diversos PJ, se facilita el
desarrollo de los procesos cognitivos.
Palabras clave: enseñar; deportes de equipo; pequeños juegos; procesos cognitivos; entrenamiento; toma de decisiones.
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Introduction

Since the publication of the Teaching Games for
Understanding (TGfU) in 1982 by Bunker and Thorpe,
several other models based on non-linear pedagogical
theories have been proposed in order to overcome the
traditional logic of teaching team sports. Employing
non-linear pedagogy notions, coaches need to continually
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access and assess the needs of players to support the
process of searching, discovering and exploring practical
solutions related to the sporting environment, in order
to facilitate the generation of functional motor
repertoires (Chow et al., 2007; Correia et al., 2019;
Gómez-Criado & Valverde-Esteve, 2020; Pizarro et al.,
2019). That is because non-linear pedagogy is based on
ecological psychology, which leads to the manipulation
of task constraints in order to stimulate the desired
behavior for a given context and the stimulation of task
variability, facilitating learning (Flores-rodríguez &
Ramírez-macías, 2021; Práxedes et al., 2019; Práxedes,
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Del Villar, et al., 2018). In other words, in a learning
context based on the non-linear pedagogy, players will
have different action possibilities, and will discover in-
dividual solutions for specific situations, depending on
the existent constraints (Chow & Atencio, 2014). The
concept of constraints was addressed by Newell (1986),
and refers to the limitations or changes that somehow
restrict the organization of the possible movements in
a given context, which may involve physical
characteristics, goals and allowed skills. That is, these
constraints have the role of guiding the dynamics towards
the desired goal (Chow et al., 2007; Correia et al.,
2019).

All the teaching models based on non-linear
pedagogical theories and on the TGfU model have a
common characteristic: the use of Small-Sided Games
(SSGs) and its constraints as a pedagogical tool
(Gutiérrez, 2016). The SSGs, which are the focus of
this study, are modified games played in smaller game
spaces, with adapted rules and a reduced number of
players than traditional games (Sarmento 2018). These
games are modified by the coaches in the sporting
context based on the possibilities of adjusting the
constraints (Clemente, 2014) in order to facilitate
learning. Thus, SSGs are considered an important
teaching tool to develop physical skills and tactical-
technical behavior with similar training intensities to
the ones of the formal game. This is achieved by exposing
players to a high variability of information in the
environment that depends on the specific characteristics
of the games (i.e. game constraints) (Clemente et al.,
2021; Hammami et al., 2017; Paul et al., 2016; Práxedes,
Moreno, et al., 2018). These variable situations stimulate
the players’ ability to pay attention to key information
that support the emergence of specific behaviors
throughout the game (Coutinho et al., 2019; Davids et
al., 2013; Travassos et al., 2012). In this regard, coaches
are responsible for manipulating key game constraints
to highlight information that are relevant to their
training goals and help players to support their behaviors
adequately based on these information (Sarmento et
al., 2018). This notion is well stablished in the literature,
since studies show that the emergence of specific
behaviors during SSGs depends on the constraints
present during the game (Halouani et al., 2014; Hill-
haas et al., 2011; Serra-Olivares et al., 2016). Therefore,
changes in the game constraints will influence the
athletes’ behavior, the strategies, the tactical-technical
elements performed and the players’ motor solutions.

Although several studies in the SSGs literature

investigated its use in the development of physical
resources and specific tasks of the sport (Clemente et
al., 2021; Coutinho et al., 2019; Halouani et al., 2014),
team sports are played in environments of constant
unpredictability. As follows, players are constantly
required to adapt their actions according to the game
context. This uncertain environment affects player’s
perceptual-cognitive processes, such as Decision Making
(DM), which is determinant to reach high levels of per-
formance in sport (Práxedes, Moreno, et al., 2018; Sil-
va et al., 2020). However, DM is influenced by
knowledge and the ability to retrieve information from
memory. This agrees with the notion that the individual’s
sporting actions reflect the interaction between the
different perceptual cognitive processes (Vítor de Assis
et al., 2020). Consequently, it is crucial to understand
how to develop cognitive processes to optimize teaching-
learning processes and increase performance. In this
point of view, we aimed to highlight the need to
understand these processes in team sports and how the
SSGs can be employed during training sessions as a
pedagogical tool that contribute to developing DM. This
is particularly important because, literature indicates
that it is possible to manipulate these games according
to the purpose of the training to obtain specific results
(Fernández-Espínola et al., 2020; Robles et al., 2020;
Serra-Olivares et al., 2016; Torreblanca-Martínez et
al., 2019). Therefore, we will discuss the adoption of
SSGs for the development of cognitive processes related
to DM, taking into account the coaches’ role in this
process. We hope to contribute to the literature adding
to studies related to the optimization of cognitive va-
riables in the sports teaching-learning process and
helping coaches plan their training sessions.

Cognitive processes related to Decision Making
In team sports, a motor action performed by an

player involves more than physical variables that resulted
in this movement, but also the underlying processes
that led to the choice of that particular motor action
(Gréhaigne et al., 2001). Playing well means having
the ability to choose an appropriate action at a given
situation when several other actions are possible, and
performing it in the best possible way, which is the
concept of DM (Gréhaigne et al., 2001; Vítor de Assis
et al., 2020). Conforming to Bar-Eli, Plessner, and Raab
(2011), expertise in DM arises from cognitive processes
related to the ability to perceive, understand and
generate responses, which highlights the cognitive
processes of perception, knowledge and decision. That
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said, we will discuss and how these three cognitive
processes related to DM (perception, knowledge, and
decision) operate in team sports and how coaches can
develop these processes employing SGGs as a pedagogical
tool during training sessions.

Perceptual-Cognitive Processes
Knowing where and when to look is crucial for team

sports performance, which implies that players needs
to use attention appropriately to direct their perceptual
processes to relevant information during the game
(Machado et al., 2020). Thus, the mental constructs called
perceptual-cognitive skills refer to these abilities to
identify and perceive information in a given environment
(Scharfen & Memmert, 2019). Based on a proper
employment of these skills, players are able perform
the corresponding motor action quickly and efficiently
in order to meet the context’s needs (Cardoso et al.,
2021; Assis et al., 2020). Consequently, extracting
information from the environment guides the indivi-
dual to successful behaviors (Mann et al., 2007). That is
why developing these perceptual-cognitive processes
is important to guide behavior towards good decision-
making in the sports environment.

Literature on DM indicates that high-level athletes
employ qualitatively different perceptual-cognitive
mechanisms and strategies that facilitate this process,
allowing them to make more precise and faster decisions
compared to less experienced athletes (Alves et al.,
2013; Low et al., 2020; Mann et al., 2007). In other
words, expert players are different from non-expert
because they know how to identify areas that provide
them relevant information and how to direct perceptual
cognitive processes, such as their attention, in an
appropriate way to extract this information (Mann et
al., 2007; Scharfen & Memmert, 2019). Consequently,
experts not only make good decisions that will be
transformed into good sports actions, but also know how
and when to apply these good actions based on the
information generated in the different context of their
sport practices (Iglesias Gallego et al., 2010; Mann et
al., 2007). Thus, it is important to explore effective
ways to improve the player’ perceptual-cognitive
processes, since these show a strong relationship with
the practical structure of training sessions (Roca & Ford,
2020).

Many sensory systems influence the DM process,
however Bar-Eli et al. (2011) propose that training these
systems separately from the game context, as in teaching
models based on direct instruction, may not benefit DM.

This occurs because the information during the game is
constantly changing, which is not inherent to these direct
instruction-based models. Considering this, we argue
that coaches need to plan training sessions with tasks
that allow players to explore the environment for
relevant information under different game situations,
in order to optimize the perceptual-cognitive skills of
players. One of the ways that coaches can provide players
with highly variable environments is through SSGs,
which can be modified in terms of the size of the field,
number of players, and rules (Arias et al., 2016;
Timmerman et al., 2019). These multifold possibilities
for SSGs modifications allow the modulation of the
constraints of game situations and guide the players’
perception of relevant information to achieve the task
goals. Consequently, they allow players to adapt and
diversify their action possibilities to an ever-changing
game environment similar to a real competitive context
(Práxedes, Moreno, et al., 2018). Accordingly, the meta-
analysis carried out by Mann et al. (2007) indicate that
activities that take place on high variability and
unpredictability environments require from players
perceptual-cognitive and motor demands similar to those
present in the formal game are. The multitude of game
situations experienced by players in the SSGs will serve
as a basis for them to make adequate decisions based on
the different possibilities of action.

Memory and Knowledge
In addition to the information perceived from the

environment, players’ decisions are influenced by
information that is available in their memory. In such
way, memory may affect an individual’s behavior based
on previous experiences. Therefore, memory refers to
the process of storing and retrieving these experiences
from practice (Hockenbury & Hockenbury, 2010). The
knowledge acquired by the players’ through experience
influence the perception and interpretation of the
available information, which affects the player’s response
to a given game situation (Kirk & MacPhail, 2002; Ma-
chado et al., 2020). This type of knowledge obtained
from sportive actions is called Tactical Knowledge, as
defined by Gréhaigne and Godbout (1995). This
knowledge may relate to rules and perceptual-cognitive
processes (i.e. «Knowing what to do» or «Declarative
Tactical Knowledge»), or to motor skills and problem
solving during the game («Know how to do it» or
«Tactical Processual Knowledge») (Fernández-
Echeverría et al., 2015; Gréhaigne et al., 2001).
Although this type of knowledge - especially declarative
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tactical knowledge - is related to the verbalization of
concepts, it is obtained from practical application, that
is, when the players experiences the results of their
actions and stores the outcomes in their long-term
memory (Gréhaigne et al., 2001). In particular, it is
worth pointing out that players with higher Tactical
Knowledge (whether declarative or procedural) are
capable of reading the game and identifying the different
cues presented in sports practice more efficiently,
allowing them to perceive and take better advantage of
game opportunities (Praça et al., 2018). Consequently,
these players are able to make better decisions during
game situations, since they also use perceptual-cognitive
mechanisms more efficiently to regulate their future
actions (Ramos et al., 2020).

In this respect, SSGs can be an efficient tool to
optimize the development of these forms of knowledge,
given the multiple possibilities of modification. Whether
adjusting the size of the field, the number of players or
the proposed rules, the simplification of game situations
are expected to reduce the complexity of the game.
This would facilitate the players’ understanding of the
logic of the formal game, and increase their direct
participation, resulting in more practice opportunities
(Halouani et al., 2014; Práxedes, Moreno, et al., 2018).
To illustrate, Praça et al. (2018) investigated soccer SSGs
with numerical superiority, which required players to
adapt their tactical behaviors to this specific game
context. As expected, this particular modification
influenced athletes’ perceptual and physiological
demands, based on the level of procedural tactical
knowledge of players. Thus, we advise coaches to employ
SSGs as a viable alternative for the development of
tactical knowledge, since they provide multiple
modifications possibilities in the game environment.
When properly applied, these variable settings may in-
duce the development of the cognitive processes related
to DM, and the emergence of successful tactical
behaviors in response to specific situations (Bredt et al.,
2018; Correia et al., 2019). This may allow coaches to
develop specific tactical aspects according to specific goals
of the practice session.

Decision Making
We proposed in this point of view that players’ actions

are a consequence of task conditions in a given game
situation. In other words, depending on the analysis of
the game situations carried out through perceptual-
cognitive processes, and the knowledge stored in their
memory, players will decide what do and how to

implement the selected answer (Kirk & MacPhail, 2002;
Mann et al., 2007; Sousa et al., 2021). From this point,
players reach the last stage related to DM, which is the
decision itself. Perception and knowledge are thought
to act like a filter, allowing players to consider and reject
an action hypothesis in a given situation (Figure 1). That
is, the player should consider a decision compatible to
several aspects, including his technical abilities (Bar-Eli
et al., 2011). These aspects will determine whether
the decision will become valid (i.e. transformed into an
action) or not (Gréhaigne et al., 2001). Therefore,
although we focused on the perceptual-cognitive
processes related to DM in this point of view, we do not
ignore the importance of the technical skills in this
process, which should be a tool for tactical performance
(Kolman et al., 2019). Thus, the teaching of technical
skills becomes important, as it is required in tactical
behavior, increasing the possibilities for action and
consequently diversifying the decisions to be made (Kirk
& MacPhail, 2002). As an example, a soccer player will
only have the option to kick the ball with the non-
dominant leg as an option if he has a minimum
proficiency in this motor skill, otherwise this will not
be a viable decision possibility in the game. Hence, it is
argued that the technique should not be taught/trained
separately from the tactical and cognitive aspects, since
these aspects are inseparable in team sports (Práxedes,
Del Villar, et al., 2018). To illustrate, a volleyball setter
needs to have a good overhead passing technique and a
good ability to read the game towards to perform an
efficient set to the hitters. Players without these well-
trained features will hardly progress in sport.

Considering the proposed model, it is argued that
perceptual training and DM can be implemented using
SSGs, thus incorporating the technical skills inherent to
specific tasks to the many possibilities of action in different
game situations (Kirk & MacPhail, 2002). In such a way,

Figure 1. Perception, technical capacity and knowledge acting as a filter for the hypothesis to
become a decision.
Source:The Authors
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responding to the actions of teammates and opponents
in reduced game situations would come closer to the
actual demands imposed by the game, promoting the
integration of cognitive processes associated with DM.
This contrasts with training predetermined situations
in a predictable context, which is a recurring fact in
technical training under direct instruction models (San-
tos et al., 2016) that are still employed by coaches in
team sports trainings even today. Therefore, the use of
SSGs as a pedagogical tool for the development of sports
performance must be emphasized, as it results in a higher
level of sporting experience for players, since the
technique is trained along with the DM elements
(Kinnerk et al., 2018). This can be achieved through
specific modifications in the SSGs, which may favor the
occurrence of specific motor skills within an
unpredictable game context that requires constant
decisions to be made.

The role of the coach in the teaching-learning
process

One way coaches can enhance the teaching-learning
process is by promoting an environment with positive
experiences for players, especially in the early years of
practice. With this in mind, it is essential to provide the
players meaning to what is taught, in order to facilitate
their development (Feu et al., 2019; Fransen et al.,
2018; Santos et al., 2016). When considering the SSGs
as a teaching-learning pedagogical tool, the coach act as
a facilitator in this process, providing greater motivation
to the players when playing games. Indeed, literature
indicates that SSGs are able to influence the direction
and intensity of players’ behaviors towards their goals
(Alcalá & Garijo, 2017). Practice conditions that induce
increased expectations and support for autonomy, such
as the SSGs, generate positive physiological and
psychological responses, including motor learning
(Beltrán et al., 2018; Gil-Arias et al., 2017; Wulf &
Lewthwaite, 2016). More than that, the coach may
stimulate dialogues and encourage players to reflect,
building enjoyable learning, aligned with the goals of
the training sessions.

Regarding the implementation of SSGs by coaches,
we emphasize that we do not propose a practice setting
that is restricted to playing games, nor an authoritarian
practice setting completely defined by the coach. We
propose a practice setting in which a connection between
the players’ practice, behavior, and learning is
considered. In this respect, we believe that the use of
SSGs can be an effective way to establish this connection,

considering the player at the center of the teaching-
learning process (Kinnerk et al., 2018; Práxedes, Mo-
reno, Sevil, García-González, et al., 2016). Thus,
Macnamara, Moreau, & Hambrick (2016) propose a
practice setting that involves activities to improve per-
formance in specific domains, developing a cooperative
learning process with the player. Along these lines, it is
up to the coach to understand and consider the
characteristics of his players. Based on these information
the SSGs should be employed in the training setting,
along with its modifications, in order to generate
multiple game situations that are both suitable to the
players and to develop the competences aimed by the
coach.

In practical terms, assessing the payers’ decision-
making, physical, tactical and technical skills, as well as
other variables that are relevant in the training processes
may provide relevant information to coaches (González-
Víllora et al., 2015; Klingner et al., 2021). Practice
situations in which the assessment contexts are similar
to the real performance environment are preferable,
which can be the case of SSGs, that promotes more
representative environments than isolated skills testing
(Klingner et al., 2021). With this purpose, there are
evaluation tools that can be used in the analysis of SSGs,
such as: GPAI (Oslin et al., 1998), TSAP (Gréhaigne et
al., 1997), GPET (García-López et al., 2013), and FUT-
SAT (Costa et al., 2011). Thus, coaches must employ
appropriate tools to answer the questions that are
inherent to the sports performance they intend to
analyze.

Practical Applications

Coaches are warranted to understand the specific
characteristics and needs of their players in order to
successfully use SSGs as a pedagogical tool to develop
perceptual-cognitive abilities related to DM (e.g.
perception, knowledge and decision). Furthermore, it
is essential to comprehend how the manipulation of
game constraints affects the emergence of specific
behaviors. Thus, we will present some practical
examples that elucidate the relationship between game
constraints and the emergence of specific behaviors,
helping coaches on how to manipulate the game
constraints in order to developing specific abilities. The
following studies investigated the use of SSGs in soccer
trainings, a sport modality that has a wide range of
investigations in this area.

The first SSGs constraints’ manipulation that we will
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portray is the adjustment in the number of players. In
general, reducing the number of players per team in
SSGs is a good strategy to improve the players’
perceptual-cognitive ability to perceive and act. This is
because players find themselves in a context where they
will need to make more contact with the ball, which
results in more DM processes while in possession of
the ball (Práxedes et al., 2019). Similarly, using SSGs
with numerical inequality may also develop improve
cognitive performance, since these contexts amplify the
information sources that regulate DM (Sousa et al.,
2021). More specifically, decreasing the number of
opponents (Práxedes, Moreno, et al., 2018) or inducing
numerical superiority in the attack (Práxedes, Moreno,
Sevil, Pizarro, et al., 2016) creates a context that allows
players in possession of the ball to have more time to
make decisions and organize their offensive actions, due
to reduced pressure exerted by opponents.

Another type of SSGs constraints’ manipulation re-
lates to the rules of the game. These include restricting
the amount of contacts with the ball per player, limiting
technical actions, modifying the goals of the game,
manipulating the number and shape of goals, among
others (Fernández-Espínola et al., 2020). Among the
multiple possibilities of SSGs, it seems that manipulating
the goal of the game is decisive to facilitate Perceptual-
cognitive learning. Namely, games in which players have
the objective of scoring the goal present higher rates of
decision-making and action execution in comparison with
game formats in which the goal is to maintain ball
possession (Serra-Olivares et al., 2011). However,
coaches must be aware of the excessive use of rules,
which can end up excessively restricting the number of
possibilities for players’ actions (Machado et al., 2019).
This may not be ideal for DM training, as it may create
a context that is too divergent from the formal game.

Adjusting the pitch size is yet another SSGs
contraints’ manipulation that coaches may use aiming
to achieve the goals of the training session (Clemente
et al., 2020). Literature indicates that manipulating the
pitch size in SSGs affect perceptual-cognitive demands
related to DM by influencing the area covered by the
players (Clemente et al., 2020; Fernández-Espínola et
al., 2020). This, in turn, influences the players’
perception of space, conditioning their occupation and
use, as well as the distances between players and their
interactions (Clemente et al., 2020; Fernández-Espínola
et al., 2020). In addition, reducing the size of the field
will increase the number of technical actions performed
(Sarmento et al., 2018), and consequently will increase

the amount of decisions made per player.
Finally, it is important to emphasize that other va-

riables may influence the development of processes
related to DM in SSGs, such as the players’ age and
experience. In short, studies indicate that older and more
experienced players present better tactical behavior in
SSGs (Clemente et al., 2021; Fernández-Espínola et al.,
2020), in addition to explore the game context more
effectively, by better positioning themselves on the field
(Clemente et al., 2020). However, coaches should be
aware of an important issue reported by González-
Víllora et al. 2010 and González Víllora et al. (2013), in
which players developed procedural tactical knowledge
(i.e. knowledge more related to motor skills) more
quickly than declarative tactical knowledge (i.e.
knowledge more related to perceptual-cognitive
processes). These findings suggest that, although we
argue that players must practice in order to develop
cognitive aspects related to DM, practice alone may
not be enough for the development of these cognitive
aspects in some cases. Thus, coaches must structure their
training sessions so that information is provided through
other ways than practice itself, seeking to develop
cognitive abilities more efficiently.

Final considerations

In conclusion, to use SSGs effectively in training
sessions, coaches must consider the players’ skills and
experiences, so that pedagogical principles of
modification are properly applied, aiming that players
deal with tactical problems that are compatible with
their skills. In this way, SSGs are a mean to increase and
diversify the sources of information experienced by
players, which develops, in a timely manner, their
cognitive processes (Práxedes, Moreno, Sevil, García-
González, et al., 2016). Considering that the perceived
perceptual signals work as a basis for the players’ decisions
that need to be fast, accurate and reflected upon the
demands of the game, these cognitive processes allow
the individual to use the information of the environment
to make adequate decisions, influencing the outcomes
of the game (Scharfen & Memmert, 2019). Thus, the
use of SSGs and its different manipulations can promote
a variability of practice and favor an unpredictable
environment with several tactical experiences that
represent a greater cognitive demand. In other words,
since the processes related to DM (perception,
knowledge and decision) need to be activated more often
and in different ways during diverse SSGs, the
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development of cognitive processes is facilitated. In
summary, we argued in this point of view that employing
SSGs might be effective for the development of players
in team sports. In fact, evidence presented throughout
this point of view indicates that SSGs may favor physical,
technical-tactical, and psychological performance, in
addition to cognitive performance. However, in order
to achieve such benefits, coaches must conduct the use
of this pedagogical tool during practice sessions
considering the players’ characteristics, needs, and goals.

Finally, future investigations are necessary to deepen
the understanding on how the SSGs develops cognitive
processes during the pedagogical practice of team sports
and their relationship with the development of tactical-
technical, psychological, and physical aspects in players.
Particularly, we believe it is important direct more
attention to the SSGs itself, and not to a given teaching
model. This would allow a better understanding on this
pedagogical tool’s benefits, and on how to optimize its
use during training sessions. Once these aspects are
addressed, it would be possible to latter investigate the
use of SSGs within specific pedagogical proposals, aiming
to maximize the results of the teaching process. Thus,
we suggest that future studies should evaluate specifically
how different court sizes, number of players, or
modifications in the rules affect the development of these
cognitive processes in different sports practices, not only
in soccer as we approached in the practical applications
section of this study. We believe that these studies may
provide coaches specific knowledge for the teaching-
learning process in each sport, guiding the use of SSGs
in training sessions conforming to the specific goals
players must achieve.
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