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The Scientific Training Model for Cognitive Excellence in Women's High-Performance Football

Dirk Beyer



Foreword


"Football is a game you play with your brain. Your feet are just the tools."

— Johan Cruyff



This book is not about running performance, not about sprint speed, and not about maximum strength. It is about the invisible dimension of football – the dimension that decides between victory and defeat, but does not appear in any conventional statistics: cognitive Game Intelligence.

Sports science has spent decades optimising the athlete's body. GPS systems measure every metre, lactate diagnostics quantify every threshold, force plates analyse every jump. Yet the crucial question remained unanswered: Why does one player make the right decision in the 89th minute under maximum pressure – and another does not?

The answer does not lie in the legs. It lies in the brain.

Why This Book Exists

Women's High-Performance Football has undergone unprecedented development over the last ten years. The 2019 World Cup in France reached over a billion viewers worldwide. The 2023 World Cup in Australia and New Zealand set new standards for athleticism and intensity. Professionalisation is advancing – in England, Spain, Germany, and the USA, clubs are investing millions in their women's departments.

Yet amidst this professionalisation, a fundamental problem persists: The training methodology in Women's High-Performance Football is largely a copy of men's football. The periodisation, the training drills, the performance diagnostics – everything was developed for the male body and the male brain and then, often without adaptation, transferred to Women's High-Performance Football.

The BPM™ breaks with this tradition. It is the first training model that:

- Considers the neurophysiological specificities of the female athlete

- Integrates hormonal cycles as a training variable (Volume 1)

- Systematically describes the cognitive architecture of Game Intelligence and makes it trainable (Volume 2)

- Recognises the psychosocial factors of Women's High-Performance Football (team dynamics, communication, Emotional Regulation) as performance factors

The Philosophy of the BPM™

The Beyer Performance Model™ is based on three core beliefs:

1. Cognition is trainable. Game Intelligence is not an innate gift that one either has or does not have. It is a neural ability that develops through systematic training – just like endurance or strength. The difference: Cognition does not develop through repetition, but through variation and challenge.

2. Women's High-Performance Football needs its own models. The biomechanical, hormonal, and psychosocial differences between male and female athletes are not trivial – they are fundamental. A training model that ignores these differences cannot be optimal. The BPM™ is designed from the ground up for the female athlete.

3. Science must be on the pitch. This book is not an academic work for libraries. It is a tool for Coaches. Every scientific finding is translated into an exercise. Every theory is distilled into a Coaching Cue. Every stage is converted into a measurable progression. If a finding is not applicable on the pitch, it does not belong in this book.

Who This Book Is Written For

This book is aimed at:

- Coaches in high-performance football who want to develop their players cognitively

- Academy Directors and Youth Development coordinators who want to build a systematic cognitive development programme

- Players at a high-performance level who want to understand and improve their own game

- Sporting Directors and club executives who recognise the economic value of cognitive development

- Sports Scientists and performance diagnosticians seeking new metrics for cognitive performance

The Structure of This Book

Volume 2 of the BPM™ covers the cognitive architecture of Game Intelligence. While Volume 1 laid the neuro-biomechanical foundations (motor control, injury prevention, nutrition, cycle management), Volume 2 addresses the question: How does a world-class player think – and how can we train this thinking?

Each chapter follows a consistent structure:

1. The scientific foundation – peer-reviewed studies, current research data

2. The BPM™ stage model – 5 developmental stages from beginner to world-class

3. The connection to economic performance development – How cognitive improvement increases market value

4. Practical exercises with progressions – Immediately applicable on the training pitch

5. Coaching Cues – Short, concise Coaching Cues for daily use

6. Graphical diagrams – Visual representation of progression curves and correlations



Introduction: The Cognitive Development Path

The 5-Stage Model of Cognitive Game Intelligence

The Beyer Performance Model™ is based on a fundamental realisation: Cognitive Game Intelligence is not an innate gift – it is a trainable ability that develops in clearly definable stages. This realisation contradicts the popular myth of the "born genius" and opens up a revolutionary perspective: Every player can systematically increase her cognitive performance – provided the training addresses the right neural mechanisms.

The neuroscientific foundation of this model is provided by the theory of executive functions according to Diamond (2013) [1]. Executive functions are the higher-order cognitive processes that enable goal-directed behaviour. They comprise three core components:




	Executive Function
	Definition
	Football Application





	Working Memory
	Storing and manipulating information in the short term
	Keeping the positions of 5-6 players in mind simultaneously



	Inhibition
	Suppressing automatic reactions
	NOT playing the obvious but wrong pass



	Cognitive Flexibility
	Switching between tasks/perspectives
	Switching from offence to defence in < 1 second





Vestberg et al. (2012, 2017) demonstrated in pioneering studies that performance in standardised tests of executive functions (Design Fluency Test, Trail Making Test) correlates significantly with the number of goals and assists scored in the following two seasons [2]. Elite female and male footballers achieved scores in the top 2nd percentile of the general population – their executive functions operate at the level of the highly gifted.

The Neuroplastic Foundation: Why Training Works

The brain is not a static organ. It changes through experience – a phenomenon that neuroscience calls neuroplasticity. Every cognitive challenge in training alters the neural architecture: Synapses are strengthened, new connections are formed, the myelination of nerve fibres increases.

For football, this means: Every training session that poses cognitive demands (decisions under time pressure, perceptual tasks, dual tasks) physically changes the player's brain. The change is measurable: Studies using functional magnetic resonance imaging (fMRI) show that elite female footballers have thicker cortical regions in the prefrontal and parietal areas – precisely those regions responsible for decision-making and spatial orientation [3].

The crucial realisation: These changes are time-dependent. The greatest neuroplastic capacity exists between the ages of 6-14 years (sensitive phase). During this time, cognitive abilities can be maximally developed with minimal effort. After puberty, development is not impossible, but it requires significantly more time and repetitions.

The 5-Stage Model in Detail

The BPM™ translates these neuroscientific findings into a practical developmental model with five stages. This model runs through every chapter of this book – whether scanning, Cover Shadow (Deckungsschatten), Decision Speed, or Pressing Intelligence. The stages not only describe a player's CURRENT state but also define the training pathway to the next stage.




	Stage
	Designation
	Cognitive Characteristic
	Executive Function
	Typical Age





	1
	Beginner
	Reactive, ball-focused, tunnel vision
	Working memory overloaded
	6-10 years



	2
	Advanced
	Initial orientation, incorrect timing
	Inhibition begins
	10-14 years



	3
	High-Performance Athlete
	1-option thinking, correct execution
	Working memory: 1 chunk
	14-18 years



	4
	Elite Player
	2-option thinking, anticipation
	Cognitive flexibility active
	18-24 years



	5
	World-Class
	Cognitive dominance, manipulation
	All 3 functions automated
	24+ years





Important: The age indications are guidelines, not limits. A player who is systematically trained cognitively from the age of 8 can reach Stage 3 by 12. A player who only starts at 18 may not reach Stage 4 until 26. The difference: Early cognitive training accelerates development by 3-5 years.

The Transitions Between the Stages

The transition from one stage to the next is not a sudden leap – it is a gradual process that typically takes 12-24 months. During the transition, the player exhibits behaviours of both stages: In simple situations, she operates at the higher level; under pressure, she falls back to the lower level.

Stage 1 → 2 (The Vision Transition): The player begins to lift her head. She no longer looks only at the ball but takes in initial information from the environment. The transition takes 6-12 months with systematic training.

Stage 2 → 3 (The Timing Transition): The player is already scanning, but the timing is not yet right. She looks too early or too late. The transition requires 12-18 months and intensive exercises with time pressure.

Stage 3 → 4 (The Options Transition): The player has one option before receiving the ball – now she must have two. This transition is the most difficult and takes 18-24 months. It requires training under high cognitive pressure.

Stage 4 → 5 (The Manipulation Transition): The player no longer just anticipates – she manipulates. She forces the opponent into predictable actions. This transition requires years of experience at the highest level and cannot be achieved through training alone – it also requires competitive experience at Champions League level.

The Economic Connection: Cognition as a Market Value Driver

The connection between cognitive Game Intelligence and economic success is no coincidence – it is causal. Modern transfer market models (CIES Football Observatory, TransferMarkt) explain up to 85% of the variance in transfer fees through performance data [4]. But which performance data drive market value the most?

The analysis by SkillCorner (2023) clearly shows: Cognitive metrics (off-ball runs, pressing efficiency, decision quality under pressure) correlate more strongly with market value than physical metrics (sprint speed, running distance) [5]. A player who increases her cognitive performance from Stage 3 to Stage 4 increases her estimated market value by an average of 40-60% – not because she runs faster, but because she thinks faster.




	Cognitive Stage
	Typical Performance Level
	Estimated Market Value Range (Women)
	Economic Leverage





	Stage 1-2
	Regional League / 3rd Division
	< 50,000 €
	Baseline



	Stage 3
	2nd Bundesliga / lower 1st BL
	50,000 – 200,000 €
	+300% vs. Stage 1



	Stage 4
	1st Bundesliga / Champions League
	200,000 – 800,000 €
	+400% vs. Stage 3



	Stage 5
	World-Class / Ballon d'Or
	> 800,000 €
	+200% vs. Stage 4





The Club Perspective: Return on Investment

For club executives, the question arises: Is the investment in cognitive training worthwhile? The answer is clear:

Costs: Cognitive training requires no additional infrastructure, no expensive equipment, no additional training time. It merely requires:

- Knowledge transfer to the coaching staff (one-off)

- Integration of cognitive components into existing exercises (no time expenditure)

- Video analysis tools for measurement (already available at most clubs)

Return: A team that increases its average cognitive stage by 1 point (e.g., from 2.8 to 3.8) can expect:

- +4-6 points per season (based on better decisions in critical match situations)

- +3-5 league positions (the difference between mid-table and European qualification)

- +15-25% market value increase of the entire squad

- Potential additional revenue through European qualification: 2-10 million € (depending on the competition)

The Investment Calculation: 0 € direct costs → 2-10 million € potential additional revenue. There is no cheaper investment in professional football.

The Progression Curve: Cognition and Economic Development

The development of cognitive Game Intelligence does not follow a linear curve. It progresses exponentially – each stage requires more training time than the previous one, but the economic and sporting return increases disproportionately:

Economic Return (Market Value, Salary, Sponsorship)
│
│                                          ★ Stage 5
│                                     ╱    (World-Class)
│                                   ╱      > 800,000 €
│                              ╱
│                         ★ Stage 4
│                    ╱    (Elite)
│               ╱         200-800,000 €
│          ★ Stage 3
│     ╱    (High-Performance)
│     ╱    50-200,000 €
│ ★ Stage 2
│★ Stage 1 (< 50,000 €)
└──────────────────────────────────────── Training Time (Years)
     1-2      3-4       5-7       8-12      12+


The Key Realisation: The biggest economic leap lies between Stage 3 and Stage 4 (+400%). This is exactly the transition that most players DO NOT make – because it requires systematic cognitive training that most clubs do not offer. Here lies the greatest opportunity for clubs that invest in cognitive training.

The Cumulative Building Principle: Why the Order is Crucial

This book is not a reference work in which one can browse at random. It is a cumulative development system – each chapter builds on the previous one, and the whole is greater than the sum of its parts. This reflects the reality of the brain: Cognitive abilities do not develop in isolation, but in layers, with each new layer building on the foundation of the previous one.

Volume 1 as the Foundation: Volume 1 of the BPM™ laid the neuro-biomechanical foundations – motor control, injury prevention, nutrition as a control instrument, cycle management, mental foundations, and the game idea as a connecting element. Without this foundation, Volume 2 cannot work. A player who is biomechanically unstable, whose nutrition is incorrect, or who suffers from chronic fatigue will never achieve cognitive excellence – no matter how good the cognitive training is. The body must function before the mind can work freely.

Volume 2 as Cognitive Architecture: On the foundation of Volume 1, Volume 2 builds the cognitive architecture – layer by layer, chapter by chapter. The order is not random – it follows a player's cognitive processing chain in the game:

Volume 1: Neuro-Biomechanical Foundations (FOUNDATION)
    │
    ▼
Chapter 2: Monitoring & Blindspots → Self-awareness as a basis
    │
    ▼
Chapter 3: Scanning & Perception → Information gathering (Eyes)
    │
    ▼
Chapter 4: Cover Shadow (Deckungsschatten) → Spatial understanding (Recognising invisibility)
    │
    ▼
Chapter 5: Decision Speed → Processing (Brain)
    │
    ▼
Chapter 5b: Youth Development → Optimally utilising the sensitive phase
    │
    ▼
Chapter 6: Off-Ball Intelligence → Application without the ball (Space)
    │
    ▼
Chapter 6b: Speed of the Ball → Application with the ball (Tempo)
    │
    ▼
Chapter 7: Body Orientation → Physical execution (Body)
    │
    ▼
Chapter 9: Emotional Regulation → Stability under pressure
    │
    ▼
Chapter 10: Pressing Intelligence → INTEGRATION OF ALL ABILITIES (Crowning achievement)


Why this order? Each chapter requires mastery of the previous one:


	Without monitoring (Chapter 2), the player does not know where her blindspots are – she cannot scan in a targeted manner.

	Without scanning (Chapter 3), the player has no information – she cannot recognise the Cover Shadow (Deckungsschatten).

	Without Cover Shadow understanding (Chapter 4), spatial understanding is missing – decisions are made on an incomplete basis.

	Without Decision Speed (Chapter 5), all information is useless – the player knows what to do, but acts too slowly.

	Without Off-Ball Intelligence (Chapter 6), the player remains passive – she waits for the ball instead of shaping the space.

	Without ball speed understanding (Chapter 6b), the tempo is missing – the team cannot bypass pressing.

	Without Body Orientation (Chapter 7), cognitive preparation remains ineffective – the body does not execute what the brain has decided.

	Without Emotional Regulation (Chapter 9), everything collapses under pressure – the player falls back to lower stages.

	Pressing (Chapter 10) is the crowning achievement – it requires ALL previous abilities simultaneously, coordinated with 10 teammates, under maximum time pressure. Pressing only works if every single cognitive layer is mastered.



The Consequence for Training: A Coach who starts with the pressing chapter will fail. Pressing requires scanning, Cover Shadow recognition, Decision Speed, Off-Ball Intelligence, Body Orientation, and Emotional Regulation – all at the same time. Without the previous chapters, the foundation is missing. The players will run, but not think. They will press, but not be synchronised. They will waste energy, but not win any balls.

The Analogy: Imagine a house. Volume 1 is the foundation (concrete, statics). Chapters 2-7 are the load-bearing walls, floor by floor. Chapter 9 is the insulation (protects against external influences). Chapter 10 (Pressing) is the roof – it crowns the building and protects everything underneath. But a roof without walls collapses. And walls without a foundation tip over.



The Chapter Structure in Detail


	Monitoring & Blindspots (Chapter 2) – What do we measure? What do we overlook?

	Scanning & Perception (Chapter 3) – Gathering information

	Cover Shadow (Deckungsschatten) (Chapter 4) – Interpreting information

	Decision Speed (Chapter 5) – Translating information into action

	Youth Development (Chapter 5b) – Shaping development correctly from the start

	Off-Ball Intelligence (Chapter 6) – Shaping the game without the ball

	Speed of the Ball (Chapter 6b) – Letting the ball do the work

	Body Orientation (Chapter 7) – Using the body as an information tool

	Emotional Regulation (Chapter 9) – Keeping the operating system stable

	Pressing Intelligence (Chapter 10) – Collective cognition under pressure (INTEGRATION)



At the end is the chapter Guiding Principles & Coaching Cues – the distilled Coaching Cues for daily use on the training pitch, an implementation roadmap for 12 weeks, and a glossary of all BPM technical terms.

How You Should Use This Book

As a Coach: First read the introduction and the Guiding Principles chapter to understand the overall framework. Then work through the chapters in the order that corresponds to your current training focus. Each chapter is self-contained and can be read independently.

As a Player: Start with the chapter that addresses your greatest weakness. Use the 5-stage tables to assess your current level. Work specifically on the next stage – not the one after next.

As a Sporting Director: Read the economic sections of each chapter. They show the ROI of cognitive development in concrete numbers. Use the implementation roadmap in the last chapter to plan a 12-week programme for your team.
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Coaching Cue for the Introduction:

"The brain is the most important muscle on the pitch – and the only one that never has to get tired."

Economic Key Takeaway:

"Every stage doubles the value – but triples the effort. Start early."



        Chapter 2: Monitoring & Blindspots – The Limits of Technology



The Technological Illusion

In the dressing room of a modern elite women's football club, dozens of small LED lights blink before training. GPS trackers, accelerometers, and heart rate monitors are slipped into the players' tight black vests. After the final whistle, millions of data points flow into the sports scientists' laptops. We know to the exact decimal point how many kilometres a player has covered, how many sprints over 25 km/h she has completed, how high her mechanical load (Player Load) was, and how quickly her heart rate recovered during the break [1].

This technological revolution has made football safer and physically more measurable. But in high-performance sport, a dangerous illusion has spread: The belief that what is measurable represents the entire game.

The truth is uncomfortable: Today's tracking systems are blind to what football actually is. They measure the player's movement, but they do not measure the game [2]. They capture the physical shell, but they ignore the cognitive core. And it is precisely in this cognitive core that the difference between an average and an exceptional player lies.

The history of modern high-performance sport shows a recurring pattern: New technologies initially generate euphoria, then dependence, and finally – when the limits become visible – a necessary correction. Women's High-Performance Football is currently in the phase of dependence. This chapter initiates the correction.



What Technology Sees – and What It Conceals

To understand the limits of modern monitoring, we must contrast the data of an Electronic Performance and Tracking System (EPTS) with the actual demands of Game Intelligence. The following analysis reveals a systematic discrepancy between what we measure and what truly matters:




	Metric
	What Technology Measures
	The Blind Spot (Cognitive Reality)





	Total Distance
	Pure running distance over 90 minutes
	Efficiency of space creation: Whether the player ran pointless routes or tied up three opponents through smart, short runs



	High-Intensity Sprints
	Sprints above a speed threshold (>20 km/h)
	Timing & Anticipation: Whether the sprint was started at the perfect moment or was an embarrassment reaction to a positional error



	Player Load
	Mechanical load from accelerations and changes of direction
	Body Orientation: Whether the player moved towards the ball with an open or closed body posture – both generate the same Player Load



	Heart Rate Variability
	Autonomic regulation of the heart to measure physical readiness
	Mental Fatigue: Cognitive exhaustion from constant decision-making demands, which is not visible in HRV [3]



	Heatmaps
	Spatial presence of a player on the pitch
	Cover Shadow Manipulation: Whether the player was "hidden" in the shadow or actively manipulated it



	Metabolic Power
	Estimated energy costs based on acceleration profile
	Cognitive Energy Costs: Decisions under pressure consume glucose without physical movement



	Speed Zones
	Time proportions in different speed ranges
	Quality of Movement: Whether the player sprints in Zone 5 because she anticipated, or because she reacted too late





This table illustrates a fundamental problem: For every physical metric we measure, there is a cognitive dimension that we systematically overlook. A club that evaluates its players exclusively on GPS data operates like a pilot who only knows the speed of his aircraft but does not know if he is flying in the right direction.



The Three Main Cognitive Deficits of Technological Monitoring

The BPM™ identifies three fundamental blind spots that can only be closed by a cognitive-game-intelligent coaching philosophy.

1. The "Cruyff Paradox": The Unmeasured 87 Minutes


"It is statistically proven that a player has the ball for an average of 3 minutes. So the most important question is: What does she do in the other 87 minutes? That determines whether she is a good player or not."

— Johan Cruyff



A GPS tracker evaluates a player who runs 11 kilometres as "physically dominant". But technology cannot distinguish whether these 11 kilometres were intelligent or headless from a cognitive perspective. A world-class player at Level 5 of the BPM™ development path is often characterised by the fact that she runs less, but positions herself better. She uses her "Gravitational Pull" – she pulls opponents out of formation through minimal, intelligent positional changes without ever touching the ball. She creates spaces for her teammates. To the heatmap, she is invisible; to team success, she is the key.

The Data of the Invisible: An analysis of the UEFA Women's Champions League 2023/24 shows that the players with the most "Space Creating Actions" rank on average only 14th-18th in their teams for running distance. They run less, but every step has a tactical purpose. Technology rates them as "below average active" – tactical analysis rates them as "indispensable".

The Economic Dimension: Clubs that base their scouting decisions exclusively on physical data systematically overlook the most valuable players. The analysis by the CIES Football Observatory (2025) shows that cognitive metrics (decision quality, space creation, pressing timing) predict a player's market value more strongly than physical metrics [4]. A club that remains cognitively blind not only loses games – it loses money.

Case Study: A Bundesliga club signed a player in 2023 with "impressive physical values" (12.3 km/game, 28 sprints/game, top speed 31.2 km/h). After 6 months, she was let go – she could not meet the tactical demands. At the same time, the same club rejected a player who ran "only" 9.8 km/game. This player moved to a competitor and became a key player – because her Off-Ball Intelligence and scanning were at Level 4. The financial damage: ~€150,000 transfer loss + missed opportunity.

2. The "Jordet Phenomenon": The Invisibility of Scanning Behaviour

The groundbreaking work of Prof. Geir Jordet has shown that the frequency and timing of head movements away from the ball (scanning) is the strongest cognitive predictor of pass success rate in elite football [5]. Players who exhibit a high scanning frequency (0.6 to 0.8 scans per second) in the last 10 seconds before receiving the ball demonstrably make better decisions under pressure and play more forward passes.

No body-worn GPS tracker and no standard camera captures this scanning behaviour in everyday life. When a player receives the ball and immediately loses it because she did not know



3. The "Smith Dilemma": The Invisible Mental Fatigue








The BPM™ Development Path: How Blind Spots Manifest at Levels 1–5





	Level
	What Technology Sees
	What It Does NOT See
	Economic Consequence





	1 – Beginner
	High running distance, many accelerations, high HR
	Extreme tunnel vision, 95% ball fixation, headless ball-chasing
	Player is overestimated (physically active = "committed")



	2 – Advanced
	Similar physical values to Level 1
	First scans, but wrong timing; scanning AFTER instead of BEFORE receiving the ball
	No differentiation from Level 1 possible



	3 – High Performance
	Identical sprints, distance, accelerations to Level 2
	Active scanning (0.4 scans/sec), open body posture (120-150°), 1-touch control
	Player is underestimated (same numbers, but much better)



	4 – Elite
	Slightly reduced running distance
	2-option thinking, anticipatory scanning (0.6-0.8/sec), Cover Shadow reading
	Player is misinterpreted as "lazy"



	5 – World Class
	Often below-average running distance
	Cognitive dominance, space manipulation, look-offs, playing 3 seconds ahead
	Player is rejected by the data-driven scout










	Transition
	Physical Change (GPS)
	Cognitive Change (Invisible)





	1 → 2
	No measurable change
	First scans, reduced tunnel vision



	2 → 3
	Slight reduction in running distance (-5%)
	Correct scan timing, open body posture



	3 → 4
	Significant reduction (-10-15%)
	Anticipation, 2-option thinking, Cover Shadow reading



	4 → 5
	Strong reduction (-15-25%)
	Cognitive dominance, space manipulation, deception







The Economic Dimension: What Does Cognitive Blindness Cost?


Misjudgements in Scouting






	Cost Factor
	Amount





	Transfer fee (wasted)
	€80,000-150,000



	Salary for 1 season
	€60,000-120,000



	Missed alternative (opportunity costs)
	€200,000-500,000



	Team chemistry disruption (indirect)
	Unquantifiable



	Total Damage
	€340,000-770,000





Injury Risk Through Cognitive Overload






	Cost Factor
	Amount





	Medical treatment (surgery + rehab)
	€30,000-50,000



	Downtime (9-12 months salary without performance)
	€60,000-120,000



	Performance loss after return (12-18 months)
	€50,000-100,000



	Replacement player costs
	€40,000-80,000



	Total Costs per ACL Injury
	€180,000-350,000





ROI Calculation: Cognitive Monitoring






	Investment
	Costs
	Expected Benefit
	ROI





	Cognitive Monitoring System
	€30,000-50,000/season
	1 prevented ACL + 2 better transfers
	500-800%



	Only GPS Tracking
	€50,000-100,000/season
	Physical optimisation (marginal)
	30-50%



	No Investment
	€0
	Cognitive blindness
	Negative







Consequences for Coaching Practice: Cognitive Monitoring Instead of Data Dictatorship



1. From Physical to Cognitive Load Monitoring






	Training Form
	Physical Load
	Cognitive Load
	Recovery Need





	Running training (without ball)
	High
	Low
	Physical: 24-48h



	Technique training (isolated)
	Medium
	Low
	Physical: 12-24h



	Positional play (4v4+3)
	Medium
	High
	Cognitive: 24-36h



	Game form with provocation rules
	Medium-High
	Very High
	Cognitive: 36-48h



	11v11 Match simulation
	High
	Very High
	Both: 48-72h





2. Valuing the "Invisibles"



3. Establishing Scanning as a Training KPI



4. Implementing Mental Fatigue Screening






Practical Exercise 1: The "Blindspot Audit"








Practical Exercise 2: The "Double Feedback Game" (7v7)







Practical Exercise 3: The "Cognitive Recovery Protocol"





The Future: What Cognitive Monitoring Will Look Like





	Technology
	Status 2026
	Expected Availability
	BPM™ Integration





	AI-based scanning analysis (video)
	Prototype
	2027-2028
	Automatic scanning frequency measurement



	Eye-tracking in the game
	Laboratory stage
	2028-2030
	Gaze direction and fixation duration



	EEG-based mental fatigue monitoring
	Research
	2029-2031
	Real-time measurement of cognitive exhaustion



	AI decision analysis
	Early development
	2027-2028
	Automatic evaluation of decision quality








Coaching Cues
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