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Summary 
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The research aimed to identify the effect of generative learning on the level of skill performance and cognitive achievement for the skill of high-serving badminton. Through:
- An educational program that works on learning the skill of high-serving badminton under research using a generative learning strategy.
The researcher used the experimental method on a sample of (100) students in the first division of the Faculty of Physical Education for Boys at Zagazig University, who were divided into two groups, one experimental and the other control, each consisting of (40) students, in addition to (20) students as a control sample.
	The research tools include: Physical test - Skill tests - The proposed educational program using the manual learning strategy.
	Statistical treatments used: Arithmetic mean, standard deviation, median, skewness coefficient, t-test, simple correlation coefficient, percent improvement. 
Among the most important conclusions:
1.	Using the traditional method (verbal explanation and model performance) with members of the control group has a positive effect on the level of skill performance and cognitive achievement of the skill of high serve badminton.
2.	Using the generative model with members of the experimental group has a positive effect on the level of skill performance and cognitive achievement of the skill of high-serving badminton.
The experimental group that used the generative model outperformed the control group that used the traditional method (verbal explanation and model performance) in the level of skill performance and cognitive achievement of the skill of high serve badminton
Among the most important recommendations:
1.	Recommending the use of learner-centered educational methods based on the principle of self-learning during the educational process.
2.	Recommending the application of the educational program using the generative learning model on the rest of the square sports skills of the students of the Faculty of Physical Education - Benha University.
3.	Holding training courses for faculty members to study the application of the generative learning model in learning other skills in different sports activities.
4.	Conducting more empirical research using the generative model and comparing it with other teaching methods, and choosing the appropriate method of them to reach the degree of mastery in the different aspects (applied - cognitive) of all sports.



