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The process of starting continuing
and Regularizing a work is called :
(1) Emotion

(2) Motivation

(3) Personality

(4) None of these

A person's desires, aspirations
interests and thoughts that stimulate:
(1) Intrinsic motivation

(2) Extrinsic motivation

(3) Emotion

(4) Personality

Motivation, promotion Economic
Advantage All are :

(1) Intrinsic Motivations

(2) Personality

(3) Emotion

(4) Extrinsic Motivations

Explores behaviour in athletics :

(1) Sociology

(2) History

(3) Sports Psychology

(4) None of these

Explores personality behaviour in
athlatics :

(1) History

(2) Sports Psychology

(3) Physical - Education

(4) Sociology

Learningis a process of Development:
(1) Wood worth

(2) Singer

(3) Jennyjar

(4) None of these
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Change in behaviour due to be.

haviour is learning :

(1) Wood worth

(2) Singer

(3) Jennyjar

(4) Gil Ford

Rate of doing work is called the rate
of transfer of energy :

(1) Energy

(2) Strength

(3) Speed

(4) None of these

Distance traveled by an object in
unit time :

(1) Strength

(2) Energy

(3) Speed

(4) None of these

The child feels like with drawing from
the action or behaviour :

(1) Motivation

(2) Anxity

(3) Emotion

(4) Personality

What lead to traditional sports in
India?

(1) History

(2) Culture

(3) (1) and (2) both

(4) None of these

Which game is also known as
Lakhotia patthar and Goli?

(1) Kabaddi

(2) Kho-Kho

(3) Stapu

(4) None of these
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In which state the stapu game is
also known as Noddy?

(1) Tamilnadu (2) Assam

(3) Keral (4) Bihar

Gilli Danda has the shape of a gilli :
(1) Circle (2) Flat

(3) Triangle (4) Oval

What is the National game of
Bangladesh?

(1) Cricket (2) Hockey

(3) Kabaddi (4) Golf
Kho-Kho is the famous game of

which country?
(1) Bangladesh
(2) SriLanka
(3) India

(4) Nepal

Modern games are :
(1)
(2)
(3)

(4) None of these
Marble are made up of?

(1) Vitreous

More complicated
Accommodating

Cooperation

- (2) Iron

(3) Silver

(4) Copper

When was the Fit India Active day-
program started under the Fit India
compaign?

(1) 24 May 2023

(2) 20 April 2022

(3) 01 May 2023

4) 14 April 2020
e PO
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The most important factor s
organizing entertainment is :

(1) In convenience

(2) Facilities

(3) Time

(4) None of these

Studied in child psychology :

(1) 13ito 18 year age

(2) 05 to 08 year age

(3) 06 to 12 year age

(4) None of these

Studied in adolescent Psychology :
(1) 08 to 12 year old

(2) 01 to 10 year old

(3) 25 to 45 year old

(4) 12 to 21 year old

Learning method is Related to :

(1) Psychologically

'(2) From history

(3) From Sociology

(4) From Political Science

Individual differences are :

(1) No two people are alike

(2) All people are different from
each other physically and

- mentally '

(3) (1) and (2) both

(4) None of both

Development is :

(1) Continuous process from Birth
to death

(2) It stops after attaining physical

© maturity
(3) (1) and (2) both
(4) None of both
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(1) Shows overall change in
personality
(2) Shows changes in one side of

the body
(3) None of both
(4) (1) and (2) both
Which of the following is not a
traditional game?
(1) Video game
(2) Marble
(3) Kabaddi
(4) Stapu
How many players play in a team in
the court of Kho-Kho?
(1) 12 (2) 15
(3) o8 (4) 09
Recreation word aim is :
(1) Educate
(2) Increase knowledge
(3) Overall development of

personality
(4) All these

Aerobic exercise helps in reducing the
risk of which of the following diseases
(1) Heart disease

(2) Diabetes

(3) Cancer

(4) All these

Entertainment verb whose and is
taken :

(1) Happiness
(2) Socialization
(3). To enjoy

(4) Saving money
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Who launched the fit India compaign
in India?

(1) Milkha Singh

(2) Narendra Modi

(3) Abhinav Bindra

(4) Harshvardhan Rathore

Whose message does entertainment
convey to a person :

(1) Love

(2) Cooperation

(3) (1) and (2) both

(4) None of these

Entertainment  activities  provide
education :

(1) Good behaviour

(2) Honesty

(3) (1) and (2) both

(4) None of these

Which qualities are give opportunities
to develop through entertainment?
(1) Cooperation

(2) Confidence

(3) Dependency

(4) All these

Cultural activities are :

(1) Music

(2) Dance

(3) Drama

(4) All these

‘Have bodily functions :

(1). Gymnastic

(2) Marching

(3) Physical exercise

(4) All these -
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Aerobic exercise involves :

(1) Swimming

(2) Running

(3) Cycling

(4) All these

The number of players in a kabaddi

team is :

(1) 10 (2) 12
(3) 08 (4) 06
Motivation learned in social

environment :

(1) Extrinsic motivations

(2) Intrinsic motivations

(3) Social motivatioins

(4) Individual motivations

Desires, aspirations interests and

‘thoughts these are all :

(1) Social motivation

(2) Intrinsic motivation

(3) Individual motivation

(4) Extrinsic motivation

Studies students behaviour related

to sports and physical activity :

(1) Education psychology

(2) Sports psychology

(3) Applied psychology

(4) Experimental psychology

Meaning of learning :

(1) Learning or behaviour change

(2) Learning development process

(3) Change in behaviour due to be-
haviour is learning |

(4) All these

Person through experience :

(1) Learns (2) Behaves

(3) Forgets (4) Don'tunderstand

: ,,,&‘\f
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Learning is a :

(1) 1Is a social process
(2) Psychological process
(3) Historical process
(4) Economic process
Kinds of Anxiety :

(1)
(2)
(3) Behavioral

(4) Knowledge acquisition
Misadjustment, anger, Jealousy and

Positive and Negative
Social

indisicipline a child's behaviour :
(1) Motivation (2) Aggression
(3) Learn (4) Anxiety
Cause of Aggressivness :

(1) Family discord

(2) Failure

(3) (1)and (2)

(4) None of these

Ways to stop aggression :

(1)
(2)
(3) Striving to meet a basic need
(4) All the above

Provide

Confined behaviour
Equal behaviour

successful
experiences :

(1) Emotion

(2) Motivation

(3) Jealousy

(4) None of these
Human needs and gives to work :
(1) Motivation

(2) Anger

(3) Emotion

(4) None of these

learning
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Informs the person about the result:
(1) Motivation

(2) Excitement

(3) Aim

(4) Emotion

When learning takes place through
sensitive actions :

(1) Dynamic learning

(2) Conceptual learning

(3) Emotional learning

(4) None of these

Learning specialty is known as :

(1) Practice

(2) Active of Goal

(3) Selection of Right Respones
(4) All these

Conditions effecting to learning :
(1) Definite aim

(2) Use of motives

(3) Exercise

(4) All these

Hard work can be done easily by :
(1) Run

(2) Jump

(3) Practice

(4) None of these

Human excited condition is :
(1)
(2)
(3)
(4)

Emotion -
Run
Jump

None of these
PT.O. -
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Fear and Anger is :

(1) Motivation

(2) Emotion

(3) Learn

(4) None of these

The process from birth to death is :
(1) Growth

(2) Development

(3) Practice

(4) None of these

Growth of height :

(1) Growth

(2) Development

(3) Practice

(4) None of these

'Heredity and individual differencess
are :

(1) Inteligence

(2) Popular

(3) Isolated

(4) None of these -

Cultural differences are :

(1) Size of Body

(2) Colour

(3) Our cultural

(4) Age

Stage 06 to 12 years is known as :
(1) Puberty '
(2) Childhood

(3) Adolescence

(4) None of these

Adolescence is :

(1) 20 to 25 year

(2) 6to 12 year: Fil

(3) 13to 19 year o

(4) None of these



65.

66.

67.

68,

69.

70.

TRARMTT W & -
(1) e

(2) fafsanm

(3) MeH

(4) &

TTec fobe Qe &1 @Aer &7
(1) U=

(2) i

(3) ¥Ra

(4) A

TR E:

(1) RERFE W
(2) Sifea @a

(3) smyfid T
(4) B Tl
fireen-ga1 s & -
(1) s ¥ s &
(2) ¥Ra#d s @
(3) smiRer # ufg @
(4) T DI TE
&1 W & |
(1) S &

(2) smgferar @1
(3) URd @I

(4) @iRar @&

1TSS deHT BY HoTgd B & -

(1) FRada
(2) fafeamm

(3) WRERNE @A
(4) T 4 B T

23\5023\A\2023

65.

66.

67.

68.

69.

70.

[13]

‘

Treditional Game is :
(1) Cricket

(2) Video game

(3) Golf

(4) Kabaddi

Gutte is the Game of which COUntry,
(1) Japan

(2) SriLanka

(3) India

(4) Iran

Gutte is :

(1) Treditional Game

(2) Complicated Game

(3) Morden Game:

(4) None of these

Gilli-Danda is Famous in :

(1) Japan

(2) India

(3) America

(4) None of these

Kancha Game is Belong to :

(1) Japan

(2) Australia

(3) India

(4) Korea

Strengthens Social Bonds :

(1) Complicated game
(2) Video game

(3) Traditional game
(4) None of these

PTO.
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Builds life skills :

(1) Video Game

(2) Traditional game

(3) (1) and (2) both

(4) None of these

Which specific country or Area shows
Tradition :

(1) Complicated game

(2) Video game

(3) Traditional game

(4) None of these

Lead the Indian history and culture
are :

(1) Traditional game

(2) Complicated game

(3) Video game

(4) None of these

Balance between socially approved
and disapproved traits are :

(1) Pefsonality

(2) Motivation

(3) Emotion

(4) None of these

Personality is combination of :

(1) Physical traits

(A2) Heredity

(3) Environment

(4) All these
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4. Four alternative answers are mentioned for
each question as 1, 2, 3 &4 in the booklet.
The candidate has to choose the most
appropriate answer and mark the same
in the OMR Answer-Sheet as per the

direction :
Example :

Question :
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Illegible answers with cutting or over-writing
or half filled circle will be cancelled.

Q.2

5. In case the candidate does not fill the
appropriate circle in the OMR Answer-
Sheet and leave blank, 'Zero' mark will be
given.

6. The candidate has to mark answers on
the OMR Answer-Sheet with black or
blue ball point pen only carefully as per

directions.

7. There will be no negative marking.

8. Examinee must handover the OMR answer-
sheet to the invigilator before leaving the
examination hall. Examinee can take away

the Booklet along with them.

9. Rough-work, if any, should be done on the
blank page provided for the purpose at
the end of booklet.

10.Write your Roll Number and other required
details in the space provided on the title
page of the booklet and on the OMR
Answer-Sheet with ball point pen. Do not

use lead pencil.

11.To bring and use log-book, calculator,
pager & cellular phone in examination

hall is prohibited.



