Researching the Effectiveness of Playful Learning in Higher Education (RE:PLAY)
Traditional higher education teaching and assessment methods, such as lectures and examinations, do not adequately equip students for an increasingly complex and fast-changing world. The growing use of playful learning in higher edcaution presents a timely opportunity to change university teaching for the better. Researchers argue that play can enhance learning, increase motivation, combat fear of failure, improve sense of belonging, and enhance creativity. However, the use of play in higher education lacks a robust evidence base of what works and why. 
Playful learning bring together elements of both games (experiential learning environments that engage and challenge players) and play (inclusive communities and immersive worlds that stimulate curiosity and imagination) to create a learning space where failure is normalised. However, there are a variety of playful learning approaches (role play, simulation play, traditional play, digital play, playmaking, hybrid play, gamification, ludification) and there has been no systematic study into the effectivities of different approaches across disciplines. 
The aim of this project is to carry out the foundational work to provide a quantitative and qualitative evidence base on the effectiveness of playful learning in higher education across the disciplines. 
The objectives are to:
1. explore perceptions regarding play, and identify what extent and in what ways playful learning are currently used across the UK HE sector;
2. investigate experiences, benefits, drawbacks, and barriers associated with playful learning for academics, students, learning designers;
3. design, implement, and evaluate a model and toolkit for developing effective playful learning experiences; 
4. research the impact of playful approaches on student learning, intrinsic motivation, fear of failure, sense of belonging, and creativity.
The RE:PLAY project will run for three years from July 2025-June 2028 (M1-M36). It will comprise four activity themes: 
· State of Play will work with six HE partner institutions to carry out a staff and student baseline survey (M4, M24), and carry out 12 interviews with senior university staff and industry stakeholders, regarding experiences of, and attitudes towards, play pedagogies.
· Play in Action will investigate the experiences, benefits, drawbacks, and barriers associated with pedagogies of play for teachers, students, learning designers, and other support staff through 32 case studies (M13-M33) exploring a range of eight pedagogies (described above) across four disciplines (Arts and Humanities, Social Science and Business, STEM, and Medicine and Allied Disciplines).
· Design to Play will work with learning designers at six higher education institutions that are activity promoting play pedagogies to develop a consolidated model for supporting academics to use play in their teaching (M1-M4); we will work to redesign 24 modules to use play pedagogies and evaluate the process and participant experience (M5-M15).
· Evidencing Play will collect data from before (M4-M11) and after (M16-M23) the redesign of 24 modules, to assess the impact of play pedagogies on learning, engagement, fear of failure, belonging, and creativity.    
