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02.10 Design for Play Workshop Facilitation Notes

These notes work alongside the Design for Play slide deck, to help facilitators to set
up and run the session effectively.

Aims of the workshop

1. To introduce participants to the possibilities of play in playful ways;

2. To provide an invitation to play, and a supported entry into the magic circle;

3. To excite the module leaders and learning designers with applied play theory-
in-practice;

4. To give module leaders an overview of the eight play types and experience a
playfully designed learning experience.

Workshop format
The workshop is designed for a 90 minute, facilitated workshop, either:

- Online, using a platform that allows sharing of slides and voice and text
discussion (e.g., Miro)

- Face-to-face, in a flat room that contains projection facilities, is set out for
group work (participants sitting around cabaret-style tables) and has space at
the front or centre of the room for rolling a giant dice.

In preparation for the workshop

1. Set up the slides to present
2. Open a web browser and create tabs that point to the two tools used in the
session:
a. Play Theory Blockbusters
b. Two dice/spinners for Matching Play to Practice:
Spinner showing the 8 play types
Spinner prepopulated with some discipline areas —add more at base
3. Alternatively, obtain two giant inflatable dice, or prepare two spinners, to use in
the room as an alternative to the above.

The Workshop

The following guide should be used alongside the slides when facilitating the
workshop. Suggested actual wording is in italics; general guidance is in plain text; but
you can amend both as befits your teaching style.

Linked slide titles are shown in bold.

0:00 Welcome / What is this? (10 mins)
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https://www.teachers-direct.co.uk/resources/quiz-busters/quiz-busters-game.aspx?game_id=161000
http://www.superteachertools.com/spinner/spinner.php?title=Play+types&directions=Click+the+wheel+below+to+spin%3A&colorscheme=color6&labels=Roleplay%2CSimulations%2CTraditional+Play%2CDigital+Worlds%2CHybrid+Play%2CPlaymaking%2CGamification%2CPlayfulness
http://www.superteachertools.com/spinner/spinner.php?title=Play+types&directions=Click+the+wheel+below+to+spin%3A&colorscheme=color6&labels=Roleplay%2CSimulations%2CTraditional+Play%2CDigital+Worlds%2CHybrid+Play%2CPlaymaking%2CGamification%2CPlayfulness
http://www.superteachertools.com/spinner/spinner.php?title=Discipline+areas&directions=Click+the+wheel+below+to+spin%3A&colorscheme=color5&labels=STEM%2CSocial+Science%2CBusiness+and+Management%2CArts++Humanities%2CHealthcare
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Welcome the participants to the workshop, ask them to introduce themselves and
invite them to make a guess at what the object on screen could be. Follow up with:
how would it be used?

Once all participants have introduced themselves and offered a guess:
An invitation to play

This workshop is an invitation for you to play with us and play together. The workshop
will explain and evidence types of playful learning and will also be facilitated playfully.

An example of this is the welcome activity we just played. | asked you to share your
name but then invited you to guess at the object. That invitation, and your ability to

agree or not to it, is central to play. As James Carse noted: if you are forced to play,
it’s not play.

Accepting play can be seen as stepping into a magic circle: within the circle you
accept the rules and experiences of play willingly. You can step out of the circle at
any time, if you get tired, uncomfortable or simply don’t want to play at a particular
time.

0:10 Play and games (10 mins)

Provide a quick overview of the workshop. Don’t spend long on this — get on to the
next slide and activity.

Play and games

This simple visual simulation of games and play experiences was developed by
Whitton and Moseley. It shows that there are games that are not playful (serious
games, simulations etc.), and free play that is not game-like (no rules, goals etc.).
When the two overlap, you get playful games and structured play experiences. That
is where we are aiming within the RE:PLAY project.

Activity: when was the last time you played? Describe it for us.

Encourage participants to share their experiences with play or games from their own
lives; if people are struggling, ask whether they do crosswords, play games on their
phone during commutes, play a sport, etc. This will help them to see that they have
all experienced play/games in their own way.

As each person shares their experience, collectively decide where it would sit on the
diagram.

00:20 Play Theory Blockbuster (20 mins)
Split the group into two teams, red and blue.
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This is your opportunity to show what you learned from watching the Play Primer
video. Or, if you didn’t watch the video, your chance to pretend that you did. We’re
going to play Blockbusters. As a reminder, each team picks a letter and then tries to
answer a question whose answer starts with the same letter. If they are correct, they
claim a tile. If incorrect, it passes to the other team to attempt.

The aim of the game is to complete a path either vertically (red) or horizontally (blue).

Quizbusters: https://www.teachers-direct.co.uk/resources/quiz-busters/quiz-busters-

game.aspx?game _id=161000

Letter | Answer Question
A Alternate What A is a type of game that merges the real world with
Reality Game | an imagined world and story, to create an immersive
experience?

B Ball What B is usually a sphere, comes in all sizes and colours,
can roll, bounce or be hit or thrown?

D Dice What D is an object that has many sides, and is rolled to
give a random outcome?

E Escape room | What E is a physical or digital enclosed space, containing
puzzles that need to be solved in order to leave that
space?

G Gamification | What G applies game mechanics (such as points, badges
or achievements) in non-game situations?

G Game What G can take many forms but provides an experience
with rules, challenges and goals

H Huizinga Which H was an anthropologist who studied play in adult
work, and first came up with imagining a magic circle?

H Hybrid play Which H describes play that combines the real world with
the digital world, and includes ARGs and Escape Rooms?

J Joker What J are there only two of in a standard deck of 54
cards?

L Lusory What L did Bernard Suits use to describe a willingness to

attitude enter the magic circle and accept playful rules?

M Magic circle | What M is a real or imagined play space where normal
rules no longer apply?

M Mechanics What M describes the elements of game design that make
a game work, such as rules, points, goals or randomness?

P Playfulness What P describes an attitude or state of mind that can be
applied to any situation to bring play into that space?

P Play What P can take many forms, but is creative, allows us to
imagine new possibilities, try things safely and learn from
failure?

R RE:PLAY What R is a £1m ESRC funded research project looking at
the effectiveness of playful learning in HE?
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Roleplay What R is an activity where you take on an alternative
identity, and respond to a real or fictional scenario?
S Simulation What S remodels the real world and allows interaction or
experimentation with that model?
S Suits, Which S is the surname of a play philosopher who wrote
Bernard The Grasshopper and came up with the idea of a ‘lusory
attitude’
T Traditional What T describes play that is not dependent on
play technology, and includes board games, card games and
toys?
Z Zimmerman, | Which Z is the surname of a game theorist who worked
Eric with Katie Salen on developing the Magic Circle idea?

00:40 Matching play to practice (40 mins)

It’s now time to explore some play types in practice: in other words, what will work for
your own subjects and modules. We'll experiment by randomly rolling play types and
subject areas — then your task is to come up with an idea that links the two together.

If you have 6 or fewer participants, you can run this as a whole group. If you have
more, run it in groups of 4-6.

If you are face-to-face, and have two inflatable dice, you can physically roll the dice to
generate the pairs. Otherwise, use two online dice or spinners. You may have
prepared these earlier, or you can populate them live by gathering subject areas from
the participants.

Keep rolling and sharing ideas throughout the 40 minutes, ensuring everyone has a
go. If the same pair re-appears, you can either extend the previous idea or think of a
new one.

01:20 How was it for you? (10 mins)

A quick evaluation method to check whether participants have gained confidence
and/or become more open to playfulness. The slide works for in person and online
workshops.

Alternatives are:
Online:

e Add an emoji in the chat for each of these question
e Find an object on or near your desk that represents how playful you feel
now

Face to Face:
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e Label each corner of the room from 1-4.

e Ask participants to move to the corner of the room to show their answer to
each question

e Draw a monster in before and after states to show your answers to (a) and
(b+c)

Thank all the participants and wish them a successful playful adventure!
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