
 
 

 © RE:PLAY project (Researching the Effectiveness of Playful 
Learning in Higher Education), funded by the ESRC. Licensed under CC BY 4.0.  

03 Case Studies Tasting Menu 
 

There’s something for all confidence levels to take away a play today on the Re:Play taster 

menu.  

 

Spice level:  

Low tech and low prep 

 

Some tech or prep required 

 

Requires more technology confidence and/or prep time 

 

Please note whilst these are representative examples, they are by no means exhaustive 

nor fully representative of the breadth of playful opportunities there are.  

 

What will you try first? 

 

 

 

Roleplay 

 

• Tasting Notes: Taking on alternate identities to explore fictional scenarios or 

perspectives. 

• Quick Bite: The Devil’s Advocate Card. In a group discussion, secretly hand one 

person a card that says "Your goal is to gently challenge every assumption made for 

the next 5 minutes." 

 

Simulations 

• Tasting Notes: Experimenting with a model of the real world to test variables safely. 

• Quick Bite: Spreadsheet Sandbox. Create a simple Excel sheet modeling a budget 

or schedule. Lock the formulas but colour-code the "Input" cells. Ask learners: 

"Crash the project by changing only one cell." 

 

Traditional Play 

• Tasting Notes: Using familiar physical objects like cards, dice, or toys to structure 

interaction. 

• Quick Bite: LEGO® Serious Play® Lite. Give everyone 5 random pieces of Lego (or 

even paperclips/clay). Ask them to build a model of "What a bottleneck looks like in 

our process" and explain it in 30 seconds. 
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Digital Worlds 

• Tasting Notes: Utilizing video games or virtual environments for immersive 

experience. 

• Quick Bite: Virtual Field Trip. Use Google Street View (or a similar tool) to drop the 

team into a location relevant to the topic (e.g., a factory floor, a historical site) and 

ask them to find three safety hazards or historical anomalies. 

 

Hybrid Play 

• Tasting Notes: Blending physical and digital spaces (e.g., Escape Rooms, AR). 

• Quick Bite: The QR Hunt. Hide 3 QR codes around the physical room. Each code 

links to a clue (text or image) needed to solve a final problem on the main screen. 

 

Gamification 

• Tasting Notes: Applying game elements (points, badges, leaderboards) to non-

game situations. 

• Quick Bite: The Progress Bar. Draw a literal "XP Bar" (Experience Points) on the 

whiteboard. Every time the group finishes a module or agenda item, physically 

shade in the bar to show progress toward "Leveling Up" (a coffee break). 

 

Playfulness 

• Tasting Notes: Lightening the mood through humour and design to facilitate 

engagement. 

• Quick Bite: The Meme Check-in. Instead of a verbal roundtable, ask participants to 

upload or draw a meme that represents their current mood or feeling about the 

project at hand. 

 

Playmaking 

• Tasting Notes: The act of designing games or experiences, rather than just playing 

them. 

• Quick Bite: Reverse Quiz. Instead of testing learners, ask them to write one 

"impossible" multiple-choice question about today's topic to stump the 

teacher/facilitator. 
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