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05 Module Analysis
A Simplified Approach to Mapping Playful Opportunities

The RE:PLAY Module Analysis Toolkit provides an accessible framework that enables educators to
reflect on the design of their modules through a playful learning lens. Rather than introducing
complex evaluation rubrics, the toolkit guides educators to visually map the student journey across
a module, from induction to assessment, identifying where playful approaches could enhance
engagement, creativity, and agency (See Figure 1).
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Figure 1. RE:PLAY Module Analysis Guide: a five-step visual for integrating playful learning into
module design. The diagram illustrates a sequential process from Module Start to Module End.
Step 1 (Map your student journey); Step 2 (Review and add: Pinch points/gaps/opportunities &
challenges) prompts educators to annotate the journey with coloured star markers indicating areas
of interest or concern. Step 3 (Prioritise the top 3 changes) narrows the focus to the most impactful
intervention points. Step 4 (Design the Enhancements: Using playful strategies to align to
outcomes) involves developing targeted playful additions, shown by clusters of coloured stars
along the path. Step 5 (Reflect & Document) closes the cycle with reflection and documentation. A
pink notepad graphic on the right lists key considerations to guide decision-making throughout the
process.

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



o <RE:PLAY»>
conomic
ﬁ and Social L

Research Council

Approach

Module Journey Mapping
a. The Goal
e Identify the learning outcomes; What is the final set of skills that the students will
be expected to demonstrate in their final assessment?
e |dentify the interim assessments: What formative assessments will build up to
the summative assessment?
b. The Stages
e With the assessment points in mind, outline the student journey through the
module: what are the stages that build towards those assessment points and
what are students expected to achieve, experience, and produceat each stage.
e Include major activities, interactions, milestones, and assessment points.
e Represent this visually as a timeline or flow diagram to make progression visible.
Identifying Opportunities and Pinch Points
a. Review the journey to pinpoint areas that either enable or limit playful learning:
i. Opportunities where curiosity, experimentation, or collaboration could be
enhanced.
ii. Pinch points that you or your students have identified, where engagement,
feedback, or creativity may be constrained.
b. These insights can be colour-coded or annotated directly on the journey map.
Prioritising Areas for Playful Intervention
a. From the identified areas, select the top three priorities for playful redesign.
b. In conversation with your assigned RE:PLAY Learning Designer, consider whether
play should be integrated:
i. Inspecific moments (e.g., a formative activity, group task, or assessment),
ii. Or more holistically, across the entire module narrative.
Designing Playful Enhancements
a. With the help of your RE:PLAY Learning Designer, for each priority area, outline
possible strategies or playful mechanisms, such as role-play, game-based reflection,
co-creation tasks, or playful assessment formats (refer to: 07 Play Primer)
b. Connect these to existing learning outcomes and assessment methods to ensure
alighment and feasibility and make these connections explicit to your students.
Reflection and Next Steps
a. Summarise findings and reflect on what could be tested or prototyped in the next
teaching cycle.
b. Provide optional links to more in-depth tools (e.g., RE:PLAY Design Canvas (?), play-
learning mappings (?), or Playful Pedagogy prompts) for those wishing to extend the
analysis.
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https://research.northumbria.ac.uk/replay/wp-content/uploads/2025/12/01-Play-primer-Version-1.pdf
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c. Create a specification document (see template: 05.10 Module Specification
Document
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https://research.northumbria.ac.uk/replay/wp-content/uploads/2026/02/05.10-Module-Specification-Template-Version-1-1.docx
https://research.northumbria.ac.uk/replay/wp-content/uploads/2026/02/05.10-Module-Specification-Template-Version-1-1.docx
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