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04 Expectations Document

This document is part of the Reality Check stage of the RE:PLAY Framework. By the time
you reach this stage, you have begun imagining what your module could be. The job isto
ground those ideas in what is possible - identifyingyour constraints, understanding your
context, and being clear about what a meaningful redesign looks like within your specific
situation. This document sets out what is expected of you as you move through this stage
and the rest of the project, and what you can expect from us in return.

RE:PLAY Core Principles

e Meaningful Activity: Focus on skill development, authentic tasks, and real-world
application

e Intrinsic Motivation: Driven by educators who want to create playful learning
experiences

e Failure as Learning: A positive and essential part of the process for both learners
and teachers

e Ludic Community: Building a community of designers, staff, and students willing to
embrace play

® |maginative Freedom: Thinking differently and stepping outside comfort zones with
regular reflection

What Counts as Meaningful Redesign

Before anything else, itis important to be clear about what ‘meaningful redesign’ means -
making substantive changes to at least a third of your module.

That third can be made up of any combination of teaching and assessment elements,
including lectures, seminars, labs, tutorials, coursework, or other learning activities. There
is no fixed formula for how that third is distributed. What matters is that the changes are
intentional and grounded in playful learning principles — each change should connect back
to RE:PLAY’s core principles (see above) and have a specific purpose for student learning.

A meaningful redesign might include, for example:
e Replacing three or four lectures with active, participatory alternatives
e Redesigning a seminar series to use collaborative, game-based, or scenario-driven
tasks
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e Rethinking a piece of coursework so it involves iterative, low-stakes
experimentation rather than a single high-stakes submission

® Restructuring lab sessions to foreground student agency and creative problem-
solving

Your Journey Through the Project

As a fellow, you are working across two modules simultaneously:

The Control Module

A module you (or a colleague) continue to teach as currently designed — no redesign takes
place. You will run this twice over the course of the project, inviting students to complete
pre-module and post-module surveys both times. This provides the research with a
comparison point against the redesigned modaule.

The Redesign Module

The module you will be redesigning to incorporate playful learning. The process runs as
follows:

Run 1
Teach the module as currently designed, completing a pre-survey and post-survey with
your students

Design Review
Before moving into the redesign of the module, you should review your module in its
current state for areas to be redesigned. This will help to check two things:
e Scope (i.e., is the redesign substantiative enough? And,
e Feasibility (i.e., given your timeline, students and institutional context, what can
realistically be delivered?)
Two documents have been created to support this process:

e Module Analysis — Use to work through every aspect of your module, identifying

where playful approaches are possible and where constraints exist.
e Foundations Checklist - A ‘pre-flight’ checklist to confirm that everything has been

considered and that your module is ready for implementing playful approaches.
The review will support the process of redesign, ensuring that the scope of the changes are
realistic. Your learning designers will support you in preparing and working through the
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review documents and will be a part of the conversation, providing practical feedback
before you proceed to redesign.

Redesign
Work through the RE:PLAY Framework documents with your learning designer to redesign

at least a third of the module using playful approaches. Two documents will guide you
through this process:

e Playful learning Overview
e Redesign Guide
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Run 2
Teach the redesigned module, completing a pre-survey and post-survey with your
students again

Interviews

You will take partin three interviews with the research team:

e Pre-interview - Before the redesign begins. Captures your starting point,
motivations, and current approach.

e Post-redesign interview — After redesign, before or during Run 2. Explores the
design process and your experience of it.

e End of project interview — Once everything is complete. Captures your overall
reflections and the impact of the project.

A Note on Timeline

There is no single fixed timeline —when you are doing what will depend on your institution’s
semester structure, when your modules run, and your own schedule. What matters is that
the sequence above is followed and that surveys are completed at the right points relative
to each module run. Your learning designer will help you map this out for your specific
situation at the start of the project.

What We Expect from You

Identify your constraints honestly

You are expected to reflect seriously on your context — your students, curriculum, teaching
environments, your own skills and experience, resources, time and any institutional or
technological constraints. Recognising a constraint is not a failure, and sometimes
provides room for wider improvement, being honest here makes your Run 2 more smooth.
Design with purpose

Every change you make to your module needs a clear rationale. Redesigning a third of a
module is significant work — so make sure each activity earns its place and aligns with your
goals, the projects core principles and your learning objectives. Avoid changes for the sake
of novelty. The question to ask of every activity or intervention is: what does this do for my
student’s learning, and how does it connect to the RE:PLAY core principles?
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Balance ambition with feasibility

You need to change enough, but you also need to be able to deliver it and have time to
design the changes to be delivered. Both are equally important. Over-redesigning a module
you cannot realistically run creates problems for you, your students, and the research.
Under-designing a module that barely changes creates the same problems from the other
direction. The design review and learning designers are there to help you find the right
balance, and it still might be that the balance stillisn’t quite met, that's how research
happens, its messy!

Engage actively with your learning designer

Working with your learning design is a collaborative process. Come to sessions with
questions and reach out if you need support. Engaging with the REPLAY Framework tools
and resources at each stage should help with this. Expect feedback and iterations,
iteration is part of the process, it's not a sign that something has gone wrong, it's just an
ongoing process, that's why redesign is a circle of a process rather than a straight line.
Sending out surveys

The pre- and post-surveys are central to the research and are the best way for us to see
how the redesign process has gone. Missed or mistimed surveys can’t be completed again,
so it's important to strategise best times for advertising them with students. We all know
student attendance can be varied so we trust you to share and distribute the surveys when
is best for completion. If you are unsure, when or how to advertise them, ask your learning
designers for support.

Reflecting thorughout

The interviews are the place to reflect on the process. The project isn’t looking for success
stories —the aim is to evidence what works, which means what did not work is equally as
valuable and honest reflections from you on that process will help immensely.

Be transparent with your students

Your students may encounter new/unfamiliar approaches in your redesigned module.
Being transparent with them about why you are adapting the module builds trust. You don’t
need to have all the answers, but you do need to be able to explain the purpose.

What You Can Expect from Us

Learning design support

You will be paired with a learning design who will support you throughout the redesign
process —working through the framework stages with you, giving feedback on your designs,
and helping you problem-solve, when things are not working as expected. Your learning
designer is a collaborator not an evaluator.
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Institutional and central team support

Your will also have access to your institutional lead and co-lead, as well as the central
RE:PLAY team at Northumbria —for project coordination, research questions, and
connecting you to the wider network of fellows and play expertise.

Resources

The project provides access to a growing set of resources including design tools, case
studies from successful playful learning initiatives, and evidence from the playful learning
research base. These can all be accessed via to RE:PLAY website. These are uploaded on
an ongoing basis. Your learning designer will signpost relevant resources as you move
through the framework.

Financial Support

You have been allocated a £500 honorarium to support whatever you need during the
redesign process — whether that is materials, resources, or anything else that helps you
deliver your playful learning design.

Connection to the wider project

You are part of a network of fellows across multiple UK institutions. There will be
opportunities to connect with peers, share what you are learning, and contribute to a
community of practice around playful learning in higher education.
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