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Session Goals: 
Introducing play

• Identify the value of play in higher education

• Explain why play and playfulness can be an effective learning tool 

• Identify strategies to increase play/playfulness in your courses

• Gather ideas and strategies to incorporate playfulness into your classroom
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A N N U A L  F A C U L T Y  C O N F E R E N C Ehttps://youtu.be/5ZP8gGfIJX0

https://youtu.be/5ZP8gGfIJX0


Name a few benefits of using play as it 
relates to learning



Multiple benefits of play: “Improved group 
and team working skills, deeper and more 
critical interaction with subject material, 
encouragement of increased creativity, and 

because play is often fun.”
Andrew Walsh
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A N N U A L  F A C U L T Y  C O N F E R E N C Ehttps://youtu.be/-X1m7tf9cRQ

https://youtu.be/-X1m7tf9cRQ
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What forms of play do you currently use in 

your courses?

Reflection

Couch Play padlet

https://padlet.com/drlecouch/vfs8mk4vrw4nr4mw
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Padlet replies –
forms of play that 
you currently use

What didn’t go so well when you 
attempted playfulness in your 
course?
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The game is not taken seriously

Not recognizing the instructor’s authority in 
the classroom

Devaluing the lesson

Colleague reactions

What are some of the 
downsides of using play?



Elements of Productive Play

• Intentional and aligned with assessments and goals

• Purpose and value clearly articulated

• Structured and orderly 

• Reinforce purpose
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Games that generate participation:

Software

Gamification 

Low tech

Word games
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Summary: Key takeaways
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• Intentional and aligned to assessments

• Establish rubric that can easily be followed

• It should be fun and permissible



Thank you

LaVonne Couch

Dept of Health and Rehab Sciences

Doctor of Physical Therapy Program

215-204-9031
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Play and Gaming resources
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Filament Games
https://www.filamentgames.com/blog/educational-games-in-higher-education/
50 Great Sites for Serious, Educational Games
https://www.onlinecolleges.net/50-great-sites-for-serious-educational-games/
Games in Higher Education – Iza Marfisi-Schottman, 2019, from Encyclopedia of Education and 
Information Technologies. ISBN : 978-3-319-60013-0
https://link.springer.com/referenceworkentry/10.1007/978-3-319-60013-0_35-1
Link to full document Games in Higher Education
https://hal.archives-ouvertes.fr/hal-02314679/document
Educational Games in Higher Education – open access
https://www.intechopen.com/chapters/57568 (Ince, 2017, Ch 2)
College Knowledge Games & Activities: For Students & Families (Washington Student 
Achievement Council | Gear UP Washington State)
https://gearup.wa.gov/sites/default/files/resources/gear_up_games_and_activities.pdf
NLM NCBI Article: Sharifzadeh N, Kharrazi H, Nazari E, Tabesh H, Edalati Khodabandeh M, Heidari S, 
Tara M. Health Education Serious Games Targeting Health Care Providers, Patients, and Public 
Health Users: Scoping Review. JMIR Serious Games. 2020 Mar 5;8(1):e13459. doi: 10.2196/13459. 
PMID: 32134391; PMCID: PMC7082739. Health Education Serious Games Targeting Health Care 
Providers, Patients, and Public Health Users: Scoping Review - PMC (nih.gov)

https://www.filamentgames.com/blog/educational-games-in-higher-education/
https://www.onlinecolleges.net/50-great-sites-for-serious-educational-games/
https://link.springer.com/referenceworkentry/10.1007/978-3-319-60013-0_35-1
https://hal.archives-ouvertes.fr/hal-02314679/document
https://www.intechopen.com/chapters/57568
https://gearup.wa.gov/sites/default/files/resources/gear_up_games_and_activities.pdf
https://www.ncbi.nlm.nih.gov/pmc/articles/PMC7082739/
https://www.ncbi.nlm.nih.gov/pmc/articles/PMC7082739/

