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A warm welcome to our
playshopinfo presentation
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Would you like to find out what this is all about? Then click next
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cooperative socialization. It
nourishes the roots of trust,
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(Brown, 2010: 197)



Ourplayshopplan

Part 1: Facilitators introduce workshop amdaystations(5
mins)

Part 2: Delegates experience playful learning @il&ystations

A Playstationl: Making 20 mins (group 1)
A Playstation2: Animating 20 mins (group 2)

A Playstation3: Could play help? Design an activity 20
mins (group 1 and 2 together)

Part 3. Reflect on our experience and application to practice
(5 mins) use speed dating approach

playshopduration: 90 mins



How does this sound?



We will experience thinking and creating with our hands

A Making is connecting3auntlet

A Playing/Reflecting/Learning with
LEGO & other materials?
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The power of animation

A Authentic learning (Herrington et al.,
2010)

ACreating and designing artefacts for
audiences (Hoban, 2009)
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which promoted group work and fantastic idea andavithout it i
research skills, it was an enjoyable wouldn't have passed the

way to interact with peers and to modulel am normally not a very
g2N] G23ISGKSNI 2y | (2 L academic student and having

dyslexia struggle to do essays this
animation allowed me to show

my creative side and | would
definitely recommend this you
carry on with this type of
aaSaaySyduaé
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enjoyable than an essay or a
LINBaSy il adA2yE

GLQY | [c {20AFft [/ I NB A& icdeealyenjoyddthiR L
assessment, but | would have loved an opportunity to have done it in form of an

animation...AWhat a great new way of assessing students, and givipg them a 5
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Student feedback animation



A useful reminder: creative reflection (James & Brookfield, 2014, 5¢

a )
Criticality Creativity

Reflection

Playfulness Imagination
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a . £ S yeRdtiyitydand reflection, and infusing them with
gualities of imaginationand play, createsa powerful cocktall
that enhanced S| NJJangsd Brookfield(2014 55)
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Playground 1.0
supervised

Playground 2.0
participatory

Playground 3.0
selfdetermined
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Imagining higher education as an
Infinite number of playgrounds in
which we can play with ideas and
our own responses to such ideas
In ways that foster imaginative,
Innovative or different ways of
thinking and action, which have
the potential to foster new
knowledge creation for the social
good? Nerantzj 2015, 42)



Playground 1.0 supervised > feeling safe,
developing trust

Theory 1: Teaching as telling, transmission
delivery - PASSIVE

Playground 2.0 participatory > gaining
playful confidence through guided playful
learning

Theory 2: Teaching as organising or
facilitating student activity- ACTIVE

Playground 3.0 selletermined > autonomy
developing and sustaining plagtive
practice

Theory 3: Teaching as making learning
possiblec SELIDIRECTED

Nerantzj C. (2015) The Playground Model for Creative Professional Developméerdnizj
C. & James, A. (eds.) (2015) Exploring Play in Higher Education, Creative Academic Ma
Issue 2A, June 2015, pp.-80, available ahttp://www.creativeacademic.uk/



http://www.creativeacademic.uk/
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We will make animations in the (digital) world. Get your smart devic
ready! Paper will be available too ;)



Playstationthemes

playstationl: Making
playstation2: Animating
playstation3: Create a game

Sustainabillity Internationalisation

Inclusivity Creativity

Innovation Professionalism




Learning through
play at university?
They must be

mad!!!

Is this a bad thing?
L Ol yQi
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Play iIs like fertilizer for brain
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(Brown, 2010, 101)



Find out more about animating and
student assessment;

Join the LEGO in HE network founded
by Dr Alison James an@hrissNerantzi

also on Twitter @EGOINHE


https://animating4socialcare.wordpress.com/
https://animating4socialcare.wordpress.com/
https://animating4socialcare.wordpress.com/
https://plus.google.com/communities/103994615424006154336
https://plus.google.com/communities/103994615424006154336
https://plus.google.com/communities/103994615424006154336
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The global, cross-sector conference on technology supported learning and training
Berlin, December2 4, 2015

Shaping the future of learning

Join us for 90 mins of
playful learning
on the 3rd ofDecember In
Berlin! We will be in DES31
(16:1517:30)

Dr Jenny Fisher &hrissNerantzi



