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2. COMPOSICIÓN DE LA CÁTEDRA: 
 
 
	Docente 
	Función* 
	E-mail 

	Titular: Melody Kogan 
	Adjunct Professor in Charge 
	melody.kogan@usal.edu.ar 


 
 
 
3. AREA WITHIN THE PROGRAM: 
 
Pedagogical-Didactic Area 
 
4. RATIONALE: 
Play is a central dimension of human learning: a shared language that enables exploration, creativity, cooperation, and critical reflection across diverse cultural contexts. In university and professional settings, playful dynamics constitute powerful tools for competency development and for generating meaningful, transferable learning experiences. 
This course offers both a theoretical and practical approach to the use of play in professional training, drawing on conceptual frameworks such as game-based learning, gamification, and experiential learning. Through practical activities, case analysis, and creative processes, students are invited to reflect on the role of play across different disciplinary fields and to design experiences that integrate their prior knowledge with new ways of observing, engaging, and acting in their future professional environments. 
 
5. Course objectives: 
Students will be expected to: 
· Understand the theoretical foundations of play as a dimension of human learning in professional contexts. 
· Critically analyze approaches such as game-based learning, gamification, and experiential learning. 
· Develop professional competencies for incorporating playful dynamics into their practice. 
· Design proposals that integrate play into professional training and practice contexts. 
 
 
6. COURSE HOURS DISTRIBUTION:  
 
 
 
 
	 
	Theoretical 
	Practical 
	Total 

	Synchronous work (on-site) 
	 16 hrs. 
	16 hrs. 
	32 hrs. 

	Asynchronous work (platform-based) 
	11 hrs. 
	11 hrs. 
	22 hrs. 

	Total workload 
	27 hrs. 
	27 hrs. 
	54 hrs. 


 
 
 
7. COURSE UNITS, CONTENT, AND BIBLIOGRAPHY: 
 
Module I: Play — Nature, Meanings, and Foundations 
This module provides a conceptual approach to play as a universal, cultural, and historical human phenomenon. Its main characteristics will be examined. 
· Huizinga, J. (1938). Homo Ludens. 
· Caillois, R. (1958). Man, Play and Games. 
· Marín, I. (2018). ¿Jugamos? Cómo el aprendizaje lúdico puede transformar la educación. ● Ofele, M. R. (2004). Miradas lúdicas. Buenos Aires: Dunken. 
 
Module II: Play as a Driver of Learning and Integral Development 
This module explores the benefits of play in learning processes and in individuals’ cognitive, emotional, social, and creative development. Play will be analyzed as a strategy to foster motivation, autonomy, knowledge construction, critical thinking, and collaborative work. Special emphasis will be placed on the value of error, experimentation, and exploration as essential conditions for learning. 
· Marín, I. (2018). ¿Jugamos? Cómo el aprendizaje lúdico puede transformar la educación. 
· Mardell, B., et al. (2023). A Pedagogy of Play: Supporting Playful Learning in Classrooms and Schools. Harvard Graduate School of Education. 
· Whitton, N. J. (2018). Playful learning: Tools, techniques, and tactics. Research in Learning Technology, 26, 1–12. 
 
Module III: When Play Enters the Workplace — Playful Approaches in Professional Settings 
This module explores the potential of play in professional contexts: organizations, work teams, training spaces, and community and social settings. Concepts such as gamification, playful dynamics, serious games, and simulations will be addressed, analyzing their contributions to communication, problem-solving, creativity, leadership, and workplace well-being. 
The module will also reflect on the limits and possibilities of play in these contexts. Play will be considered as a professional intervention tool, promoting critical reflection on its impact, scope, and transformative potential. 
· Werbach, K., & Hunter, D. (2012). For the Win: How Game Thinking Can Revolutionize Your Business. 
· Nicholson, S. (2015). A RECIPE for Meaningful Gamification. 
· Kapp, K. M. (2012). The Gamification of Learning and Instruction. 
· Learning by Helping. (2023). Creatividad para salvar el mundo. Gestión 2000. 
 
 
8. METHODOLOGY 
Classes will combine lectures, experiential activities, analysis, and collaborative production. Dialogue and critical reflection will be encouraged based on the assigned readings, concrete playful experiences, and real cases in different educational contexts. 
Through various proposals—such as games, group dynamics, simulations, and design workshops—active learning will be promoted, along with the exploration of playful strategies and the development of contextualized proposals. The course aims to understand playful pedagogy and game-based learning approaches through practical experiences that foster creativity, collaboration, and connection with diverse territories and realities. 
 
9. ACTIVITY PLAN/SEQUENCE 
 
To access the detailed activity plan and sequence, click here. 
 
 
 

10. STUDENT MONITORING: 
 
In addition to support through email and platform materials, continuous monitoring of students’ participation during on-site sessions will be conducted. Particular attention will be given to engagement in proposed activities, reflective classroom contributions, and the ability to connect practice with theoretical frameworks. 
Students’ engagement with the bibliography will also be assessed through written productions, case analyses, and/or oral contributions demonstrating critical and contextualized reading. 
 
11. ASSESSMENT: 
 
Throughout the course, students must submit two midterm assignments integrating key concepts and articulating theory with personal reflection. 
As a final project, students must present the design of a playful intervention applied to a professional/workplace setting. 
Course Approval Requirements 
To pass the course, students must: 
· Attend at least 80% of classes (no more than three absences). 
· Submit the two midterm assignments. ● Complete and pass the final project. 
 
12. ADDITIONAL BIBLIOGRAPHY: 
 
· Bañeres, D. (Dir.). (2008). El juego como estrategia didáctica (1.ª ed.). Editorial Laboratorio Educativo. 
· Tonucci, F. (2007). La ciudad de los niños: Un modo nuevo de pensar la ciudad. Losada. 
· Scheines, G. (1998). Juegos inocentes, juegos terribles. Buenos Aires, Argentina: EUDEBA. 
· Marina, J. A. (2010). La educación del talento. Barcelona: Ariel. 
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