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SLIDES 1 TO 3 

Welcome to the Play Lab 
Today you're the scientist. Fill in the blanks as we go. Every answer is on a slide or in what 

you'll hear, and the last pages help you plan your first experiment back in your classroom. 

Today's mission: 65 minutes 
Time Section What happens 

0:00 Welcome to the Lab Meet the hero, the villain and 
today's mission. 

0:05 Villain File Name the Grind's weapons in 
the chat and in Poll #1. 

0:15 Observe and Research Steps 1 and 2. Feel the 
pressure and see what stress 
does to the brain. 

0:25 Hypothesis Step 3. Bust the Grind's 3 big 
lies and meet the control 
group. 

0:35 Live Experiment Step 4. Poll #2, then 
hands-on play. 

0:47 Analyze and Conclude Steps 5 and 6. The data, 3 
power moves and Poll #3. 

0:57 Your Mission and Q&A Your first experiment, your 
Play Lab Kit and your 
questions. 
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Mission objectives 
By the end of this session, you'll be able to: 

1.​ Explain how chronic stress affects an educator's brain and body, and how play helps 

lower stress and spark motivation. 

2.​ Identify at least three Daily Grind pressures in your own work and how each one 

crowds out play. 

3.​ Apply one playful power move to an everyday routine, and plan how you'll test it 

tomorrow. 

PART 1 · SLIDES 4 TO 7 

Meet the Villain: The Daily Grind 
Meanwhile, 7:02 a.m. 
The Daily Grind's mission: squeeze every drop of __________ and __________ out of your 

day, one __________ at a time. 

Villain file 
Name The Daily Grind 

Hideout Every __________, open to close 

Weapon 1 __________ pressure: lifting, bending, tiny chairs, nonstop noise 

Weapon 2 __________ pressure: big feelings all day, theirs and ours 

Weapon 3 Academic __________: benchmarks and "pre-literacy" checklists 

Weapon 4 __________ stress: low wages, stretched budgets 

Known weakness __________ 
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Chat attack and Poll #1: field data 
The Daily Grind's #1 weapon in my classroom: ______________________________ 

My Poll #1 vote: ____________________ The group's top answer: ____________________ 

My own villain file 
Name three Daily Grind pressures in your own work and how each one crowds out play. 

The pressure How it crowds out play 

    

    

    

  

PART 2 · SLIDES 8 TO 11 

Observe and Research 
The mission plan: the scientific method 

1.​ __________: What's really happening? 

2.​ __________: What does science say? 

3.​ __________: What if...? 

4.​ __________: Test it. Live! 

5.​ __________: What did the data show? 

6.​ __________: What changes tomorrow? 
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Lab work: under pressure 
When I held my arms out, my body noticed: ______________________________ 

When someone with a clipboard was "scoring" me, I felt: 

______________________________ 

It's not your imagination 
In a study of ______ early educators in 13 centers, ______% met screening criteria for 

depression, about ______ in 4 faced food insecurity or economic hardship, and ______% 

had at least one adverse childhood experience. 

These aren't character flaws. They're the __________ of the Daily Grind. 

Your brain on the Grind 
The Grind's secret weapon is a stress hormone called __________. 

Chronic stress impairs learning and __________, reduces __________ and disrupts 

__________. 

Stress knocks the brain's thinking center, the __________ cortex, offline. That's survival 

mode: react, __________, repeat. 
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PART 3 · SLIDES 12 TO 14 

Hypothesis 
If we reduce __________ and reintroduce __________, we don't lose learning. We 

__________ it. 

The Grind fights back: 3 big lies 
The lie Busted: the truth 

"Play is just for __________." We teach from the __________ we're in. 

"There's no __________ for play." Play isn't another thing on your list. It's a way 
of doing the __________. 

"Play isn't real __________." Play builds language, __________ function and 
problem-solving. 

  

The lie I hear most, or tell myself: ______________________________ 

The control group: Nordic vs. American 
Denmark: outdoor, __________-led play, and well-being over __________. 

Finland: a __________ academic start and play-based learning. 

Sweden: play is built into the national __________. 

The American model: a growing focus on standardized __________ and "pre-literacy" skills. 

What surprised me: ______________________________ 
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PART 4 · SLIDES 15 TO 17 

Live Experiment 
Poll #2: baseline reading 
Before the experiment, my battery is at (circle or highlight one): 

1 Running on 
fumes 

2 Low battery 3 Getting by 4 Pretty charged 5 Fully charged 

  

What could it be? 
You have 60 seconds. List everything the whisk could be. Silly answers count double. 

    

    

    

    

  

Round 2. My object: ____________________. It could be: 

______________________________ 

My brain switched from "right answer" mode to "__________" mode. 

Field research: grown-ups at play 
Observed: laughter, focus, creativity... and zero __________. 
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PART 5 · SLIDES 18 TO 22 

Analyze and Conclude 
The data: Grind vs. play 
On the Grind, __________ goes up and we slip into survival mode. 

On play, stress hormones like cortisol go down and __________ goes up. It boosts 

__________, supports __________ and increases __________. 

Results: smarter, not harder 
Mind: less __________. Heart: more joy and __________. Body: more energy and 

__________. 

Play-based experiences power up language, executive function, problem-solving, 

__________, enjoyment and peace. 

Three power moves 
Power move What it looks like 

From __________ to curiosity Shift from directing behavior to __________ it. 

From outcome to __________ Shift from measuring products to observing 
__________. 

From managing to __________ Shift from controlling the environment to 
__________ it. 

  

Poll #3: lab results 
My battery before the experiment: ______ After the experiment: ______ 

The power move I'll try tomorrow: ______________________________ 
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Conclusion 
Play isn't __________. It's __________! 

"The opposite of play is not __________, it is __________." Brian Sutton-Smith, play scholar 

PART 6 · SLIDES 23 AND 24 

Your Mission: Run Your First Experiment 
Tomorrow at 7:02 a.m., the Daily Grind will be waiting. Pick one power move, try it for one 

day, and log what happens. No lab coat required. 

Question What's really happening in my day? 

Hypothesis If I try this power move, I expect... 

Power move I'll try   

When (which routine or 
transition) 

  

What I'll watch for in 
myself 

  

What I'll watch for in the 
children 

  

  

 

 

 

 

 
 



Page 10 

 

Lab log 
Day What I tried What happened My battery (1 to 5) 

1       

2       

3       

4       

5       

  

My conclusion 
What changes next because of what I observed: 
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WRAP-UP 

Mission Check 
Look back at today's mission objectives. Mark the box that fits you right now. 

Objective I've got it Still working on it 

Explain how chronic stress 
affects an educator's brain 
and body, and how play helps 
lower stress and spark 
motivation. 

☐ ☐ 

Identify at least three Daily 
Grind pressures in your own 
work and how each one 
crowds out play. 

☐ ☐ 

Apply one playful power move 
to an everyday routine, and 
plan how you'll test it 
tomorrow. 

☐ ☐ 

  

Your Play Lab Kit 
Resources on the Playful Padlet: open the Play Lab Kit 

Bring the Play Lab to your team with keynotes and professional development from Inspire 

to Impact: connect with Inspire to Impact 

 

 
 

https://padlet.com/qr-code/qylrep1mmcscvtx3?source=image
https://hi.switchy.io/inspiretoimpact
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Lab notes 
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Play Always Wins! 
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