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Teaching Development Fund: Evaluative Report

Section 1: Project Summary

	Project Title: 
Role Play Assessment in Postgraduate Education: Enhancing Learning Outcomes and Promoting Inclusivity

	Project Applicants: Soheil Davari

	Total Amount of Funding Requested: 	£ 300
Actual Expenditure (please provide a breakdown of expenditure): 20 vouchers of £15

	Short Summary of the Project and Aims (~200 words: this is an updated version of the summary in your original proposal and gives the reader an overview of what the project was about)

This project rethinks traditional business education assessments by introducing role play as an innovative method to develop and evaluate essential leadership skills. While essays and reports assess theoretical knowledge, they fall short in preparing students for the dynamic, high-pressure environments leaders face today. In contrast, role play assessments simulate real-world business challenges, enabling students to demonstrate capabilities such as critical thinking, decision-making under pressure, persuasive communication, and emotional intelligence.
The project aims to bridge the gap between academic assessments and workplace expectations by embedding experiential, interactive formats grounded in Kolb’s learning cycle. Students collaboratively create case studies, then engage in individual role play sessions where they act as consultants advising a CEO (played by the tutor). This structure encourages adaptability, quick thinking, and practical application of knowledge.
Feedback has shown that students value the realism, intensity, and developmental value of role plays. The project also explores future opportunities, including the use of AI and immersive technologies to personalise and scale role play scenarios. The ultimate goal is to create assessments that not only test knowledge but also prepare students for real-world leadership in uncertain and fast-changing business environments.



Audience for report: this report will be used for several purposes to help share your project outputs and experiences. It will be sent to Education, Quality and Standards Committee (which oversees the TDF) for noting; it will act as a case study on your project to be published on the TDF website so that other people can find out about what you did and / or use your outputs; and your notes about your experiences of running the project will be collated with others and shared with new project holders to help them in thinking about their project plan. Hence, the report needs to be concise and understandable to a professional (e.g. other academics and colleagues in higher education), lay (i.e. not necessarily in your discipline or field of expertise) audience. Bullet points are acceptable (e.g. in listing project outputs). Please include any references, if appropriate.

For further advice and guidance on writing your report please contact Steph Kamffer, Project Officer, szk22@bath.ac.uk 



Section 2: Evaluative Case Study

	The Solution: Approach (max 300 words: this describes what you actually did to achieve the outcomes / outputs) 

To address the limitations of traditional written assessments in business education, I designed and implemented a role play-based assessment that places students in realistic, high-pressure business scenarios. This approach was grounded in experiential learning theory, particularly Kolb’s learning cycle, to ensure students actively engage with the unit material, apply their knowledge in unfamiliar contexts, and reflect on their performance.
The process begins by dividing students into small groups and tasking them with creating a case study based on a hypothetical company facing real-world operational and strategic challenges. These scenarios reflect current business issues such as technological disruption, environmental pressures, and demand volatility and require students to integrate course concepts, conduct external research, and consider emerging trends.
Once submitted, each case study is randomly assigned to a different group, ensuring students had to work with unfamiliar material. In the core individual assessment, each student participate in a 30-minute role play where I act as the CEO of the company described in their assigned case, and the student takes the role of an external consultant. I pose a series of questions, ranging from technical operations issues to ambiguous strategic dilemmas, to evaluate their ability to think critically, communicate persuasively, and remain composed under pressure.
To ensure consistency and fairness, a clear rubric is used, assessing communication, problem-solving, strategic thinking, and professionalism. Immediate feedback and reflective discussions follow each session.
This approach allows for authentic assessment of skills not easily captured in writing, such as emotional intelligence, adaptability, and stakeholder engagement. It also increases student motivation and engagement, as many recognise the relevance of the exercise to real-world business situations, including interviews and client interactions. The role play format provides a transformative learning experience that better aligns with the expectations of modern leadership.

	Outcomes (max 300 words: this is a brief description of the specific resources, research findings, events or other activities / results arising from your project)
The role play-based assessment initiative led to a number of important outcomes in business education. First, it created a more authentic and dynamic learning experience that bridged the gap between academic theory and real-world practice. Students developed key leadership capabilities such as critical thinking, composure under pressure, persuasive communication, and adaptability, skills not easily assessed through essays or exams.
The assessment also provided rich qualitative data through student reflections and feedback. Many students reported increased confidence in verbal communication, improved ability to handle ambiguity, and a stronger understanding of how operations and strategy intersect in practice. They especially valued the opportunity to engage in real-time decision-making and to experience the intensity of business leadership scenarios, describing the exercise as highly relevant for interviews, consultancy roles, and client-facing jobs.
Academically, the project contributed to the growing literature on experiential learning and assessment innovation. In terms of resources, the project produced a library of student-created case studies covering a range of industries and business challenges. These materials are now used across different courses as teaching and assessment tools.
Overall, the project demonstrated the viability and impact of replacing or complementing traditional assessments with structured, interactive role plays that better prepare students for the demands of modern business environments.

	Evaluation: (max 300 words: this gives an overview of the effectiveness of and lessons learnt from the process of running the project AND the quality / value of the outputs: this is important to enable the reader to learn from your experiences)
The role play assessment project proved to be an effective and impactful approach to enhancing student learning, particularly in the context of developing real-world business skills. The interactive nature of the assessment enabled students to engage more deeply with the subject matter, moving beyond theoretical understanding to practical application. The real-time decision-making format exposed students to the complexities of leadership, such as operating under pressure, navigating ambiguity, and communicating persuasively with stakeholders.
Feedback from students was overwhelmingly positive, with many citing the experience as a valuable preparation for job interviews and workplace challenges. They appreciated the opportunity to step into professional roles, face unpredictable questions, and defend their reasoning. While some students initially expressed anxiety about the open-ended nature of the exercise, most came to value the intensity and realism of the experience.
The quality of outputs was high: students produced creative and industry-specific case studies, demonstrated sound reasoning in high-pressure situations, and developed stronger verbal and interpersonal communication skills. These skills are increasingly prioritised in business environments, as supported by future workforce reports.
Key lessons emerged from the project. First, clear briefing, rubrics, and preparation materials were essential to manage student expectations and reduce anxiety. Second, balancing fairness with unpredictability required careful scenario design and consistent moderation. Third, logistical complexity—especially scheduling and role coordination—demanded strong planning.
The project also highlighted the need for professional development and support for assessors, especially in managing subjectivity and ensuring consistency. The experience affirmed that experiential assessments like role play are not only feasible but valuable in preparing students for evolving professional landscapes.

	Dissemination: (max 300 words: this gives an overview of the wider impact of your project beyond the main team)
This project has been accepted for publication in Business Impact (published by Association of MBAs) and is due to be published in 2025. I have also submitted this work for the QS Reimagine Education award which will take place in December 2025.

	Future Use (A brief statement of how the project outcomes will be used in the future or further developed)
The outcomes of this project will inform the broader integration of role play assessments across multiple programmes within the business school, particularly in postgraduate and executive education. Building on its success, the approach will be extended to other units, including strategy, leadership, and responsible management, to develop a consistent experiential assessment strand. Staff development workshops will be introduced to support colleagues in designing and delivering role plays effectively, ensuring assessment quality and fairness.
In the longer term, there are plans to collaborate with technology partners to pilot AI-assisted and immersive simulations, enabling more scalable, personalised, and remote role play experiences. This includes exploring the use of virtual reality for cross-cultural and high-stakes decision-making scenarios. Insights from this project will also contribute to academic publications and conference presentations focused on pedagogical innovation and future-oriented assessment design.

	Other Information: (this section is optional and is for anything else you might want to say about the project that has not already been discussed)
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