
20 hours of staff time for 
course re-design

8 hours staff time for 
data analysis 

(targeting of courses 
and reporting)

Course 
Content

How much time would be 
needed to scale this up, if 

successful?

Does the targeting of 
courses to implement 

the CURE create 
any unintended 
consequences?

???



120 hours of workloaded 
teaching hours for 

facilitation and support 

A Learning & Teaching 
Strategy which supports 

the implementation of 
inclusive pedagogies

Diary

Could the CURE be 
designed to be 
more efficient?

Is this Strategy 
informed by evidence 

of ‘what works’?

???



Design a course based 
undergraduate research 

experience (CURE)

Make modifications to 
course documentation 

(student facing and 
quality assurance)

CURE

Module 

Handbook

What evidence do you 
have that a CURE will 

make a difference 
to students?

How have key 
stakeholders (e.g., staff, 

students, employers) 
been engaged in 

the design of 
this intervention?



Timetable the CURE at 
an appropriate point in 
the academic year and 

with an appropriate 
learning space

Design and implement 
an assessment approach 
to capture learning gain

What enablers and 
barriers exist which could 
affect the success of this 

intervention?

How will you explore any 
differential impact, 

particularly on students 
of colour?

CURE



Updated course/module 
documentation 

(student facing and 
quality assurance)

350 first and second year 
students on 2 courses 
participate in a CURE

Module 

Handbook

350

Can these documents 
be shared to help 
others design a 

similar approach?

What do you know about 
the students who 

participated and those 
who did not have 
this opportunity?



312 assessments are 
submitted

35 students are selected 
to present their research 

at the University 
Research Conference
How is the success of this 

intervention defined?

How is the opportunity 
promoted, specifically to 

students of colour?

!
1



Students understand 
the CURE and the 
expectations of 

their engagement.

Students feel supported 
to engage in the CURE

How would you 
evidence this?

How would you 
evidence this?



Students who engage in 
the CURE develop their 
skills and confidence in 

conducting research

Students who engage in 
the CURE develop their 
personal self-efficacy 

and ability to work 
in a team

How would you 
evidence this?

How would you 
evidence this?



Students who complete 
the CURE obtain end of 
year grades which are 
better or the same as 

those who did not 

Students are more 
likely to progress to highly 
skill employment or further 

research-based study

FIRST CLASS

How would you 
evidence this?

How would you 
evidence this?



The institutional 
research culture is a 
place where students 

of colour feel like 
they belong

Evidence of impact on 
the awarding gap 
secures positive 

regulatory feedback 
from OFS 

How would you 
evidence this?

What have you learnt 
and how will this benefit 

future students?









Inputs
Inputs are the funds, resources and time that go into the project that  
a team or organisation needs to be able to carry out it’s activities.

Activities
Activities to bring about change. The things that an organisation  
or project does or the way it chooses  to deliver a project day-to-day. 
Activities are within an organisation or project’s control.

Outputs
Outputs are the deliverables and milestones, products, services  
or facilities that result from activities. Often expressed quantitatively,  
for example, number of users and sessions.

Short Term Outcomes
Immediate changes in skills, attitudes, knowledge, awareness  
and motivation.

Medium Term Outcomes
Intermediate changes in behaviour, practice or systems, or the 
application of skills and knowledge.

Long Term Outcomes
:KHQ�\RXU�LQWHUYHQWLRQ�KDV�¿QLVKHG�ZKDW�VKRXOG�KDYH�FKDQJHG� 
in your participants, organisation or process?

Theory of Change Process

Change
Busters

Situation
2YHU�WKH�ODVW����PRQWKV��WKHUH�KDV�EHHQ�D�ZLGHQLQJ�RI�WKH�HWKQLFLW\�
DZDUGLQJ�JDS�DW�6XFFHVV�8QLYHUVLW\��7KH�LQVWLWXWLRQ�KDV�GHFLGHG�WR�
UHIUHVK�WKHLU�/HDUQLQJ�	�7HDFKLQJ�6WUDWHJ\�LQ�DQ�HIIRUW�WR�DGGUHVV� 
this problem. 

Aim
5HGXFH�LQHTXDOLWLHV�LQ�DWWDLQPHQW�RQ�FRXUVHV�ZLWK�D�JDS�RI�����RU�
PRUH�WKURXJK�WKH�LPSOHPHQWDWLRQ�RI�DQ�µKLJK�LPSDFW�SHGDJRJ\¶� 
WKDW�DOLJQV�ZLWK�WKH�UHIUHVKHG�/HDUQLQJ�	�7HDFKLQJ�6WUDWHJ\��([SORUH� 
WKH�RSSRUWXQLW\�WR�VFDOH�LI�VXFFHVVIXO�

Rationale
Success University needs to improve its student attainment and 
SURJUHVVLRQ�RXWFRPHV�IRU�DOO�VWXGHQWV�EXW�SDUWLFXODUO\�IRU�
underrepresented groups. This programme will help to meet regulatory 
.3,V�ZKLOVW�SURYLGLQJ�WDUJHWHG�VXSSRUW�IRU�VWXGHQWV�RI�FRORXU�

Evidence
(QJDJLQJ�LQ�D�FRXUVH�EDVHG�UHVHDUFK�H[SHULHQFH�FDQ�KDYH�D�SRVLWLYH�
LPSDFW�RQ�PLG�DQG�HQG�SRLQW�DWWDLQPHQW��S������DQG�FDQ�EH�D�SUHGLFWRU�
RI�KLJK�DWWDLQPHQW��,W�PD\�EHQH¿W�XQGHUUHSUHVHQWHG�JURXSV��S������ 
DQG�EH�EHQH¿FLDO�ZKHQ�DYDLODEOH�HDUO\�LQ�WKH�DFDGHPLF�MRXUQH\��S�������
7KHVH�H[SHULHQFHV�FDQ�DOVR�LQÀXHQFH�GHFLVLRQV�DERXW�UHVHDUFK�
FDUHHUV�DQG�IXUWKHU�UHVHDUFK�EDVHG�VWXG\��S������

Assumption
&RXUVH�EDVHG�UHVHDUFK�H[SHULHQFHV�KDYH�EHHQ�LGHQWL¿HG�DV�D�KLJK�
LPSDFW�SHGDJRJ\�WKDW�HQJDJHV�VWXGHQWV�LQ�DFWLYH�OHDUQLQJ�ZKLFK�
LQFUHDVHV�UHVHDUFK�NQRZOHGJH��WHFKQLTXHV�DQG�VNLOOV��DORQJVLGH�
FRQ¿GHQFH�DQG�SUREOHP�VROYLQJ��7KHUHIRUH��LW�LV�DVVXPHG�WKDW� 
UHVHDUFK�H[SHULHQFHV�DV�D�FRUH�SULQFLSOH�RI�D�UHIUHVKHG�/HDUQLQJ� 
	�7HDFKLQJ�VWUDWHJ\�ZLOO�UHGXFH�LQHTXDOLWLHV�LQ�DWWDLQPHQW�DQG� 
LPSURYH�SURJUHVVLRQ�RXWFRPHV�

Scenario 8QGHUJUDGXDWH�5HVHDUFK�([SHULHQFH

Change
Busters



ChangeBusters Team

Change
Busters

Credits
The design and delivery of this game emerged over a number  
�RI�PRQWKV��$�GHVLJQ�WHDP�IURP�ZLWKLQ�6KHI¿HOG�+DOODP�8QLYHUVLW\�� 
was assembled to utilise the collective expertise of designers  
 and evaluators. 

The content and scope of the game was led by members of the 
original literature review* team: Liz Austen Head  of Evaluation and 
Research��1DWKDQLHO�3LFNHULQJ��&DUROLQH�+HDWRQ�DQG�-LOO�'LFNLQVRQ�
Senior Lecturers in Research, Evaluation and Student Engagement. 
'HVLJQ�VHVVLRQV�ZHUH�IDFLOLWDWHG�E\�-DPHV�&RUD]]R��Teaching  and 
Learning Portfolio Lead – Art & Design��-DVRQ�5XIIHOO�DQG�6DP�6PLWK��
Learning Technology Advisors were also involved in the scoping of 
 digital designs. 

&DWLH�9DUOH\�DQG�6DUDK�*UDKDP��JUDGXDWHV�IURP�%$�+RQV��*UDSKLF�
 Design, were employed as designers leading the development  of the 
game design and packaging. 

Design sessions scoped potential users, product ideas, tensions  and 
challenges and alignment to the brief via a problem statement.  A Miro 
Board captured our emerging designs and decisions.

ChangeBusters Team


$XVWHQ��/L]��+RGJVRQ��5HEHFFD��+HDWRQ��&DUROLQH��3LFNHULQJ�1DWK-
DQLHO��'LFNLQVRQ��-LOO��������$FFHVV��UHWHQWLRQ��DWWDLQPHQW�� 
SURJUHVVLRQ�±�DQ�LQWHJUDWLYH�OLWHUDWXUH�UHYLHZ��$GYDQFH+(��DYDLODEOH�
at https://www.advance-he.ac.uk/news-and-views/access-reten-
tion- attainment-progression-integrative-literature-review

Change
Busters


