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INITIAL HYPOTHESIS 

 

The Game of Teaching Excellence 

 

Overview 

 

In this game based on the Teaching Excellence Framework (TEF), players seek to construct 

the perfect set of metrics and provider submission in order to achieve a Gold rating in the 

TEF assessment. Players may make use of actions to aid their own efforts or sabotage their 

opponents, whilst recruiting significant characters to improve their performance.  

 

 

Winning the Game 

 

The winner is the first player to reach 15 Victory Points, at which point the game 

immediately ends. If two or more players simultaneously reach or exceed 15 Victory Points, 

the winner is the player with the most Victory Points – or, if two or more players have the 

same number of Victory Points, the game is a tie. 

 

The principal way of earning Victory Points is by performing well in assessment rounds. 

Victory Points can also be gained by collecting noteworthy documents and press articles or 

by having characters promoted. 

 

 

Players 

 

2-5 players. 

 

 

Preparation 

 

 

 

The deck of cards should be thoroughly shuffled and placed in the centre of the table. Each 

player then draws 5 cards. The first player is chosen randomly. 

 

 

Playing the Game 

 

Starting with the first player, play proceeds clockwise, with each player taking a turn 

sequentially. On a player’s turn, each player: 

- Must draw 1 card 

- May, in any order: 

o Play up to 2 cards (of any type). 

o Use a Character Action1 

- If the player has more than 7 cards in hand, discard down to 7 cards. 

 

                                                           
1 Alternatively, instead of using a Character Action the player may use the Action on their Starting Card. 
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The only restriction is that a player may not use the same Action more than once in the same 

round, regardless of whether that Action derives from an Action card or from a Character 

Action – for example, one may not carry out two Assessments. 

 

 

How to play cards 

 

Each player should consider the playing space immediately before them to be their playing 

area. All cards other than Action cards are played into specific places in the playing area 

according to the diagram below and the indicators on the relevant metrics cards. Cards in the 

playing area are considered to be ‘in play’. 

 
 

 

All cards may be played into either your playing area or another player’s playing area. 

Therefore you can hinder an opposing player by giving them negatively flagged metrics or a 

weak provider submission.  

 

If an Assessment card is played in a space where there is already a card – for example, a Non-

continuation Metric card in a playing area that already has a Non-continuation Metric card, or 

a Submission card in a playing area that already has a Submission card – then the first is 

placed in the discard pile and replaced by the new card. 

 

A player may have any number of Character cards and Victory cards in play.  

 

Action cards 

When an Action card is played, the player immediately: 

- Draws a card. 

- Carries out the action on the card. 

- Places the Action card in the discard pile. 
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Character cards2 

A Character card is placed by playing it into the Character and Victory Cards area of the play 

area. Note that playing a Character card with an Action does not activate the Action on it. 

 

Character cards with Actions may be in one of two states: untapped (vertical) or tapped 

(horizontal). Character cards are played untapped. 

 

On each turn, a player may use a Character Action. A Character Action consists of either: 

- Tapping an untapped Character card with an Action on it and carrying out the Action. 

- Untapping a tapped Character card. 

 

Note that a player does not draw a card either when playing a Character card or when using 

the action on it. 

 

 

Assessment rounds 

 

A player may not trigger an assessment round unless they have a complete set of metrics (i.e. 

all six metrics). 

 

Whenever an assessment round is triggered, each player must calculate their TEF rating. This 

is done as follows3: 

1. Calculate the Initial Hypothesis based on metrics: 

a. 3 or more cards with positive flags and no negative flags: Gold 

b. 2 or more cards with negative flags: Bronze 

c. All other scenarios: Silver 

 

Note that ++ and + cards are identical in game-play terms, as are – and -- cards. 

 

2. Adjust the Initial Hypothesis based on splits and provider submission: 

 Strong 

submission 

Weak 

submission 

No submission card played 

(‘average submission’) 

Positive splits Move up two No change Move up one 

Negative splits No change Move down two Move down one 

No splits card played 

(‘average splits’) 

Move up one Move down one No change 

 ‘Move up’ means move up from Bronze to Silver or from Silver to Gold. 

‘Move down’ means move down from Silver to Bronze or from Gold to Silver. 

 

If a player has fewer than six metrics, they instead receive a Provisional Award, regardless of 

any splits or submission cards. 

 

Scoring an assessment round 

Victory points are awarded as follows: 

- Gold:  3 victory points 

- Silver:  2 victory points 

                                                           
2 The Starting Card is treated as a Character Card for the purposes of this section. Its Action may be used 
whenever a Character Card action could be used and is tapped and untapped like a Character Card. 
3 Note that this formula is based on the formula used in the 2016-17 Assessment Round (‘TEF Year Two’). 
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- Bronze: 1 victory point 

- Provisional: 0 victory point 

- Player was the one to initiate the assessment round:  1 additional victory point 

- Player has HEFCE Project Manager in play:  1 additional victory point 

 

 

 

 

Information about specific cards and clarificatory information 

 

- If the Promote Action is used, the targeted Character is removed from play and placed 

on the discard pile. The player who controlled the Character (which may or may not 

be the same as the player who took the Action) receives 1 victory point. 

 

- The Metrics Expertise Action effectively swaps two Metrics cards of the same type. 

However, its wording means that it may be used to ‘swap’ a card with an empty 

space. 

 

- A player can use the Action on a Character card on the same turn it is played.  

 

- The two additional actions granted by the TEF Policy Manager may be used to either 

play Action cards or to use Character Actions. This may result in a Character being 

tapped and untapped in the same turn. However, the restriction on using the same 

Action twice in a turn still applies. 

 

- If the Consultation Action card is played the player draws a total of 3 cards: two from 

the action and one from playing an Action card. 

 

- There is no limit to the number of players who can get each TEF rating in an 

Assessment Round. 

 

- The HEFCE Programme Manager grants an additional victory point each Assessment 

Round even if the player only receives a Provisional Award. 

 

- Victory cards and Character cards that affect Victory Points must be in play to count 

towards a player’s score. The card themselves is what grants the points: if the card is 

lost or taken by another player, so are the points. 

 

- A player’s Starting Card may never be taken, swapped or otherwise removed. 
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