
FANTASTIC PLACES, UNHUMAN HUMANS

- A PUBLICATION OF SENTENTIA GAMIFICATION-



On the Leading Edge of 
Gamification Design in Higher 
Education

ʳ What can the grotesque, monstrous, and even alien 
creatures found lurking in an extraordinary range of 
literature across many centuries reveal about the 
different ways humans have imagined what it 
means to be human?

ʳ This is the first online introductory humanities 
course to be gamified at an American university or 
at Coursera or Edx. 

ʳ Watchthe trailer here:  
https://www.edx.org/course/fantastic-places-
unhuman-humans-exploring-humanity-through-
literature
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https://www.edx.org/course/fantastic-places-unhuman-humans-exploring-humanity-through-literature


A Pedagogical 
Challenge

ʳ How to take a traditional 

Introduction to Literature 

course and transform it into 

an online challenge?

ʳ How to engage students in a 

way they werenõt engaged 

before?
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START WITH THE 
OBJECTIVES

IDENTIFY THE 
AUDIENCE VIA 
LEARNER 
PERSONAS
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The Process

ʳ Transform a course into an 

immersive experience 

through story narrative

ʳ Conduct audience analysis 

and create personas to 

pinpoint motivators

ʳ Choose the most effective 

game mechanics for what 

you are designing

ʳ Leverage prototyping and 

playtesting to make design 

decisions early in the 

process. 
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VISUAL DESIGN AND AESTHETICS
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CREATE YOUR OWN AVATAR

95% of the students created and uploaded their avatar



Learning Activities 
Tied to the Story
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�ƒ ASSIGNMENTS WERE 

CALLED QUESTS

�ƒ STUDENTS COULD 

CHOOSE THEIR QUESTS

�ƒ USE OF UNLOCKS AND 

LEVEL UPS TO 

ENCOURAGE STUDENTS 

TO TAKE A BIGGER RISK 

ðTO CHOOSE THE 

UNCONVENTIONAL
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