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FANTASTIC PLACES, UNHUMAN HUMA

An Online, Full Semester Literature Course For Brown University

Designed in collaboration by artist Matt Rockman, and Sententia Gamification Certified Journeymen
Brown University Professor of English Jim Egan and Instructional Designer Naomi Pariseault.

- 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 oredx

r Watchthe trailer here:
https://www.edx.org/course/fantastic-places

unhuman—humans—exnlorln(}humanltv-throuqh
literature



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

A Pedagogical
Challenge

OVERALL GAMIF " How to take a traditional
IC/"IOND[SIGNPRO"[SS Introduction to Literature
Part |: Learning Objectives course and transform it into
Part Il: Create an Epic Adventure an online challenge?
Part lll: Game Dynamics & Player Personas " How to engage students in a
Part IV: Design Learning Activities way they werenot
Part V: Add Game Design and Mechanics before?

Part VI: Tie It all Together - Visual Design,
Aesthetics, Testing
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PART I: LEARNING OB}
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ine measureable entify audience ine measureable . BEEE
business objectives learning objectives ‘ AU D I E N C E V I A
Easier for us this s
Brown Univeristy's time than maybe for  Part of our normal L EAR N E R

seven themes of other course design process - Aafetes
integrative projects decided todoin . SRR P E R S O N AS
scholarship ' question form and e os

call “missions”
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“Ambitious

High School Student” Highlights

Wants to change the world

Loves to be challenged

Interested in science, history, literature
Enjoys programming; challenges
patriarchy

Manages “to dos” from an app on phone

Valves fairness and ethical action

Needs to be challenged; stops task quickly
when not sufficiently challenged

Day is filled with activities; too much to doin
a single day; always overworked




PART II: CREATE AN EPIC
ADVENTURE

Create an engaging story - it
always starts with a humanoid and
a professor right?



The Process

r Transform a course into an
immersive experience
through story narrative

THE COURSE IS NOT A COURSE - X r Conduct audience analysis

STUDENTS STUDENTS! and create personas to
ARENOT pinpoint motivators
EVERY ELEMENT RELATES 1O > r Choose the most effective
THE STORY Y etere! game mechanics for what

you are designing

r Leverageprototypingand
playtesting to make design
decisions early in the
process.




COURSE Map
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BACKPACK TRANSMISSION READING QUESTS
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I VISUAL DESIGN AND AESTHETIC



VILLAGE OE EMBARKE

BACKPRCK READING CAFE
Due Wed & Fri

Now entering... the Village de Embarke

g ntroduce Yoursed! to Mind Quest
eate Your Avatar ~
Your Feliow Travelers Producing V' allzatso

oducing Visualizations
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Traveler's Guide Cr

CREATE YOUR OWN AVA]

95% of the students created and uploaded their avatar




LEARNING ACTIUITIES ~> TIED TO THE SToRY (LARNING RCTIUTES —> TIED T0 THE SToRY

THE BESTIARY

Learning Activities
Tied to the Story



f ASSIGNMENTS WERE
CALLEDUESTS

f STUDENTS COULD
CHOOSE THEIR QUESTS

[ USEOF UNLOCKS AND
LEVEL UPS TO
ENCOURAGE STUDENTS
TO TAKE A BIGGER RISK
0 TO CHOOSHEHE
UNCONVENTIONAL
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