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Agenda

Who am I?

What is Gradecraft?

How did I leverage Gradecraft?

----------------------------------------------------------------------------------------------

What does an assignment look like in Gradecraft?

How do I transform an existing assignment into Gradecraft?

-----------------------------------------------------------------------------------------------

Where can I learn more?
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• New Paltz for the opportunity





Who am I?

My background

What I teach



Brief bio

2007 

MFA

Fairbanks, AK

2010 

Adjunct

Chicago, IL

2013 

Instructor

The Netherlands, 
EU

2016

Playcrafting

San Francisco, CA

2017

Adjunct

Troy, NY

06



What I teach

Writing 21st Century Skills Unity3D



Who am I? What I teach

21st Century 
Skills

Unity3DWriting



What is Gradecraft?
Learning Management Software 



Point planners

Student & class 
analytics

Per assignment 
rubrics

Unlock and gating 
mechanisms

Badges

Leveling System

Leaderboards
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Why use Gradecraft?

21st Century Skills Design Thinking



✓Critical Thinking

✓Leadership

✓Entrepreneurship

✓Flexibility

✓Multiliteracy



Design Thinking

Design with, 

not for



What do 
students 
think?

Midterm 
Feedback

Last class 
Feedback



What was your experience like with Gradecraft?

     
    

         
     



What were 
the classes? 
Fall 2018

Introduction to Creative Writing 

(2 sessions)

Writing for Critical Inquiry 

(1 session)

First-Year Writing & Research 

(2 sessions)

3D Interactive Storytelling

(1 session)



Classes 
cont.

12 – 20 students per class

Mostly Freshman / Sophomore

Public and private Schools

Survey courses

Skills oriented

Process oriented



How did I 
implement 
it?

Pathways

Self-Planning



Pathways

Pathways

• In-Class Unity3D Basics

• Artist

• Programmer

• Level Designer

• Game Designer

• Academic 

• Sound Engineer

• Tutorials

• Creator

3D Interactive Storytelling







Self-
Planning

‘Pathways’

• Artist

• Programmer

• Level Designer

• Game Designer

• Academic 

• Sound Engineer

• Tutorials

• Creator

• [insert snapshot]

3D Interactive Storytelling: Game Development



Self-
planning 

‘Pathways’

3D Interactive Storytelling: Game Development



Self-
planning

‘Pathways’

3D Interactive Storytelling: Game Development



How was it 
implemented
?

STUDENTS PLANNED 
THEIR OWN GOALS

COMMON THREAD 
THROUGH THE 

COURSE

GATED GRADES 
BEHIND MAJOR 
ASSIGNMENTS



(breathe)





Imagining an 
Assignment



Imagining an Assignment

• How would you imagine your existing assignment(s) as a pathway?



Imagining an Assignment

• Share with BFF’s.



An Example

• (if internet works, use actual system)

• (if internet doesn’t work, use pictures)



Questions?



Further Reading

• https://drive.google.com/drive/folders/1VqdOvyzNVpvGA5HRbCbWP
2SduGwoWNq8?usp=sharing

• https://bit.ly/2WMau8a

https://drive.google.com/drive/folders/1VqdOvyzNVpvGA5HRbCbWP2SduGwoWNq8?usp=sharing
https://bit.ly/2WMau8a
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