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• 13 departments

• 25.000 students

• 350 professors

• focus on engineering 

and natural sciences
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Agenda:
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1 Challenges

Benefits of 360°Environments

TUDa Campus Quests
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WHAT´S THE PROBLEM
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K E Y  I S S U E  

Media & Learning 2026 - Campus Quest: Gamified 360°exploration as an innovative format for online self-assessments for study orientation/ Christian Hoppe / Markus Weber / TU Darmstadt / Germany

g
e

n
e

ra
te

t 
w

it
h

 N
a
n

o
 B

a
n

a
n

a
 2



• Wide range of options

• Not really sure what you want to do

• Abstract Module Descriptions

• Lack of a realistic understanding of what 

university is like

CHALLENGES

C H O O S I N G  T H E  R I G H T  S T U D Y  P R O G R A M M E :  A  C H A L L E N G E
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• Helping students find the right study program

• A mix of informational texts, videos, and assessment 

questions

WHAT ARE OSA 
USED FOR?

O N L I N E  S E L F  A S S E S S M E N T S  ( O S A )  A S  A  S U P P O R T  T O O L
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• What is it like to study at the TU?

• What is the program like?

• What do the facilities look like? 

What are possibilities, build upon the existing 

components of the OSA, to foster a greater sense of 

identification?

WHAT IS OFTEN 
MISSING? THE 
EMOTIONAL SIDE
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O N L I N E  S E L F  A S S E S S M E N T S  ( O S A )  A S  A  S U P P O R T  T O O L
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INTERACTIVE & GAMIFIED 
360°TOURS

O U R  S O L U T I O N
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• Photorealistic image of the surroundings

MAIN BENEFITS

B E N E F I T S  O F  3 6 0°  T E C H N O L O G Y
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• Photorealistic image of the surroundings

• allows access to restricted areas

MAIN BENEFITS

B E N E F I T S  O F  3 6 0°  T E C H N O L O G Y
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• Photorealistic image of the surroundings

• allows access to restricted areas

• close to the primary experience

MAIN BENEFITS

B E N E F I T S  O F  3 6 0°  T E C H N O L O G Y

24.06.2026 12Media & Learning 2026 - Campus Quest: Gamified 360°exploration as an innovative format for online self-assessments for study orientation/ Christian Hoppe / Markus Weber / TU Darmstadt / Germany



• Photorealistic image of the surroundings

• allows access to restricted areas

• close to the primary experience

• Panoramas can be expanded through interactions 

(videos, audio, h5P content, 3D objects)

• Gamification to boost motivation to learn

MAIN BENEFITS

B E N E F I T S  O F  3 6 0°  T E C H N O L O G Y
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• Photorealistic image of the surroundings

• allows access to restricted areas

• close to the primary experience

• Panoramas can be expanded through interactions 

(videos, audio, h5P content, 3D objects)

• Gamification to boost motivation to learn

• Immersive experience (usable on VR headsets, 

PCs or mobile devices)

MAIN BENEFITS

B E N E F I T S  O F  3 6 0°  T E C H N O L O G Y

24.06.2026 14Media & Learning 2026 - Campus Quest: Gamified 360°exploration as an innovative format for online self-assessments for study orientation/ Christian Hoppe / Markus Weber / TU Darmstadt / Germany



• Photorealistic image of the surroundings

• allows access to restricted areas

• close to the primary experience

• Panoramas can be expanded through interactions 

(videos, audio, h5P content, 3D objects)

• Gamification to boost motivation to learn

• Immersive experience (usable on VR headsets, 

PCs or mobile devices)

• Easy to produce

MAIN BENEFITS

B E N E F I T S  O F  3 6 0°  T E C H N O L O G Y
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• Built on 360° technology

• Spaces become interactive teaching and 

learning scenarios

• Connects what you learn with real places at 

TU Darmstadt.

• Quest character instead of an exam 

atmosphere

• Gamified

(Storytelling, Riddle Logic, Embedded Tasks, 

Reward System)

TRANSFER TO 
TUDA CQ

I M P L E M E N T I N G  3 6 0° T E C H N O L O G Y  I N  T U D A C A M P U S  Q U E S T S

24.06.2026 16Media & Learning 2026 - Campus Quest: Gamified 360°exploration as an innovative format for online self-assessments for study orientation/ Christian Hoppe / Markus Weber / TU Darmstadt / Germany



OVERVIEW OF THE 
TUDA CAMPUS QUEST
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N A R R A T I V E  S T R U C T U R E
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• Experience a day in your chosen department

• Explore lectures, labs, and study centers

• Solve subject-specific puzzles and challenges

THE STORY
THE TASK

N A R R A T I V E  S T R U C T U R E
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• linear narrative structure 

• Moderate to easy difficulty level 

• "No-fail" design / Failure is not an option 

• Focus on motivating interactions 

• Playtime: 30 – 45 minutes max. 

DESIGN 
PARAMETERS

N A R R A T I V E  S T R U C T U R E
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DESIGN PARAMETER
generatet with Nano Banana 2
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N A R R A T I V E  S T R U C T U R E

21



• Experiment-based "Lecture"

• High interactivity (e.g., interactive videos, 

quizzes, H5P)

LOCATION: 
LECTURE HALL

N A R R A T I V E  S T R U C T U R E
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• Carrying out the experiment

• Engagement via quiz cards and H5P modules

• Avatar assistance available when required

AT THE LAB

N A R R A T I V E  S T R U C T U R E
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EXAMPLES
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I N S I G H T S
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I N S I G H T S  T U D A  C A M P U S  Q U E S T  
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1. iMooX – Free online introductory course 

Kameravergleich
Username: 360 / Password: gopro_insta

2. Startseite TUDa Campus Quest

3. TUDa Campus Quest - Mechanical Engineering

4. TUDa Campus Quest - Materials Science

5. Paper zur Infografik für 360° Touren 

6. Immersive Laborreise (special Project)

7. Projectwebsite (fuels) der TU Darmstadt 

8. Future Learning Design

LINKS 
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THANK YOU

6  |  A B S C H L U S S
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Christian Hoppe

Mail: christian.hoppe@tu.darmstadt.de

Markus Weber 

E-Learning Arbeitsgruppe TU Darmstadt

Mail: markus.weber@tu-darmstadt.de
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