EDER 679.17
Prototype  Rubric
2008
For:​​​​​​​​​​​​​​​​​​​​​​​​​​___________________________________________________________

Project: [COTS / Custom]:​​​​​​​​​​​​​​​​​​​​​​​​​​​​​​​​​​__________________________________________________


	Prototype
	Exceeds Requirements [5-4]
	Meets Requirements [3-2]
	Doesn’t meet requirements. [1-0]
	Mark

	Overall impression
	Impressive.
	Complete. Few to no gaps, glitches or flaws.
	Major gaps or flaws
	/ 5

	Format of prototype representation.
	Excellent look & feel. Easy to see what the final product will be.
	Can conceptualize the finished game from the representation shown. 
	Confusing. Appears incomplete.
	/ 5

	Completeness of prototype.
	Goes beyond one sample, or storyboard. Looks like it could be handed to a development team to implement.
	Detailed sample of a larger instructional project, or one segment of the custom game. Provides at least one detailed example or experience (including initial orientation, guidance, activity, instruction, and assessment) from which other aspects of the larger project could be patterned and developed.
	Sketchy. Partial. Gaps and omissions not justified or explained.
	/ 5

	Effective use of skill sets / group members.
	Made exceptional use of the skills and expertise of the members.
	Used skills of group members.
	Did not take member skills into account in design.
	/ 5

	Informed Design
	Incorporated ideas drawn from readings. Formed connections and bridges not obvious from the readings.
	Incorporated concepts and ideas gained from readings and discussions.
	Did not tie readings to design.
	/ 5

	Deliberate Design
	Game elements support pedagogical elements in multiple ways. 
	Choice of genre / application matched to setting and objectives.
	Poor match.
	/ 5

	Instructional objectives
	Game connects with objectives in unique and exemplary ways.
	Game actions tied to instructional objectives. Rationale and justification for how the game will facilitate meeting the stated objectives
	Few clear objectives listed or explained.
	/ 5

	Implementation plan:
	Practical. Doable. Creative. Inventive.
	Outline of plan to proceed from the current prototype to completion (timelines, personnel requirements, funding, integration & adoption).
	Looks like it would require considerable revision or reorganization to be implementable.
	/ 5

	Intended delivery mode: tech. & time requirements, mode (online, local net, CD),
	Highly realistic & doable.
	Clear, practical.
	Sketchy or non-existent.
	/ 5

	Assessment plan: how will you determine if, and to what extent, the objectives have been met.
	Provides samples. Clear & irrefutable connection between objectives, game activities & assessment.
	Well laid out. Justified. Ties assessment to objectives. Assessments will serve to demonstrate effectiveness of intervention.
	Unimaginative. Relies heavily on traditional tests. Misses the mark: difficult to see how assessment will measure effectiveness of intervention.
	/ 5


	Total 
	/50
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Date:______________________

Signed:____________________________


