Making an interactive language game: Assessment Rubric


Name:








Class:
Game title and location:


	Criteria
	Below expected level
	At expected level
	Above expected level

	LOTE: Communicating; Intercultural knowledge

	Choice of words and phrases for game content
	Several target words and phrases are not appropriate for player level. Some of the words and phrases chosen are relevant to the topic. 
	Target words and phrases are mostly appropriate for player level. A range of words and phrases from the topic have been chosen.
	Target words and phrases are all appropriate for player level. A good range of words and phrases from the topic have been chosen. 

	Knowledge about people/ life/ places in the target culture
	A few of the target words and phrases reflect some cultural knowledge.
	Most of the target words and phrases reflect cultural knowledge.
	All words and phrases are culturally appropriate.

	Pronunciation and intonation in voice recordings
	Some words and phrases were pronounced correctly. 
	Most words and phrases were pronounced correctly.

Intonation and expression was appropriate.
	All words and phrases were pronounced correctly, with very good intonation and expression.

	Choice of characters and punctuation
	Some characters chosen are appropriate. Some sentences were correctly punctuated.
	Most characters chosen are appropriate. Most sentences were correctly punctuated.
	Characters chosen are appropriate. Sentences were correctly punctuated.

	Spelling, accents and punctuation
	There are several spelling and punctuation errors.
	There are a few spelling and punctuation errors.
	There are no spelling and punctuation errors.

	Grammar and word order
	Some target words and phrases are grammatically correct. There are some errors in sentence structure and word order.
	Most target words and phrases are grammatically correct, with mainly correct sentence structure and word order.
	The target words and phrases are grammatically correct, with correct sentence structure and word order.

	ICT: ICT for creating     

	Choice of game type and content for purpose and audience
	The game type is not the best choice for the language learning purpose. Some clues are appropriate for audience. Several images used are not appropriate for the game purpose. Voice recordings are not appropriate for the game purpose. Some clues or answers are ambiguous or unsuitable.
	The game type and clues are appropriate for the language learning purpose. Most images used are appropriate for the game purpose. Most voice recordings are appropriate for the game purpose. Most clues are suitable for the language purpose of the game.
	The game type is appropriate for the language learning purpose. The images chosen are suitable for the game purpose. Voice recordings are appropriate for the game purpose. Clues and answers are unambiguous and suitable for the purpose and audience of the game.

	Skills and functions used to process different data types 
	Voice recordings were created with assistance. 
	Voice recordings were created correctly, sometimes with assistance. 
	Voice recordings were created correctly. 



	
	Assistance was needed to locate and save images files for later use in the game.
	Images were located and saved for later use in the game. 
	Images were located without difficulty and saved for later use in the game. 

Where necessary, image files were successfully converted to JPEGs and sound files to WAVs or MP3s. 

	
	With assistance, images and sound files were correctly inserted into the game. 
	The Browse function was correctly used, and images and sound files correctly inserted into the game. 
	The Browse function was correctly used, and images and sound files correctly inserted into the game. 



	
	Assistance was required to use software for entering characters or non-Roman script.
	An IME was used correctly to enter characters or non-Roman script.


	An IME was used correctly to enter characters or non-Roman script.



	
	Some instructions were followed
	Instructions and help files were usually followed.
	Instructions and help files were followed.

	File management
	With assistance, some files used in the game were appropriately named and saved in the correct folders.

With assistance, files were usually located, copied and shared appropriately.
	Most files used in the game were appropriately named and saved in the correct folders.

With assistance, files were usually located, copied and shared appropriately.
	All files used in the game were appropriately named and saved in the correct folders.

All files were located, copied and shared appropriately.

	Game accuracy and formatting
	Several errors are present in the game. 
	The game was tested and checked for errors. Most errors were corrected. 
	The game was tested and checked for errors. Errors were corrected. 

	Thinking Processes: Creativity

	Use of creative thinking strategies in the game-making challenge
	Little evidence of prior thinking about the content and type of game. 
	Evidence of prior thinking about the type, content and clues of the game. Student can indicate where decisions were made about game content. 
	Evidence of creative thinking about the type, content and clues of game. Student can explain and justify choices made in terms of suitability for audience and purpose.

	Personal Learning: Managing personal learning

	Use of time and resources to plan, create and test the game
	The game planner was not used effectively. 

Time was not allocated appropriately for making and testing.
	The game planner was used. Some notes about language content were made. 

Time was allocated for making and testing the game.
	The game planner was used effectively. Notes and textbooks were consulted when planning game content. Files were prepared in advance where necessary.

Time was allocated appropriately for making and testing the game.

	Interpersonal Development: Working in teams

	Team skills
	Team members did not always share equally the tasks involved in planning, making and testing the game. Team members were mostly co-operative.
	There was some discussion about game type and content.

Team members shared the tasks involved in making the game, and worked together to overcome any difficulties. Team members were co-operative.
	There was shared discussion about game type and content.

Team members shared equally the tasks involved in making the game, and worked together to overcome any difficulties. Team members were co-operative and supportive of each other.
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