Courtyard Presentation Rubric


	
	Below Standard
75 >
	Approaching Standard
75-85
	At Standard
85-100

	Launching the Project

Explanation of  Design
	•
may just “follow directions” without considering the needs and interests of the students and campus.

•   Does not present ideas and finding clearly such that audience cannot follow along
	•
understands the basic purpose for courtyard design but does not thoroughly consider the needs and interests of the students and campus

•
presents design and material in a way that is not always clear and is sometimes hard to follow
	• Addresses issues such as “Who needs this? Why is it important?”

•
develops insight about the particular needs and interests of the campus 
•
presents information, findings, arguments and supporting evidence clearly, concisely, and logically; audience can easily follow the line of reasoning

	Identify Sources of Information
And Organization
	•
uses only typical sources of information (website, book, article)

•
Does not include introduction or conclusion

•
Uses time poorly; presentation is too long or too short
	•
finds one or two sources of information that are not typical

•
has an introduction and conclusion, but they are not clear or interesting

•
generally times presentation well, but may spend too much or too little time on a topic
	•
in addition to typical sources, finds unusual ways or places to get information (adult expert, community member, business or organization, literature)

•
meets all requirements for what should be included in the presentation
•
organizes time well; no part of the presentation is too short or too long

	Generate and Select Ideas
	•
stays within existing frameworks; does not use idea-generating techniques to develop new ideas for product(s)

•
selects one idea without evaluating the quality of ideas
	•
meets most requirements for what should be included in the presentation

•
evaluates ideas, but not thoroughly before selecting one

•
shows some imagination when shaping ideas into a design, but may stay within conventional boundaries
	•
carefully evaluates the quality of ideas and selects the best one to shape into a design
•
asks new questions, takes different perspectives to elaborate and improve on the selected idea 

•
uses ingenuity and imagination, going outside conventional boundaries, when shaping ideas into a product 

	Present Work to 
Users/Target Audience
	•
presents ideas and products in typical ways (text-heavy PowerPoint slides, recitation of notes, no interactive features)
•
does not look at audience; only reads notes or slides
•
wears clothing inappropriate for occasion

•
mumbles or speaks too quickly or slowly

•
speaks too softly to be understood

•
frequently uses “filler” words (“uh, um, so, and, like, etc.”)
	•
adds some interesting touches to presentation media 

•
attempts to include elements in presentation that make it more lively and engaging
•
makes infrequent eye contact; reads notes or slides most of the time

•
shows some poise and confidence, (only a little fidgeting or nervous movement) 

•
makes some attempt to wear clothing appropriate for the occasion
	•
creates visually exciting presentation media

•
includes elements in presentation that are especially fun, lively, engaging, or powerful to the particular audience
•
answers audience questions clearly and completely
•
speaks clearly; not too quickly or slowly

•
speaks loudly enough for everyone to hear; changes tone and pace to maintain interest

	
	Below Standard
	Approaching Standard
	At Standard

	Originality
	•
relies on existing models, ideas, or directions; it is not new or unique

•
follows rules and conventions; uses materials and ideas in typical ways
	•
has some new ideas or improvements, but some ideas are predictable or conventional


	•
is new, unique, surprising; shows a personal touch

•
use common materials or ideas in new, clever and surprising ways

	Value
	•
design is not useful or valuable to the campus
•
would not work in the real world; impractical or unfeasible
	•
is useful and valuable to some extent; considers the wants and needs of fellow students
•
unclear if design would be practical or feasible 
	•
is seen as useful and valuable; it meets the needs of the students and campus
•
is practical, feasible 

	Style
	•
is safe, ordinary, made in a conventional style

•
has several elements that do not fit together; it is a mish-mash
•
Not all team members participate; only one or two speak
	•
has some interesting touches, but lacks a distinct style
•
Group does not incorporate audio/visual aids well into presentation
•
All team members participate, but not equally
	•
design is well-crafted, striking, designed with a distinct style but still appropriate for the campus and student use
•
All team members participate for about the same length of time

•
All team members are able to answer questions about the topic as a whole, not just their part of it


