
Assignment 1: Needfinding  
 
 

Category Unsatisfactory Bare minimum Satisfactory 
effort & 
performance 

Above & 
Beyond  

Observations 0: No 
observations 
or completely 
irrelevant 
observations. 

1: The student 
observed only 
one person 
and/or the 
student 
observed an 
activity 
unrelated to the 
brief. 

3: The student 
observed only 
two people 
and/or the 
student 
observed an 
activity that 
would be better 
related to 
another brief. 

5: The student 
observed three 
people in an 
activity clearly 
related to the 
brief. 

Quality of 
Observations 

0: No 
observations 
or completely 
irrelevant 
observations. 

1: The student's 
observations 
did not 
demonstrate a 
breakdown or a 
design 
opportunity 
that was 
relevant. 

3: The student's 
observations 
somewhat 
demonstrated a 
breakdown or 
design 
opportunity, 
but they were 
only somewhat 
relevant, were 
communicated 
poorly, or left 
major questions 
unanswered. 

5: The student's 
observations 
clearly 
demonstrated a 
breakdown or 
design 
opportunity. 
The 
descriptions 
were well 
written, 
informative, 
and 
comprehensive. 

Photos/Sketches 0: The student 
did not submit 
photos and 
captions 
related to each 
described 
observation, 
or submitted 
photos that 
were clearly 
not taken as 
part of the 

1: The student 
submitted no 
relevant 
photos/sketches 
submitted that 
demonstrate a 
breakdown or 
design 
opportunity. 

3: The student 
submitted two 
relevant 
photos/sketches 
that 
demonstrate a 
breakdown or 
design 
opportunity. 

5: The student 
submitted three 
relevant 
photos/sketches 
that 
demonstrate a 
breakdown or 
design 
opportunity. 



actual 
observation 
(e.g. stock 
photos). 

Ideas for User 
Needs 

0: The student 
did not come 
up with ideas 
for user needs 
or gave an 
irrelevant 
answer. 

1: The student 
came up with 1 
- 7 ideas for 
user needs. 

3: The student 
came up with 8 
- 14 ideas for 
user needs. 

5: The student 
came up with 
15+ ideas for 
user needs. 

Quality of Ideas 
for User Needs 

0: The student 
did not come 
up with ideas 
or gave an 
irrelevant 
answers. 

1: Most of the 
ideas the 
student came 
up with were 
irrelevant, 
repeated, or 
obvious (didn't 
require 
observation). 

3: Most of the 
student's ideas 
were insightful; 
Only a few 
seemed 
irrelevant, 
repeated, or 
obvious. 

5: All of the 
ideas were 
insightful. Each 
idea could 
become the 
basis for a 
design project. 

 
 
Assignment 2: Storyboarding 
 
 

Category Unsatisfactory Bare minimum Satisfactory 
effort and 
performance 

Above & Beyond 

Inspirations 0: The student 
did not come 
up with 
inspirations or 
gave an 
irrelevant 
answers. 

1: The student 
found 1 - 2 
inspirations. 

3: The student 
found 3 - 4 
inspirations. 

5: The student 
found 5+ 
inspirations. 

Quality of 
Inspirations 

0: The student 
did not come 
up with 
inspirations or 
gave an 

1: The 
inspirations 
had no 
explanations. 

3: The 
inspirations were 
obvious (didn't 
require 
observation) 

5: The 
inspirations were 
diverse and had 
insightful 
explanations. 



irrelevant 
answers. 

and/or the 
explanations 
were vague and 
confusing (it 
would be hard to 
implement a 
solution based 
on them). 

Point of 
view 

0: No point of 
view or 
irrelevant point 
of view. 

1: The point of 
view does not 
express a 
problem or 
opportunity, 
does not create 
requirements 
for a solution, 
or does not 
relate to the 
design brief. 

3: The point of 
view relates to 
the brief and the 
problem and 
solution are 
clearly stated, 
but the solution 
requirement is 
too general (any 
solution meets 
the requirement) 
or is too specific 
(allows for only 
one solution). 

5: The point of 
view relates to 
the brief and the 
problem and 
solution are 
clearly stated; the 
requirement 
allows for focus 
without being too 
constraining. 

Storyboard 
#1 

0: The student 
did not submit 
a storyboard. 

1: The 
storyboard is 
hard to follow 
or does not 
address the 
problems and 
solution 
requirements 
identified in 
the point of 
view. . 

3: The 
storyboard 
reasonably 
addresses the 
problems 
identified in the 
point of view, 
but a reader may 
have lingering 
questions about 
the situation 
depicted. 

5: The storyboard 
is easy to follow. 
Someone else 
could come up 
with a distinct 
prototype that 
would 
correspond with 
the point of view 
just from looking 
at the storyboard. 

Storyboard 
#2 

0: The student 
did not submit 
a second 
storyboard. 

1: The 
storyboard is 
hard to follow 
and does not 
address the 
problems and 
solution 
requirements 
identified in 

3: The 
storyboard 
reasonably 
addresses the 
problems 
identified in the 
point of view, 
but a reader may 
have lingering 

5: The storyboard 
is easy to follow. 
Someone else 
could come up 
with a distinct 
prototype that 
would 
correspond with 
the point of view 



the point of 
view. 

questions about 
the situation 
depicted and/or 
it does not 
diverge and 
represent a 
different 
solution from the 
first storyboard. 

just from looking 
at the storyboard. 
It clearly 
diverges and 
represents a 
different solution 
from the first 
storyboard. 

 
 
Assignment 3: Prototyping 
 
 

Category Unsatisfactory Bare 
minimum 

Satisfactory effort 
and performance 

Above & Beyond 

Wireframe 
Prototype 
#1 

0: No 
prototype or 
completely 
irrelevant 
prototype. 

1: The 
prototype is 
not 
interactive or 
interactions 
are broken, 
and there is 
no defined 
purpose for 
many 
elements in 
the 
prototype. 

3: The prototype is 
mostly complete, 
although there are 
some functions 
that are not yet 
interactive, some 
elements have no 
defined purpose, 
and it can be 
difficult to know 
how to use certain 
parts of the 
prototype. 

5: The prototype 
has enough detail 
that the user can 
see all of the 
interactions, 
understand how 
they work, and a 
programmer could 
use the prototype 
to create a 
functional 
application with a 
defined flow. 

Wireframe 
Prototype 
#2 

0: No second 
prototype or 
completely 
irrelevant 
prototype. 

1: The 
prototype is 
not 
interactive or 
interactions 
are broken, 
and there is 
no defined 
purpose for 
many 
elements in 
the 
prototype. 

3: The prototype is 
mostly complete, 
although there are 
some functions 
that are not yet 
interactive, some 
elements have no 
defined purpose, 
and it can be 
difficult to know 
how to use certain 
parts of the 
prototype, and/or it 

5: The prototype 
has enough detail 
that the user can 
see all of the 
interactions, 
understand how 
they work, and a 
programmer could 
use the prototype 
to create a 
functional 
application with a 
defined flow. The 



does not diverges 
from the first 
prototype and 
explore different 
interfaces 
implementing the 
same idea. 

prototype clearly 
diverges from the 
first prototype and 
explores different 
interfaces 
implementing the 
same idea. 

 
 
Assignment 4: Start Building  
 
 

Category Unsatisfactory Bare minimum Satisfactory 
effort & 
performance 

Above & 
Beyond 

List of 
Changes 

0: No changes 
or completely 
irrelevant 
changes. 

1: The student 
only identified 
a few changes 
from the 
heuristic 
evaluation 
feedback and a 
large amount of 
feedback is 
ignored in the 
new prototype; 
the new 
prototype has 
some HE 
violations. 

3: The student 
made many of 
the simpler 
suggestion 
changes, but 
some of the 
more complex or 
difficult issues 
were not 
addressed; the 
new prototype 
does not have 
any obvious HE 
violations. 

5: The student 
made several 
insightful and 
specific changes 
based on the 
heuristic 
evaluation 
feedback. It is 
hard to find any 
HE violations at 
all in the new 
prototype. 

Development 
Plan 

0: No 
development 
plan or 
completely 
irrelevant plan. 

1: The 
development 
plan does not 
address every 
step of 
development 
and does not 
create clear 
actionable 
tasks. 

3: The 
development 
plan has several 
reasonable steps 
for development, 
but they are not 
clearly defined 
or do not cover 
all aspects of 
development. 

5: The 
development 
plan has many 
distinct, logical 
steps that give a 
clear path for 
development. 

Deadlines 0: No 1: The timeline 3: The timeline 5: The timeline 



deadlines or 
completely 
irrelevant 
deadlines. 

seems 
haphazard and 
the deadlines 
are obviously 
impossible to 
follow. 

is well-
organized and 
mostly doable, 
although a few 
of the deadlines 
seem idealistic 
or unreasonable. 

is well-
organized, has 
feasible 
deadlines, and 
takes into 
account time for 
unforeseen 
issues. 

Navigational 
Skeleton 

0: No home 
screen or 
navigational 
skeleton. 

1: Home screen 
has little 
content, and 
navigation does 
not work. OR, 
the student 
submitted a 
prototype URL, 
but the 
prototype 
wasn't 
viewable. 

3: Home screen 
appears to have 
most of its 
content, and the 
major 
navigations are 
present. 

5: Home screen 
and navigational 
skeleton are 
very thorough 
and well 
planned. The 
navigational 
skeleton gives a 
real feel for the 
flow of the 
application and 
is clearly 
thought through. 

 
 
Assignment 5: Ready for Testing 
 
 

Category Unsatisfactory Bare minimum Satisfactory 
effort & 
performance 

Above & 
Beyond 

Interactive 
Prototype 

0: No 
prototype or 
irrelevant 
prototype. 

1: The 
prototype is 
not interactive, 
lacks many 
features, and 
has many 
bugs; the 
design does 
not work with 
the goal. OR, 
the student 
submitted a 
prototype 

3: The 
prototype is 
mostly 
interactive, 
with only a few 
features 
missing and 
only one or two 
bugs; the 
design 
accomplishes 
the minimum 
requirements of 

5: The 
prototype is 
completely 
interactive, 
reflects the 
feel of the final 
prototype, and 
is ready for 
user testing; 
the design 
accomplishes 
the entire goal. 



URL, but the 
prototype 
wasn't 
viewable. 

the goal.. 

User Evaluation 
Plan: 
Completeness 

0: No plan or 
irrelevant plan. 

1: The 
evaluation plan 
exists, but is 
minimal, 
unclear, and is 
not well 
thought out. 

3: The 
evaluation plan 
is mostly 
complete, but 
does not cover 
all questions 
about testing 
thoroughly 
(what is tested, 
what you want 
to learn, when, 
where, 
participants). 

5: The 
evaluation plan 
is complete, 
answers all 
questions 
specifically, 
and shows a 
clear process 
for user 
testing. 

User Evaluation 
Plan: 
Appropriateness 

0: No plan or 
irrelevant plan. 

1: The 
evaluation plan 
does not 
choose to 
evaluate 
aspects of the 
design related 
to the design 
goals. 

3: The 
evaluation plan 
is designed to 
produce some 
useful data, but 
is not justified 
by the student 
(e.g. why are 
you doing what 
you are doing?-
- why 6 
participants? 
Why in a 
school? etc). 

5: The 
evaluation plan 
is very clearly 
motivated or 
innovative in a 
way that will 
ensure rich and 
interesting data 
to address the 
design goals. 

Development 
Goals 

0: No goals 
met that were 
laid out on the 
development 
plan. 

1: The student 
met a few of 
the goals laid 
out in the 
development 
plan. 

3: The student 
met most, but 
not all, of the 
goals laid out 
in the 
development 
plan. 

5: The student 
met all of the 
goals found in 
the 
development. 

 
 
Assignment 6: User Testing 
 



Category Unsatisfactory Bare 
minimum 

Satisfactory 
effort & 
performance 

Above & 
Beyond 

Alternative 
Design 

0: No redesign 
or irrelevant 
redesign. 

1: The 
student's 
redesign was 
not 
significantly 
different from 
the original 
design and 
seems 
unlikely to 
satisfy a real 
user need. 

3: The student's 
redesign is 
significantly 
different from 
the original 
design, but 
seems unlikely 
to satisfy a real 
user need. 

5: The 
student's 
redesign is 
significantly 
different from 
the original 
design and 
seems to 
satisfy a real 
user need. 

Extra Credit: 
Electronic 
Prototype of 
Redesign 

0: No URL to 
interactive 
prototype. 

1: The 
prototype is 
incomplete 
and barely 
interactive. 

3: The 
prototype is 
somewhat 
interactive, but 
not ready for 
user testing. 

5: The 
alternative 
prototype is 
fully 
interactive and 
ready for user 
testing. 

User Tests 0: No user tests 
were 
performed. 

1: The user 
tests did not 
capture much 
useful 
information 
and were not 
carried out in 
a serious, 
planned way.  

3: The user 
tests captured 
some 
information, 
but are 
incomplete in 
some way. 

5: The user 
tests captured a 
great deal of 
information 
that would 
result in 
important 
interface 
changes.  

Photos/Sketches 0: No 
photographs 
were submitted 
that showed 
interesting 
moments. 

1: 1 
photograph 
was submitted 
that showed 
an interesting 
moment. 

3: 2 
photographs 
were submitted 
that showed 
interesting 
moments. 

5: At least 3 
photographs 
were 
submitted, and 
all three 
photographs 
showed 
interesting 
moments in the 
user testing 
process. 



Results 
Summary 

0: No user 
testing results 
summary 
provided. 

1: The 
summary 
suggests the 
user tests were 
not done well 
enough to 
reveal any 
problems in 
the interface. 

3: The 
summary 
suggests the 
user tests found 
some problems 
in the interface, 
but the 
problems could 
have been 
discovered 
without user 
tests. 

5: The 
summary 
suggests the 
user tests 
revealed 
significant 
insights into 
the design that 
could trigger 
positive 
changes for the 
interface. 

Changes 0: No changes 
listed or 
irrelevant 
changes. 

1: No useful 
changes to the 
interface 
resulted from 
the user tests. 

3: The student 
presented 
several possible 
changes 
derived from 
the user testing 
data, although 
not all of the 
changes were 
useful or some 
important 
changes were 
overlooked. 

5: The student 
suggested 
several 
possible 
changes based 
on the user 
testing, all of 
which were 
important and 
directly 
addressed the 
problems 
identified in 
user testing. 

 
 
 


