Automata Rubric

Objectives Advanced Intermediate Beginner Points
3 Points 2 Points 1 Point
gfnn;ﬁgisg:gr} g ei?gn:]epl:;i?glsé:hglt?gr:;tgg Qemon§trates an undgrst.anding of .two- . Demon§trates a .good .unQIerstanding of two-
apply spatial reasoning skills but struggles to dlmenglonal fjeS|gn .prlnqlples. Applles.spatlall dlmeq3|onal qe3|gn pr|r?C|pIesf. Exce[s at .
Design Process | visualize how two-dimensional shapes can be reasoning skills to wsuahzg how two-d[mens[onal apply[ng spfatlal reasoning skills to visualize .how
assembled into three-dimensional moving shapes can be assembled |nt9 three-dimensional two-dlmensw_nal shape_s can be assembled into
structures. Develops one design which may or moving structun_’es by developing one or two three-dlr_nensmn_al moving structure_s by
may not be successful. successful designs to test. developing multiple successful designs to test.
Mechanisms of :TS1:vzﬁqtei)nlt(jiin;?t,()t;iltgaSi;(z:mgiigagésmn: of Is able to iqentify the bagic me.chanisms of Is able to iden_tify some of the ba_sic mechanisms
M t cranks. gears. and drivéshafts Can arti’culate movement in automata, including cams, cranks, |of movement in automata, including cams,
IR how ea;cgh imp;acts movement énd their design gears, and driveshafts. cranks, gears, or driveshafts.
Plan, test, and adjust multiple different cam- Plan, test, and adjust a few different cam-and-
and-gear configurations to engineer desired gear configurations to engineer desired Adiust d fi tion t
Prototyping [movements. Excels at real-world problem movements. Showcases real-world problem Just one cam-and-gear contiguration to
solving and creative exploration. Creates and |[solving and creative exploration. Creates and engineer desired movements.
tests multiple new designs. tests one or more entirely new designs.
Apply creative thinking and storytelling Apply creative thinking and storytelling
Creative techniques to design and construct dynamic  |techniques to design and construct dynamic Applies some creative thinking and storytelling
Thinking & scenes that harness movement to convey a scenes that harness movement to convey a techniques to design and construct scenes that
g narrative and theme. Generates and compares | narrative or theme. Evaluates and iterates upon [harness movement to convey a narrative or
Storytelling |, ,jiiple solutions to determine best final their designs based on feedback and testing. theme. Generates one design.
design. Generates and compares several solutions.
Articulates the design choices, mechanical
principles employed, and storytelling elements |Articulates the design choices, mechanical Can communicate some desian choices and
in their creations. Is able to communicate all principles employed, or storytelling elements in how one or two constraints in? acted their
Communication |constraints and excels at identifying additional |their creations. Does not recognize all constraints desi th f their i pt' kit D t
& Feedback problem solving solutions. Is able to give, or is unable to identify problem solving solutions. esign or the use of their invention kit. Does no
receive, and incorporate constructive Is able to give, receive, and/or incorporate %\;’b;egf ve, or incorporate constructive
feedback. Actively seeks feedback from peers |constructive feedback. )
and instructors.
Total:

Point Key:

11 - 15 Points

6 - 10 Points

1 - 5 Points




