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90+ 
Class sections taught since 2003



12
New classes created since 2010



4
Created/Co-created New Programs  



Certificate, Undergraduate and Graduate (MFA, MS)



I love assessment



I love assessment (mostly)



Assessment?



No one tells you how, 
but they expect you to do it



Don’t start from the bottom
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Start from the top 

(ask the same questions at each level)
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Start from the top
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Course
Outcomes
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assignments don’t 
ask for it
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Course
Outcomes

Ooops – The 
assignment isn’t 
related to any 
course outcomes!
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Understanding your structure, 
helps you teach better



Students think the
assignment is useless
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Students think the
assignment is useless
(it doesn’t connect to a course 
outcome

Assignment
s Assignments Assignments Assignments Assignments
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Outcomes

Program Outcomes

Assignments



This assignment 
might be too much!

Assignments Assignments Assignments Assignments Assignments
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Grids and Structure
will allow you to know what’s working 

and what’s not



(without guessing or estimating)



I LOVE
Course
Competency
Grids
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Courses (in sequence)

Mid Curriculum, no intro
High expectation!
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Not Required



You can do this with classes too!



Program Outcomes 
● Appropriately articulate game designs informed by theories of entertainment and engagement
● Realize game designs in non digital prototypes
● Understand, articulate and emulate leading philosophies and theories in contemporary and historical 

ludology.
● Synthesize and communicate entertaining ideas through the appropriate use of writing and applied arts 
● Apply theories of entertainment to a variety of situations, including business, education, and 

technology. 
● Research and evaluate designs based on author stated objectives and a design’s ability to engage its 

intended audience
● Contextualize current and historical play trends to inform future designs 
● Employ design thinking, iterative processes and other common means of producing innovative, 

appropriately designed solutions. 
● Identify historically significant game designs, designers, and game theorists 
● Employ fun as a technique to increase audience engagement
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● Appropriately articulate game designs informed by theories of entertainment and engagement
● Realize game designs in non digital prototypes
● Understand, articulate and emulate leading philosophies and theories in contemporary and historical 

ludology.
● Synthesize and communicate entertaining ideas through the appropriate use of writing and applied arts 
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● Contextualize current and historical play trends to inform future designs 
● Employ design thinking, iterative processes and other common means of producing innovative, 

appropriately designed solutions. 
● Identify historically significant game designs, designers, and game theorists 
● Employ fun as a technique to increase audience engagement



Course Outcomes 
● Appropriately articulate game designs informed by 

theories of entertainment and engagement non digital prototypes

● Understand, articulate and emulate leading 
philosophies and theories in contemporary and historical ludology.

● Research and evaluate designs based on author 
stated objectives and a design’s ability to engage its intended 
audience



My 
assignment

rubric



Understand, articulate 
and emulate leading 
philosophies…
Appropriately 
articulate game 
designs …

Research and 
evaluate designs 
based on author 
stated objectives …



Start from the top
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Trace student 
performance / 
success
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performance / 
success



Trace student 
performance / 
success



Lots 
of 
ways 
to do 
it

Outcomes
COMM??? PP 
Games & 
Society

CS 
course

COMM???
Persuasive 
Play Design 
Research

CS 
course

COMM
Elective: 
Online Cert or 
MAME?

Elective
(not many 
offerings outside 
SOC)

CS???Game 
Production

COMM??? 
Games and 
Rhetoric

COMM 702 
Capstone

Comm 702 
Capstone

Develop effective game with 1 or 
more development environments

X X X X X

Understand techniques, application of 
PP, procedural rhetoric, expressive 
gaming & social impact through play

X X X X X

Design creative, effective solutions to 
problems using play technologies

X X X X X X

Recognize, understand historical 
failures, success in games solving 
specific, non-entertainment problems

X X X

Develop portfolio of 1-2 effective 
game designs to create change in 
players interests, activities, opinions

X X X

Design/evaluate game efficacy 
research

X X X X X

Recognize influence of major cultural, 
aesthetic, philosophical trends in 
game & play design

X X X X

Manage small project campaigns X X X X X X
Evaluate existing, proposed game 
solutions for potential effectiveness

X X X X X

Apply appropriate discipline specific 
language, practices

X X X X X X X X

Apply appropriate theories, practice 
from 2 or more complementary fields: 
communication, comp science 
education, marketing, psychology, or 
visual art

X X X X X





Cooperatively, with faculty



Cooperatively, with faculty (and student 
critique in hand)





Can focus on very specific 
competencies:

Like Technologies 



Identify classes asking too much



Identify classes asking too little



it also helps everyone understand how 
their course fits into the grand scheme



Helps make better assignments



Helps make better assignments
that map to outcomes



Helps make better assignments
that map to outcomes

with rubrics that make sense



Thanks for listening!
Lindsay Grace

Knight Chair of Interactive Media
University of Miami, School of Communication
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