	Witch of Blackbird Pond Board Game Rubric
Your game will be graded according to the rubric below. By default, the game will get a single grade for the group, so choose your partner wisely. 


	Board Game Name
	Authors

	 
	 

 

	
	Beginning
1
	Developing
2
	Accomplished
3
	Exemplary
4
	Score

	Content:
Abstract Concepts

And Smart Q’s
RL5.4, RI5.5, W5.7, W5.8, W5.9
	Does not draw a clear connection between systems, power, and perspective in the novel and/or true events from the time period.


	2 questions that show one or two of the connections between systems, power, and perspective in the novel and/or true events from the time period.


	4 questions that show a clear connection between power, systems, and perspective in the novel and/or true events from the time period.


	5 or more questions that clearly and completely show the connection between power, systems, and perspective in the novel and/or true events from the time period.


	

	Content:
Characterization, Setting, and Plot

RI5.6, RI5.3
	Lacking questions about plot, character development, events in the story, setting, or author’s purpose.
	Fewer than 15 questions that relate to character development, plot, events in the story, setting, or author’s purpose or inaccurate answers on the back of 15 or more cards.
	15 questions that relate to character development, plot, events in the story, setting, author’s purpose, mood, and tone (accurate answers on the back of each card).
	16 or more questions that relate to character development, plot, events in the story, setting, mood, tone, and author’s purpose (accurate answers on the back).
	

	Content:
Vocabulary

RL.5.4, L5.4
	Lacking Chance or Trivia cards with vocabulary from the novel.
	Fewer than 20 Chance or Trivia cards that may or may not convey vocabulary words with accurate definitions.
	20 Chance or Trivia cards that convey vocabulary words (with accurate definitions on the back).
	21 or more Chance or Trivia cards that convey vocabulary words (with accurate definitions on the back).
	

	History Content

RI5.10, 5H1.1, 5H1.2, 5G1.1, 5G1.4, 5C &G1.1, 5C & G1.3, 5C1.2
	Lacking questions that pertain to the historical aspects of Puritan life in the 17th century.
	Fewer than 15 questions that convey historical elements about the time period and may or may not have accurate facts for answers on the back.
	15 questions that convey historical elements about the time period with accurate facts for answers on the back.
	16 or more questions that convey historical elements about the time period with accurate facts for answers on back.
	

	Figurative      Language RL5.4,L5a
Practicality 

 
	Lacking Chance or Trivia cards with figurative language from the novel.
The game would take considerable effort to set up and play...more effort than it's worth. 
	Fewer than 10 Trivia cards that may or may not convey figurative language with accurate answers.
The game would take a fair bit of effort to set up and play in the chosen context 
	10 Trivia cards that convey figurative language with accurate answers.
The game is fairly easy to set up and play, but a few glitches are apparent. 
	11 or more Trivia cards that convey figurative language with accurate answers.
The game is very easy to set up and play in the context it was designed for. 
	

	 
Rules
Simplicity 

 W5.4, W5.7, W5.8, W5.9, L5.3, L5.2, L5.1
 
	Rules are unclear and too long. There are rules that add complexity without adding to playability or learning. Grammatical errors are rampant.
	The rules are not entirely clear or complete. There are rules that could be eliminated without harming the game. Many grammatical errors.
	Rules are fairly short, clear, neatly typed and complete, but have a few grammatical errors.
	Rules are short, clear, grammatically correct, neatly typed, and complete. 
	

	 
Format/Purpose
 
 
	The content is incidental. One can play without learning much. It is unclear what the purpose and theme of the game are from the appearance.
	Significant thought is spent on aspects that have nothing to do with the content of the novel and the purpose slightly relates to the novel but does not represent a theme. 
	Winning and learning are closely entwined, and the purpose of closely relates to the novel and the game board somewhat represents the theme. 
	Winning the game requires learning the content. The two are matched completely and the purpose of the game relates directly to the novel while the game board represents the theme. 
	

	 
Elegance 

 
	Elements of the game do not go with the content from the novel. Board is sloppy and does not reflect setting of novel. 
	Elements of the content are used as elements of the game, but it seems a bit perplexing. Board is not as neat as it could be and only has a couple of setting elements. 
	Game elements and content elements go together well.  The board is visually neat and appealing and includes setting elements.
	Game elements and content elements go hand-in-hand. Presentation is eye-catching, includes setting from the novel, and professional looking. 
	

	 
Materials
	There are no materials provided or there are not enough for two or more players to engage. 
	Some of the materials needed are provided but the game is not playable. 
	Some of the materials needed are provided but the game is still playable. 
	All materials needed are provided and are in outstanding condition. 
	

	        Creativity


	It seems that no thought or effort went into the game and the overall presentation is lacking.
	It seems that barely any thought or effort went into the game and the overall presentation is less than expected.
	A decent amount of thought and effort went into making the game and the overall presentation is expected.
	It is obvious that thought and effort went into making the game and the overall presentation is beyond the ordinary.
	

	Group Work

	Students are unable to work well together.


	Students work somewhat well together but there is little team-work behavior.


	Students work mostly well together and divide the requirements of the project mostly evenly amongst each other.
	Students work well together and divide the requirements equally amongst each other.

	


Words from the Trade that you will use:

· [image: image1.png]


Dice

· Move

· Object

Trade Hints:
· Write your title carefully - it should tell what your game is about (The Witch of Blackbird Pond).
· Plan carefully /think: what happens if they miss a question? What happens if they guess it correctly? Do you have an overall theme? 

· State the objective/purpose of the game.

· Write rules that are clear and simple.
· Include at least 25 moves in your game.

· Include a list of sources for the historical facts section (to give credit where credit is due).
· Pennies or buttons make excellent game pieces (use items that you will not miss). The more creative the playing pieces, the better your “Creativity” grade.
· Do not forget to add color to your game board and use the setting of the book to decorate the board, itself.
· Gift or show boxes make great containers for your game!
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Project “Look-4s” �


A title that grabs the audience’s attention


Content is accurate and teaches content skills


Attention to the details, including spelling and grammar


Use of interesting and colorful game pieces and board


Rules that are clear and easy to follow





 








