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High School Summer Camp Courses College-level Courses

Without Gamification With Gamification

5 Student was clearly prepared for class. Fully present in class and par5cipa5ng in dialogue with peers and the facilitator. 
Student also went the extra mile by doing non mandatory “assignments”.

4 A four  is given for students who are well engaged but lacked in some areas and for that they didn't get a five. The 
student could have not provided helpful feedback for classmates or lack in presenta5on skills.

3 A score of three is for a student that was prepared, comple5ng the necessary assignments to obtain a basic knowledge 
of the course. This includes having something to share during  discussions. In general, they are present but not fully at 

5mes. The student offers some ques5ons to the facilitator yet,  not consistently.

2 Student was present in class but  not prepared. The student’s presence did not contribute to the class discussion. 
Student produced mediocre assignments.

1 Individual was absent frequently, rarely engaged in ac5vi5es related to the class, or failed to complete the assignment 
requirements.




