
GROUP DESIGN Project: Grading Scheme

The Ride of your life!
Judging your Contest Entries
This handout expands upon the scheme that will be used to grade your contest efforts. Recall that the overall grading of your contest entries will be based on two gross components: 
· the quality of the design process that lead to your final product; and 
· the quality of your result, as seen on contest day. This includes the creative aspect of your design, the quality of your mock-up’s construction, and the effectiveness with which you conveyed your ideas.
The process of judging the creative aspect of your efforts will include: 

· The creativity of your ride’s “theme”.  Is the theme interesting, original, fun, exhilarating, educational, etc.?
· The expected quality of the ride experience.  That is, if your ride were actually scaled up to full size, would humans enjoy riding on your ride?
· Did you effectively use your materials in presenting your idea? 

· Are your ride components aesthetically pleasing? 

· Do your ride components fit into your overall theme?
We will judge your design process based on the following components:
· The quality of your “poster session” presentation. 

· The evidence of a good solution generation (brainstorming) phase, as seen in your design notebooks.
· The quality of your final mock-up. 

· The ability of your team to work well together when presenting your theme park ride idea. 

The Grading Scheme
· Poster: 15%
· Is the poster visually appealing?
· Does your poster give the viewer a sense of the ride?
· Does the poster describe the key objectives of your design? 
· Structured design concepts: 25%
· Objective Tree, Function Flow Chart, Requirements/specifications: How thoroughly is this done? How well justified are requirements? - 10%

· Morphology, Brainstorm Concepts, Final concept. How innovative are the concepts? How broadly is the design space cast? – 15%

· Key mechanism prototype: 5%
· Final contest day prototype: 30%
· Engineering excellence – elegance, ingenuity, strength, function, and repeatability

· Craftsmanship and aesthetics – do your devices sing of excellence and beauty?

· Creativity – “Gee, I wish I’d thought of that!” 
· Contest day performance: 15%
· Are you main themes and ideas effectively presented during your demonstration? 
· Cohesiveness– how well do the individual components work together during the presentation?
· Group interaction - well did your group do as a whole team? Did each team member contributed appropriately?

· Design Notebook: 10%
· Fluency – the sheer number of sketches generated

· Flexibility – the number of different ideas, approaches, test, and failures documented.

· Completeness – how thoroughly you looked at the problem and explored alternatives at all phases of design and construction

· Drawing – the range of techniques used in developing your ideas from quick thumbnails and idea sketches to more

· Detailed construction drawings.
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