XDIM Participation Rubrics

PLO 1 Design Interdiscipline — Apply design Interdiscipline, including aesthetics, art techniques, communication design principles, technology, business acumen,

and sociocultural impacts to reliably support the XDIM project.

concepts or processes.

Score Participation — Eager to Learn Participation - Eager to Learn

Demonstrates a strong eagerness to learn by exploring a wide range of LLamﬂﬁl,ﬁummiﬂflumiﬁuﬂ%L'ﬁuamLLawqwﬁ‘ﬁLﬁ'm%’maﬁhwmﬂwma uay

relevant content and theories, and effectively integrates this knowledge L%E]MIENWJ’]M%L%mﬁ?uﬁJULL'Ll’JﬁG]ﬂ’]‘iE)EmLLUUiéjaﬁiﬁﬁaaﬂﬂé’@d AU LazATOUAGY
A with design concepts in a coherent, clear, and comprehensive manner that | Usgifiugn UﬂuJﬁLﬁﬂ?%@ﬁﬁUU%UWﬂ@ﬂIﬂiN’]u

addresses key issues within the project context.

Demonstrates eagerness to learn through the exploration of relevant LLamﬂﬁLﬁummeLumsﬁuﬂ%Lﬁ'uamt,l,awqwﬁﬁlﬁaﬁm wazanunsadenles

content and theories, and appropriately links the acquired knowledge to mmf‘ﬁ'ﬁuwuﬁ’uLm’;ﬁmu%i%maaammﬂﬁashdmmza:u UG VINA
B design concepts or methodologies, although some areas may lack depth or ﬁﬂﬁam’mmwﬂqu

comprehensiveness.

Demonstrates a basic eagerness to learn and is able to relate essential LLamﬂﬁLﬁumﬂﬂrﬂi‘lumiﬁuﬂ*ﬁﬂuisﬁuﬁugm LLasmmmL%aﬂmmmiﬁﬁhﬂu
¢ knowledge directly to the project in a relevant and focused manner. melaseuliegnenssuseifiuy

Demonstrates limited eagerness to learn or fails to clearly connect the | uaadlifiunisauainagessiina ‘vﬁaL%aaﬂadmmiﬁ’uiﬂsnmulé’lﬂ%’mLﬁ]‘u Y1AAI
D acquired knowledge to the project, with noticeable gaps in continuity and GiaLﬁaﬂumiﬁﬁmif

learning progression.

Does not demonstrate eagerness to learn or engage in exploration, and fails | laluananginssunislidinianisdunin laiﬁmsﬁauimmﬁmmilm 9 AUUUIAA
F to make any meaningful connection between knowledge and design | #30n5¥UIUNITORNLUULAY




PLO 2 Creative & Design Strategy — Apply creative and design thinking tools to formulate design strategies for open-ended XDIM project, and ensuring the

alignment with project scope, situations, and contexts.

Score

Participation - Critical Thinking

Participation - Critical Thinking

Demonstrates deep critical thinking by questioning the design brief,
constraints, and personal concepts, leading to the selection of creative
strategies that are clearly appropriate to the project context. Provides

evidence-based reasoning to justify the chosen approach.
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Demonstrates critical thinking by comparing alternative options before
selecting a design direction. Shows logical reasoning in linking project
constraints to the chosen strategy, although some areas may lack clarity or

completeness.
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Demonstrates an effort to apply critical thinking when considering different
options, and selects creative strategies that align with the core concept of

the project, even if the rationale is not fully developed.
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Demonstrates a choice of strategies or design directions without clear
evidence of critical thinking. The selected strategy lacks alignment with the

project context or design brief.
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Demonstrates no evidence of critical thinking in the design process.
Strategies are selected or applied without justification, and no connection is

established between the strategies and the project.
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PLO 3 Design Research — Apply the contextual inquiry method to design research for the investigation, analysis of quantitative and qualitative data, and

summarization into design requirements and criteria that reflect user, business, and stakeholder insights with empathy.

Score Participation — Empathy Skill Participation — Empathy Skill
Demonstrates user empathy through a genuine effort to understand diverse LLamﬂﬁLﬁuﬁdmmL%’ﬂﬁ];ﬂ%'muimsziﬁwmmé’ﬂwmwadpﬂsﬁmuﬁ'wmﬂuawlé’
user backgrounds, attentively recognizing patterns of interaction and deeply | a819%9LaU ‘W%JE]ZLIT]EJQ”IU?JULLUU?J@GUQE%JWHS‘ LLasmmﬁﬂLﬁu%m;ﬂ‘ﬁ'muaﬂw
A engaging with user feedback. Clearly values user perspectives and anda waznandbiiuinulinuasenuAniurefinueg199sads
incorporates them with care and respect.
Demonstrates user empathy by acknowledging differences across user LLamﬂﬁLﬁuﬁdmmvz’fﬂﬁ];ﬂ%muimmﬁiwmué’ﬂwmwaqpﬂ%’mumm’imﬁqmjm
B | groups, actively listening to feedback, and showing openness and respect LLazaq‘Ummﬁmﬁuﬁl AsuaInnIsUfdunuslaeg sz ay WiouuanvinAT
toward varying perspectives throughout the design process. UnsuuarlvinnudAgysoyuesasldeu
Demonstrates user empathy by recognizing the needs and characteristics of | wansliufivanudilagldnulaenisrenudnvuzveadlinumdn wazdnaue
C | the primary user group, and responding to feedback with attentiveness and | auAaiuvedeyaildsuanglinuldinsasziiu ndouuansanuldlasodoya
thoughtful consideration. tueghamnza
Demonstrates limited user empathy by offering only a surface-level | seaudldnuldlidanu wu meseasideavesdldnunionisufdunus yais
D | understanding of users and their feedback, with minimal emotional | avuAnWiurelFuwuUAwiY wazdiliuandiiuinulinuaseniufniv
engagement or openness to their perspectives. ma-hﬁ?u
Demonstrates no user empathy, showing little to no effort to understand or himmﬁaﬁEmuﬁﬂ‘wmssum;ﬂ%’muﬁammﬁmLﬁuﬁlé’%JUﬁ]Wﬂﬂﬂﬂauﬂulﬁ wagly
F | engage with user perspectives, and lacking openness to others’ experiences LLamﬂﬁLﬁuﬁdmmLﬁﬁﬂw%ﬁﬂuﬂﬁﬁLﬂm%’ummﬁmLﬁu%adﬁﬁlmasj

or input.




PLO 4 Experience Design - Design the human experience and journey, including the interaction of the five human senses, and visual and verbal content through

integrated media, considering the intended purpose, tone, emotion, meaning, media usage, format, and constraints.

Score

Participation — Systematic Thinking

Participation — Systematic Thinking

Demonstrates systematic thinking by thoughtfully identifying and organizing
all key elements of experience design—such as purpose, audience,
emotion, tone, content, media, and constraints—and integrating them in a
coherent, well-reasoned manner. Shows a clear ability to see the bigger

picture and align all parts meaningfully.
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Demonstrates systematic thinking by identifying the main elements of
experience design and connecting them with reasonable flow and intention.
Shows an emerging ability to structure ideas, even if some connections may

still lack consistency or depth.
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Demonstrates systematic thinking by recognizing essential experience design
components and relating them to the intended purpose with a fair level of
clarity, though the structure may still need refinement or further

explanation.
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Demonstrates limited systematic thinking by identifying only a few relevant
components and struggling to link them meaningfully. The thought process

appears fragmented or loosely connected.
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Demonstrates no clear evidence of systematic thinking; lacks recognition of
key components and fails to form meaningful connections that support the

experience design purpose.
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PLO 5 Design Implementation — Implement the design with refined skills in drawing, sketching, visualization, and prototyping, emphasizing details that accurately

represent usages, contextual factors, environments, materials, technology, production techniques, and installation, while prioritizing originality.

Score

Participation — Experiment and Problem Solving

Participation — Experiment and Problem Solving

Demonstrates continuous experimentation throughout all stages—sketching,
development, and prototyping—by conducting multiple iterations at each
phase. Clearly identifies encountered problems and provides well-reasoned

justifications for each adjustment made.
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Demonstrates experimentation across all stages and identifies problems
specific to each phase. Shows effort in refining or adapting approaches to
suit project constraints, even if some explanations or connections are not

fully articulated.
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Demonstrates experimentation in each stage and responds appropriately to
initial problems arising during sketching, development, or prototyping

processes.
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Demonstrates incomplete experimentation across stages, with unclear or
insufficient responses to problems. Explanations for design adjustments

remain vague or underdeveloped.
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Demonstrates no evidence of experimentation or problem solving. Provides
no trace of design development or prototyping and fails to identify or

reflect on challenges encountered during the design process.
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PLO 6 Presentation & Communication Skill — Present the design project through visual and verbal presentation, adhering to specified details, and incorporating

suitable presentation media in physical or digital formats.

Score

Participation - Communication Skill

Participation - Communication Skill

Demonstrates strong communication skill through confident, clear, and
engaging speech in both collaborative work and project presentation.
Effectively organizes content, highlights key points, and delivers with

appropriate pacing and clarity.
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Demonstrates communication skill through clear and understandable
speech. Makes a consistent effort to communicate during teamwork and
delivers project presentations appropriately, though may occasionally lack

confidence or consistency in delivery.
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Demonstrates basic communication skill by expressing ideas understandably
during teamwork and presenting all necessary content, even if the delivery

lacks confidence or clear structure.
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Demonstrates limited communication skill, such as hesitance in speaking,
lack of clarity, or minimal participation in team communication. Struggles to

convey key ideas during the presentation.
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Demonstrates no observable communication behavior. Does not engage in
discussions with others during the work process and is unable to present

the project or share any content.
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PLO 7 Design Quality — Apply design testing tools using appropriate methods to ensure aligsnment with the project objectives, meet requirements for human

experience and stakeholder needs, for identify areas for future improvement in the design.

Score Participation — Growth Mindset Participation — Growth Mindset
Demonstrates a growth mindset by actively engaging with feedback, asking | wansliiiu Growth Mindset siunisidiusidegaudadulunssuilsdoiavonus
questions for clarity, offering constructive input, and clearly articulating &gaﬁwmmﬁammﬁﬂa UAAIAUAALAUITIUIN LLasﬁamnmamnmsﬂ%ﬂqa
A plans for improvement. Shows a strong belief in the potential for nauTBIRuegTaey wandiifumnuidetuinlassnsansoimunlaATy
continuous development of the project. LD
Demonstrates a growth mindset by listening attentively to feedback, wanslifiunnsiidiusalunssuileleausuuzethemle ndeuuaniaoy
responding with openness, and showing a willingness to improve the work. AMUTiLLazansutalaualurlnalala LLamﬂﬁLﬁuﬁammwm&nu‘ﬁ'%ﬁﬁum
8 Makes clear efforts toward development, even if responses are not yet N89U LLﬁUWﬁﬂ%ﬁﬂ’ﬁi@immmmauauadiﬁmuﬁau
fully refined.
Demonstrates a basic growth mindset by listening to feedback and LLamﬂﬁLﬁum‘aﬁd’miaﬂuizﬁuﬁugm ImEJWWT@La‘uaLLuzmﬂﬁﬁluLLawauaum
C | responding with good intention. While improvement plans may not be fully FreAnuRle wiglinansununisUSuUTegdaRuwLansifindousunis
expressed, the attitude reflects readiness to grow and learn. Weun
Demonstrates limited growth mindset by engaging minimally in the Tdmsuiunssuiunsdelausuugognednna wu sSuilualinevauss wsellvini
feedback process—such as listening without response or showing hesitance Liiulalunisuanidesuanuda vanisuansanundenlunsiaunanuiesen
D in discussion. Displays little indication of commitment to further
improvement.
Demonstrates no growth mindset; shows no engagement with the feedback | liuansmginssunisiidrusimiunszuiunisderauouuy lddasunnufndiuves
F | process, resists input from others, and makes no effort to improve or leamn | £3u LLaxiajLLammmﬁu’ﬂaﬁ%memamu‘vﬁaL%&Juifmﬂﬁﬁmam"lm 9

from critique.




