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This project is out of 36 Marks total.
Please follow the rubric and criteria

The content must be school appropriate
The story must contain 15 slides
Reference any materials borrowed from the web.

As it is a story it needs to contain a beginning, a middle and an end.
The steps need to be sequent ion and make logical sense

Your story most contain a moral (that is what is the important of your story.

Digital Storytelling : Interactive Story Telling

Date:

Teacher Name:

Student Name:

Ms. Bandali

CATEGORY |4 3 2 1
Point of View - |Strong awareness |Some awareness of |Some awareness of |Limited awareness of
Awareness of |ofaudienceinthe |audience inthe audience in the the needs and

Consistency

and consistently
audible throughout

and consistently
audible throughout

and consistently
audible through some

Audience design. Students design. Students design. Students find |interests of the target
can clearly explain |can partially explain |it difficult to explain  |audience.
why they felt the why they felt the how the vocabulary,
vocabulary, audio vocabulary, audio  |audio and graphics
and graphics and graphics chosen fit the target
chosen fit the target |chosen fit the target |audience.
audience. audience.

Images Images create a Images create an An attempt was made |Little or no attempt to
distinct atmosphere |atmosphere or tone |to use images 1o use images to create
or tone that matches |that maiches some |create an an appropriate
different parts of the |parts of the story. atmosphere/tone but |atmosphere/tone.
story. The images  |The images may it needed more work.
may communicate |communicate Image choice is
symbolism andfor  |symbolism and/or  |logical.
metaphors. metaphors.

Voice - Voice quality is clear |Voice quality is clear |Voice quality is clear |Voice quality needs

more attention.

usage were correct
(for the dialect
chosen) and
contributed to clarity,
style and character
development.

usage were typically
correct (for the
dialect chosen) and
errors did not
detract from the
story.

were typically correct
but errors detracted
from story.

the presentation. the majority (85- (70-84%)of the
95%) of the presentation.
presentation.
Grammar Grammar and Grammar and Grammar and usage |Repeated errors in

grammar and usage
distracted greatly
from the story.
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Additionally, this project contains a presentation element. This means that you need to be
prepared on the day to present as you all will be required to. Below is the rubric for the

presentation.

Oral Presentation Rubric : Interactive Story Telling

Teacher Name: Ms. Bandali
Student Name:
CATEGORY |4 3 2 1
Uses Complete |Always (99-100% of |Mostly (80-98%) Sometimes (70- Rarely speaks in
Sentences time) speaks in speaks in complete |80%) speaks in complete sentences.
complete sentences. |sentences. complete sentences.
Stays on Topic |Stays on topic all Stays on topic most |Stays on topic some |It was hard to tell
(100%) of the time.  |(89-90%) of the time. |(89%-75%) of the what the topic was.
time.
Enthusiasm Facial expressions |Facial expressions |Facial expressions |Very little use of

and body language
generate a strong
interest and
enthusiasm about
the topic in others.

and body language
sometimes generate
a strong interest and
enthusiasm about
the topic in others.

and body language
are used to try to
generate
enthusiasm, but
seem somewhat
faked.

facial expressions or
body language. Did
not generate much
interest in topic being
presented.

Posture and Eye
Contact

Stands up straight,
looks relaxed and
confident.
Establishes eye
contact with
everyone in the room
during the
presentation.

Stands up straight
and establishes eye
contact with
everyone in the room
during the
presentation.

Sometimes stands
up straight and
establishes eye
contact.

Slouches and/or
does not look at
people during the
presentation.

Volume

Volume is loud
enough to be heard
by all audience
members throughout
the presentation.

Volume is loud
enough to be heard
by all audience
members at least
90% of the time.

Volume is loud
enough to be heard
by all audience
members at least
80% of the time.

Volume often too soft
to be heard by all
audience members.




