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Rubrics example for cognitive, affective, and psychomotor outcomes with VR
Notes for Implementation
· Performance descriptors: these should be adapted to the context of the learning task (e.g., medical simulation, engineering design, conflict negotiation).
 
· Evidence collection: 
· use VR analytics platforms (like Engage, Mozilla Hubs, or Unity logs) to export performance data.
· Reflection prompts should be integrated into your LMS or via oral debriefing.
· Screenshots/videos should be timestamped and saved per learner.
 
· Rubric use: use it for both summative and formative assessment. You can apply weights to each domain based on course focus.
Cognitive Domain
	Criterion
	Beginning (1)
	Developing (2)
	Proficient (3)
	Exemplary (4)
	Sample Evidence

	Conceptual Understanding
	Demonstrates limited understanding; major misconceptions.
	Partial understanding; may confuse related concepts.
	Understands and applies key concepts in familiar contexts.
	Extends conceptual understanding to new or complex scenarios.
	VR simulation logs, post-VR quiz, concept map.

	Application to Scenario
	Does not apply learned knowledge appropriately.
	Attempts application but with inconsistent logic.
	Applies concepts correctly to standard VR task.
	Innovatively applies knowledge to unfamiliar problems or settings.
	Screenshots from simulation, instructor notes.

	Analytical Thinking
	Cannot identify relevant elements or make connections.
	Identifies basic elements, but links are superficial.
	Analyzes key components and shows logical reasoning.
	Synthesizes information to evaluate or solve complex problems.
	Reflection prompt: 'How did the scenario challenge your understanding?'


 
 
Affective Domain
	Criterion
	Beginning (1)
	Developing (2)
	Proficient (3)
	Exemplary (4)
	Sample Evidence

	Motivation & Engagement
	Participates minimally; shows disinterest or distraction.
	Engages when prompted; shows intermittent motivation.
	Participates actively and completes VR task with interest.
	Shows initiative, curiosity, and proactive involvement.
	Entry/exit tickets, observation checklists, post-VR journaling.

	Empathy and Perspective-Taking
	Displays no consideration for diverse viewpoints.
	Acknowledges others’ perspectives with limited reflection.
	Recognizes and reflects on different views during the experience.
	Integrates diverse perspectives into decision-making or analysis.
	VR roleplay choices, discussion board responses, group debrief notes.

	Emotional Awareness
	Ignores or misreads emotional cues from the scenario.
	Responds to some emotional content with basic insight.
	Demonstrates appropriate emotional understanding and responses.
	Deep emotional reflection; demonstrates growth and self-awareness.
	Reflection prompt: 'What emotions did this experience evoke and why?'


Psychomotor Domain
	Criterion
	Beginning (1)
	Developing (2)
	Proficient (3)
	Exemplary (4)
	Sample Evidence

	Task Execution
	Unable to complete tasks without guidance; errors frequent.
	Completes tasks with effort; multiple inaccuracies.
	Performs required actions accurately with moderate independence.
	Executes tasks fluidly, confidently, and with efficiency.
	Session recordings, screen capture of object manipulation.

	Tool/Environment Interaction
	Difficulty interacting with virtual tools or environment.
	Hesitantly navigates and uses tools with minor issues.
	Uses tools/environment effectively with occasional support.
	Confident, autonomous use of tools with precision.
	Platform logs of gestures or object interactions.

	Adaptability and Precision
	Cannot adjust to changes or new challenges in the environment.
	Adjusts with delay; responses are inconsistent.
	Adapts to changes with minimal support.
	Anticipates challenges and adjusts seamlessly.
	Instructor observation, adaptive decision logs.
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