Gerber  eSports as We-Sports: Exploring Writing Practices through Videogaming

Appendix 27.2. Feedback Loop
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What do youwant to accomplish
atthe end of the a ssignm ent?

What steps do youneedto take to

Learning through the Feedback Loop

Total score forrubric:

My score now (accordingto what
IThave completed):
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+  Whathavel accomplished thus
far?

* Howdoesthisrelatetomy
overall goal?

+ WhatdoIlneedtore-doto
im prove?

+  What do[ continue doing?
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Check and explai.ﬁ.a]l thatapply:
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o I have com pleted Step 1

Ewvidence:

oI have com pleted Step 2 0

Evidence:

o I have com pleted Step 3

Ewvidence:
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