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Grading Policies (similar to the registrar’s policy of 3 misses and you are out): 
1) The grading in this course is solely based on fully completing the assigned homework each week 

before the start of class time to receive a critique during each class. 
2) Each critique is worth one point.  

a) There are ten critiques in a quarter, so each critique is worth 10% of the final grade. Therefore, 
each critique is worth one letter grade.  

b) A point is earned by fully completing the assigned homework prior to the start of class time and 
receiving a full critique on that work during that class time. 

c) There is no partial credit to be earned. 
3) A student will earn zero points for a critique in the following situations: 

a) No work submitted. 
b) Work submitted after the start of class time. (Accepting late work would not be fair to the other 

students who did complete their work on time.) 
c) Incomplete work submitted. 
d) Work that is copied from another source. (Also subject to the school’s plagiarism policy.) 
e) Work submitted but not critiqued during class time. 
f) Work not fully and/or properly printed by the start of class time. 
g) Work that has not incorporated the feedback given from the previous critique session. 

4) Purpose 
a) Design, by its nature, is an iterative trial-and-error process of attempting to solve a problem 

associated with a predefined goal for which you do not have a predetermined solution.  
b) It will take many critiques to discover a successful solution to a problem. More critiques result in 

a higher likelihood of successfully solving a problem, so grading is directly proportional to the 
quantity of successful critique sessions. Receiving more than ten critiques per quarter will result 
in a higher than average project. Also proposing multiple solutions to a problem for each 
critique will result in more feedback, and this will result in a higher than average project. 

c) Deadlines are a reality of the design industry, and this grading policy trains students to 
complete assigned work in advance of the deadlines. 

d) It is understood that an eleven-week quarter is not enough time to fully develop any design 
project, so emphasis is fully placed on the incremental progression each week resulting from 
implementing the feedback from the previous critique. It shall be each student’s goal to impress 
others with the body of work reviewed in each critique. Every critique should be treated like a 
final project. 

e) Critiques are collaborative, and so is working in a design profession. Students must become 
accustomed to accepting and offering frequent criticism to be successful designers. 

5) Since each critique is worth 10% of the course grade, final grades are 100% A, 90% A-, 80% B-, 70% 
C-, 60% F. If the final project shows additional merit beyond the calculated grade, the faculty may 
either add “+” OR remove the “–“ from the final grade at the faculty’s sole discretion. 

 
Example Grading: 
1) Work turned in on-time and student received a full critique during class weeks 2, 3, 4, 5 (4 points) 
2) Student came in late week 6 (0 points) 
3) Student missed week 7 and did not catch up on work and turned in no work week 8 (0 points) 
4) Work turned in on-time and student received a full critique during class weeks 9, 10, 11 (3 points) 
5) Work on week 11 showed significant progress. Grade for course = 70% C- (7 points), but faculty 

awards “C” for extra progress earned by student. 
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Criticism:  
1) Critiques, or “crits,” are the traditional and essential method of receiving feedback on a design 

project. The design process relies upon crits to analyze preliminary conclusions as they become 
realized. At the start of a design project, you do not know the best answer to a multi-faceted 
complex problem involving the sun, weather, views, privacy, access, circulation, spatial relationships, 
culture, materials, budget, construction, codes, schedule, and many other factors. Each week, your 
goal is to evaluate as many potential answers to these problems as possible. The more work you 
invest in evaluating options, the more analysis may be invested during your weekly crit to evaluate 
the data to determine best solution to these complex problems. Evaluating these potential options is 
a scientific process of testing your hypotheses (trial-and-error). A crit is not an attack on your 
personal taste or personal character – it is a logical analysis to determine the most rational solution. 
In fact, personal taste and personal character plays no role in any aspect of this course. This course 
is a design studio, and the incremental development of your project is far more important than the 
outcome of the project. In an 11-week quarter, you have 10 opportunities to receive a crit during 
class. To be successful in this course, you must seek frequent meaningful criticism (from peers and 
faculty) to evaluate as many options as possible, understand what works, and understand what does 
not work in an effort to develop your project into the best solution in the time allotted. 

 
Classroom Policies:  
1) All students are expected to arrive at class on time to submit assigned work at the start of class. 
2) Students are expected to work on previous, current, or future assignments while they are waiting 

during individual critiques. Students may also critique another students’ work. 
3) Students are expected to have drawing materials available every class. 
4) Students are expected to have tracing paper and a red pen available at every class. 
5) Students are expected to bring all previous assignments to every class.  

 
Drafting Policy: 
1) All assignments are required to be completed with sufficient drafting standards as learned in 

courses such as Drafting, CAD I, and CAD II.  
2) Hand drafting or any software may be used in this course, and it is the student's decision to choose 

appropriate drafting tools.  
3) It is highly recommended that students do not use Revit since the program is in its infancy of 

development and also not applicable to the custom nature of the project type. 
4) It is highly recommended that students do not use software when not versed in how to use it 

efficiently or effectively. Insufficient software knowledge will result in a compromised quality and 
outcome of work. 

 


