
Teacher (Educational Advisor) Feedback Session Suggestions 

 

You will meet with your educational advisor several times across the Game Project.  Plan to meet for 15 

minutes.  It is best to set up meeting times well ahead of the first meeting, with time remaining in case meetings 

have to be moved or cancelled.  

 

Below are portions of the letter that YOU AND YOUR ADVISOR ALREADY SIGNED.  This should clarify 

your relationship, what to prepare for meetings, and what to get/do at the meeting. 

 

Students should your time (precious) and work, making meetings in advance and coming to meetings 

prepared… You are not under any obligation to attend hastily or poorly planned meetings.  All meetings 

need to be IN PERSON.  Please share limitations for meetings with your student ahead of time; your 

student can have an extension for advisor input if you are absent due to illness, but not if you are absent 

because you are chaperoning a field trip.   

 

Your initial agreement to advise a student in this game does NOT obligate you to (a) work with the 

student beyond what you feel is reasonable or (b)use the game when it is complete.  You can terminate 

the advisory relationship if your student is abusing it or not using it. 

 

When your student meets with you, (s)he will come with a list of questions or paper diagrams to mark 

on, for which the student should note answers/responses during your meeting.  At the end of the 

meeting, please sign and date these records, to confirm your meeting and those records.  If a student 

comes unprepared to the meeting, asks questions you cannot answer (without modification during the 

meeting), or does not note your responses, please do not sign and date; you can reschedule and/or 

indicate to the student that (s)he simply be more prepared for any future meetings. 

 

The student may ask questions such as: 

 Where can I find questions on a topic you teach, that can be used in my activity / quiz? OR Do 

you think these are good questions for teaching, assessing, or serving a wide range of students?  

(Student add context.) 

 When you teach this principle in your class, what concepts are the most difficult for students to 

grasp?  Are there specific levels, or are there specific steps to progress or learning? 

 Are there any teaching tricks / analogies for teaching these tough concepts? 

 You know what motivates students.  Does my game have enough inherent motivation to it so 

students would want to play?  (Student would also need to add context.) 

 Based on the layout / text I’ve shown you, are objectives / directions of this game clear? 

 In the event that the user needs help / can’t answer any questions, do you think I’ve provided 

enough hints / guidance to facilitate learning?   

 

Also please feel free to advise students on other aspects of the game.  Are instructions clear?  Would 

YOU want to play?  Are “bells and whistles” appropriate and helpful, or distracting? 

  

Be sure to produce ample evidence of your meetings, showing evidence of your preparedness coming to the 

meeting as well as progress during the meeting, along with a signature and date.  Students earning low scores 

for educational advisor feedback are missing or have incomplete evidence, or do not ask questions specific to 

their game, learning goals, or advisor’s expertise. 


