Level Design Evaluation – Chu Chu Rocket (2/2)
Name: __________________________
Date:   __________________________
___   12 mice or more
___   2 mice or less

___   2 distinct solutions

* Note: scores are taken as a composite of the three levels
Playability - are the levels fun to play? Are the levels fun for a wide range of players?  Do different players have the same experience playing the levels? Advanced or beginner levels?
______ / 10 
____________________________________________________________________________________________________________________________________________________________
Mastery - Do the levels compliment the verbs of the game’s core mechanic?   Does the levels’ design indicate a deep and nuanced understanding of the game and the interrelation of its component parts on the part of the designer?  

______ / 10 

____________________________________________________________________________________________________________________________________________________________
Creativity - Do the levels take advantage of an interesting, unique, or underutilized facet of the game’s mechanic and/or structure? 

______ / 10 

____________________________________________________________________________________________________________________________________________________________
Experience – Overall score.  How well do the levels fit in with the existing game and how do the two combine as an experience?  How fun would the game be as a whole if these were its only levels?  

______ / 15 

____________________________________________________________________________________________________________________________________________________________
