Modeling and Simulation using Games
Game Evaluation Rubric
Design a rubric to evaluate what makes a game “fun”.  This will be used to assess the enjoyment factor of your semester project. 

	
	(4)
	(3)
	(2)
	(1)

	It must be an activity we feel we can perform
	Lose sometimes, but also win sometimes.
	Unequal mix of losing and winning.
	Always win.
	Always lose. 

	We need to concentrate on what we are doing
	“GET OUT OF MY ROOM!!”
Skipping meals, sleep, homework, formation…
	“Gimme 5 more minutes!!” 
	Pausing every so often, willing to get up and leave when something comes up.
	Constantly looking up, multitasking.

	We need to have clear goals
	Multiple goals, always have to keep working, something to improve upon. Customizable?
Options (still with a clear goal)
	Some defined goals, no real chance to branch out. 
	Minimal goals, very simple pipeline to win.
(eg. Mike Tyson punchout.)
	No clear objective/goal.
Neverending…

	We need feedback on progress
	Adequate feedback/ progress. (health meter, ammo inventory, bank account…) Actually have to work for it.
	Too much or too little feedback/progress, but still decent.
	Feedback/progress, but not consistent with game play, or our needs.
	Absolutely no idea how we’re doing…

	
	(4)
	(3)
	(2)
	(1)

	We must act with deep involvement 
	Game required my full attention.  I forgot where I was, what I needed to do and any other concerns
	Game required most of my attention, but I frequently looked up and around me
	Game required some attention, but I frequently paused the game to perform other tasks
	Game was so unchallenging that I could watch TV or daydream while playing and still win 

	We must be able to exercise control
	Great control. Perfect balance between human and computer interaction. (possible multiple variables…)
	More control, still leaves more to be desired. A little too much/too little control. Satisfactory to user’s needs.
	Minimal control. Computer plays most of the game. 

	No control, no user input.
Crummy interface – ie. joystick/keyboard doesn’t go where I wanted).

	We cannot be self-absorbed 
	All attention on the game. Completely immersed on the game. Ability to reflect on our experience.
	Some learning, but minimal ability to reflect on our experience.
	No reflection on experience, but some learning from the game. 
	Come out of the gaming experience worse than when we started – complete waste of time.

	Our perception of time is altered
	Dude, what day is it?
No perception of time. Time flies when you’re having fun.
	Some idea of what time it is. Still not looking at the clock, though.
	Eye on the clock, but not so much that it is distracting.
	Constant eye on the clock.


