Name(s): _________________________________________________________________

Name Of Game Being Evaluated: ___________________________________________

Citation Information:
1 sentence summary of the game:

Genre(s) That The Game Belongs To:

	Key Definition:

Video games as “interactive challenges”

Interactive: The player can make real, actual choices

Challenge: If the player is challenged too little it will be boring, too much will be frustrating




When filling out this rubric, Focus on game mechanics, NOT ‘glitz’
Included in this document:

· Basic Rubric in black

· Gender-Inclusive Game Design Aspects are color-coded in bold green
Interactivity:

Overall:

· What in-game choices is the player given?

· Are the in-game choices meaningful?
· Are there too many choices/controls?

· Are there situation in the game that cause ‘unfair punishment’?

· Does the game provide informative audio feedback?

· Are there female avatars available?
(Female avatars allow women players to identify with the character more)

· Is the story/game set up to encourage player identifying with the characters in the story/game?

· Is it clear how to interact with the game, prior to attempting to play the game?

Goals:

 (Note that the GMA book lists this in the ‘challenge’ section)
· What are the goal(s) for the game:

· Are the goal(s) CLEAR and REMEMBERABLE?
· How are they initially explained to the user?

· How is the user reminded of them in-game?

· How is the player informed of progress towards that goal?

· Are there goals that are “Mutually beneficial solution to socially significant problem”?
(Do the goal(s) have some sort of emotional hook?)


· How do goals interact with the difficulty

· (Goals generally should be easier at the start, and harder later on)

· What are the sub-goal(s)?  What are the side-goal(s)?

· For any given game, there may not be sub/side goals?

· Does the game have shorter, more ‘bite-sized’ subgoals (This facilitates game play over shorter periods of time)
Challenge:

Difficulty:

· In general, is the game too easy, or too difficult?

· Think about this both at a personal level, and in terms of potential audiences for the game.

·  How does the game allow the player to control the difficulty at the start? (If any)
(How effective is this – is the easy game really that much easier than the difficult game?)
· Does the difficulty change over the course of the game?

· What mechanics are used to do this?

· When a mistake is made, how penalized is the player?

· How well is the game-play explained to the player, prior to starting the game. Is there a textual description of how to play?  Is there a ‘Tutorial Mode’?

· Does the game allow for both confrontational and non-confrontational ways of resolving conflicts?  (Try to allow for <multiple> ways to resolve things.  Examples of non-confrontational / Indirectly Confrontational Methods of Resolving Conflict: Stealth, Interpersonal manipulation )
· Does the game have game-play elements that are either non-confrontational, or else indirectly confrontational?  (Solo activities that are timed / scored often fall into this category – such as Tetris, or racing)
· Does the game avoid severe penalties for failure?
Rewards:

· What rewards are provided at goal attainment?

· What spontaneous rewards are provided during the game?

· (Are the rewards random, or just not connected to goal attainment?)


· How do rewards interact with difficulty?

· (e.g., power-ups that make the game easier)

· Gender-Inclusive Game Design: Generally, flashing lights & points aren’t enough – what other hooks/rewards are present in the game?


Page 2 of 3

