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CS426 Spring 2016
Final Project Proposal Critique Form
02/26/2016
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1. Small and Large Enough
Is their game doable in a by the end of the semester? If not, what would you cut from their

design? (Or... perhaps their game is too easy to build. Why?)
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2. Affordances of Tools
Are the tqlols that they are using appropriate for their game? Why or why not?
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3. Plan in Layers

Does the ordering of the tasks in their layers make sense? Are there components that
should be moved to an earlier or later layer? Will all the team members have something to
do throughout the semester rather than having to wait for their teammates to finish their

part?
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4. Fun

Does their game sound like fun? Any suggestions on how to make it more fun?
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5. Posture

Did the group sit properly while doing the proposal? How could they have sat better? Do
they look like they work well together?

‘/(’S ' Ttu/‘f APPNIL T feNO /1()‘.«‘) 70 DLLL LHrC
Ae WORKADAD | DNE  (ROUP panipeg ApPPESED T

7l Al LS well af
Pe_ s8N (-
v
4 L - T precessTTreN
piritl Ay

6. Conclusion: Key Strengths and Weaknesses

What is the greatest strength of their game and game proposal? What is the weakness that

you are most concerned about?
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7. Be respectful!!
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Final Project Proposal Critique Form
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Team: SPQC‘\'((«\WWM/ L 4—70“'(“'\'3

Your name: [( l/w\v], My )”lh‘l/l/lv\/l%/a lc .

1. Small and Large Enough
Is their game doable in a by the end of the semester? If not, what would you cut from their
design? (Or... perhaps their game is too easy to build. Why?)
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2. Affordances of Tools
Are the tools that they are using appropriate for their game? Why or why not?
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B W 30\\/‘(\& bk \-(,95 o A‘\X‘ :

3. Plan in Layers

Does the ordering of the tasks in their layers make sense? Are there components that
should be moved to an earlier or later layer? Will all the team members have something to
do throughout the semester rather than having to wait for their teammates to finish their
part?
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4. Fun

Does their game sound like fun? Any suggestions on how to make it more fun?
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5. Posture

Did the group sit properly while doing the proposal? How could they have sat better7 Do
they look like they work well together?
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6. Conclusion: Key Strengths and Weaknesses

What is the greatest strength of their game and game proposal? What is the weakness that
you are most concerned about?
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Final Project Proposal Critique Form
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Your name: G ek ¥€”A((

1. Small and Large Enough
Is their game doable in a by the end of the semester? If not, what would you cut from their
design? (Or... perhaps their game is too easy to build. Why?)
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2. Affordances of Tools
Are the tools that they are using appropriate for their game? Why or why not?
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3. Plan in Layers

Does the ordering of the tasks in their layers make sense? Are there components that
should be moved to an earlier or later layer? Will all the team members have something to
do throughout the semester rather than having to wait for their teammates to finish their
part?
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4. Fun

Does their game sound like fun? Any suggestions on how to make it more fun?
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5. Posture

Did the group sit properly while doing the proposal? How could they have sat better? Do
they look like they work well together? :
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6. Conclusion: Key Strengths and Weaknesses
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CS426 Spring 2016
Final Project Proposal Critique Form
02/26/2016

The
Project critiqued: Prindin 3]
Team: |,

Your namngﬁm% N / IS

1. Small and Large Enough
[s their game doable in a by the end of the semester? If not, what would you cut from their

design? (Or... perhaps their game is too easy to build. Why?)
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2. Affordances of Tools
Are the tools that they are using appropriate for their game? Why or why not?
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3. Plan in Layers

Does the ordering of the tasks in their layers make sense? Are there components that
should be moved to an earlier or later layer? Will all the team members have something to
do throughout the semester rather than having to wait for their teammates to finish their
part?
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4. Fun

Does their game sound like fun? Any suggestions on how to make it more fun?
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5. Posture

Did the group sit properly while doing the proposal? How could they have sat better? Do
they look like they work well together?
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6. Conclusion: Key Strengths and Weaknesses

What is the greatest strength of their game and game proposal? What is the weakness that
you are most concerned about? '
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Final Project Proposal Critique Form
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Project critiqued: /0
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Your name: Lf v \\)y{\{?(aﬂ_s

1. Small and Large Enough
Is their game doable in a by the end of the semester? If not, what would you cut from their
design? (Or... perhaps their game is too easy to build. Why?)
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2. Affordances of Tools
Are the tools that they are using appropriate for their game? Why or why not?
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3. Plan in Layers

Does the ordering of the tasks in their layers make sense? Are there components that

should be moved to an earlier or later layer? Will all the team members have something to
do throughout the semester rather than having to wait for their teammates to finish their
part? :
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4. Fun

Does their game sound like fun? Any suggestions on how to make it more fun?
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5. Posture

Did the group sit properly while doing the proposal? How could they have sat better? Do
they look like they work well together?
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6. Conclusion: Key Strengths and Weaknesses

What is the greatest strength of their game and game proposal? What is the weakness that
you are most concerned about?
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Final Project Proposal Critique Form
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Project critiqued: @ The Yaladins

Team: |,
Your name: A{V\&(W %A( hg

1. Small and Large Enough
Is their game doable in a by the end of the semester? If not, what would you cut from their
design? (Or... perhaps their game is too easy to build. Why?)
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2. Affordances of Tools
Are the tools that they are using appropriate for their game? Why or why not?
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3. Plan in Layers

Does the ordering of the tasks in their layers make sense? Are there components that
should be moved to an earlier orlater layer? Will all the team members have something to
do throughout the semester rather than having to wait for their teammates to finish their
part?
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4. Fun

Does their game sound like fun? Any suggestions on how to make it more fun?
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5. Posture

Did the group sit p‘roperly while doing the proposal? How could they have sat better? Do
they look like they work well together?
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6. Conclusion: Key Strengths and Weaknesses

What is the greatest strength of their game and game proposal? What is the weakness that
you are most concerned about?
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