This document stipulates the evaluation criteria and questions through which you should examine the BeNumbered designs you have received from your classmates.  Each design should be evaluated in a separate document.  Name each document after the number of the person whose design you evaluate in the document.

Bring two copies of each of your evaluations to class on Tuesday, January 21, one copy on which you identify yourself below and one copy where you do not identify yourself (but still identify the person (number) whose design you reviewed). 

The document should be typewritten, and you should make additional space as needed. Please provide thoughtful and insightful answers. Depth is strongly preferred over some set of superficial answers.  We want you to really engage with the designs and carefully evaluate them and the implications they have for their implementation.

NAME OF THE PERSON REVIEWING THE DESIGN:

NUMBER OF THE PERSON WHO CREATED THE DESIGN:

PART 1: GENERAL QUESTIONS

1. Please rate the overall level of understandability of the design on a scale of 1 (low) to 10 (high): 

2. Explain your answer:

<insert your answer here>

3. If you were tasked with implementing this design, how helpful would this design be? Please rate the overall level of helpfulness of the design on a scale of 1 (low) to 10 (high):

4. Explain your answer.

<insert your answer here>

5. Ideally, a design will not leave out any high-level design decisions that you would need as an implementer. Please rate the overall level of completeness of the design on a scale of 1 (low) to 10 (high):

6. Explain your answer.

<insert your answer here>

7. Please rate the overall level of elegance of the design, in your opinion, on a scale of 1 (low) to 10 (high):

8. Explain your answer.

<insert your answer here>

9. Please rate the overall level of partitionability (e.g., how easy would it be for a group of implementers to each implement a different part of this design) of the design on a scale of 1 (low) to 10 (high):

10. Explain your answer.

<insert your answer here>

PART II: PRE-IMPLEMENTATION EVOLVABILITY

(answer the below three questions independently of one another; except for question 13)

11. Suppose you have not begun implementation of this design yet, and you need to add yet another mode: beginner. In this mode, a desired sequence is not a linear sequence, but simply a set of 3, 4, or 5 identical numbers (e.g., 5-5-5, 7-7-7, 1-1-1-1).  Describe how this change impacts the design (e.g., which classes and interfaces are affected how, and why). You may draw diagrams if you feel that it helps in explaining.


<insert your answer here>

12. Suppose you have not begun implementation of this design yet, and your client now also wants to remove diagonal sequences. Describe how this change impacts the design. You may draw diagrams if you feel that it helps in explaining.


<insert your answer here>

13. Suppose now your client wants both of the changes of 11 and 12 incorporated in the design. Describe how this impacts your design, and discuss why or why not it is possible to simply adopt the changes of 11 and12 independently from one another.


<insert your answer here>

14. Suppose again you have not begun implementation of this design yet, and your client decides he likes to complicate game play by including “obstacles” in the game. Obstacles, once generated and dropped in a cell, will no longer move and cannot be part of any sequence, nor be removed via power or magic numbers.  Space that frees up below obstacles is filled by numbers spilling over diagonally from a column immediately next to them. Describe how this change would impact the design. You may draw diagrams if you feel that it helps in explaining.
<insert your answer here>

PART III: POST-IMPLEMENTATION EVOLVABILITY

(answer the below two questions independently of one another)

15. Suppose that you have implemented this design, and discover that advanced mode is no fun to play: there are constant chain reactions because there are too many valid mathematical expressions. So rather than letting the program automatically search for such expressions, you decide to add +, -, and = signs to the possible content of a cell that can be randomly generated.  It is then up to the player to create valid mathematical expressions, but still up to the program to validate them.  Given that the program already is implemented, you now need to change the program. Describe how you would have to change the code to accommodate this change (e.g., which classes and interfaces are affected how, and why).  Would you need to add any classes or interfaces?  You may draw diagrams if you feel that it helps in explaining. 

<insert your answer here>

16. Suppose instead that you have decided to implement a networked version of the game, allowing two players sitting at different computers to take turns to switch two cells. Describe how this change would impact the design. You may draw diagrams if you feel that it helps in explaining.


<insert your answer here>

PART IV: WRAP-UP

16. Please rate the overall level of evolvability of the design on a scale of 1 (low) to 10 (high):

17. Explain your answer.

<insert your answer here>

18. Suppose you are going to be tasked with implementing one of the designs you have received. What ranking would this design receive in terms of your preference (Would this be your first choice to implement? Second? Third? Fourth?):

