Fifteen Grading Rubric 				___/100

				Students: ________________________________________ 

____ Check here if the program does not compile. If this is the case, put a 0 out of 100 at the top of this grading sheet and move to the next. 


GUI / Appearance:  			____ / 10

____ / 5	Game displays the names and bios of the programmers

____ / 5	GUI is easy to understand and use


Functionality: 			____ / 70

____ / 10	Can generate a new, random, solvable game

____ / 5 	Reset Button resets the screen to the initial state 

____ / 10 	Game allows user the ability to specify the board length and width 

____ / 10	Clicking a button on the board next to an empty space moves that item into the empty space.

____ / 5 	Clicking a button on the board NOT next to an empty space does nothing. 
(Note: if clicking on such a square moves the appropriate group of buttons
into the space, assign full credit.)

____ / 10	All games are winnable (analyzed looking at code) 

____ / 10	A win is signaled by a message

[bookmark: _GoBack]____ / 10	Undos and redos work


Design and Code Style: 		____ / 20

____ / 5	Standard coding conventions (such as descriptive variables names) are used. (2 Points for having project named Fifteen with main in Fifteen class).

____ / 5	JavaDoc is complete

____ / 5 	UML shows evidence of design before coding

____ / 5 	User stories are complete and followed.
