
 

INTRODUCTION 

 
Hello there, welcome to my judging. In this document, I explain how the 

levels will be judged. Do note that since all the entrants only had 24 hours to 

create their levels, I’ll be less demanding about levels. The jankiness of some 

sprites will be taken into account when judging level design, so I’m going to 

try to be fair as much as I can, although it depends of how the level is build. 

There are three criteria that I will judge a level. 

 

Design 

 

Value: 30 points 

 

How well thought is the level design? It has a nice progression? Or 

does it have any weird difficulty spike? Is it too repetitive? Design 

refers to how a level explores a gimmick.  In this part, I’m going to 

analyze how the mechanisms work and see if they flow well. 

Playtesting will not have too much weight, since the participants had 

to work with a short period of time, HOWEVER, if a level is easy to 

break and highly cheesable, it will lose points in design. 

 

Creativity 

 

Value: 15 points 

 

This category checks how each of the resources are used.  Do the 

setups present any interesting idea? Or the execution of the idea falls 

flat?  

 

Aesthetics 

 

 Value: 5 points 

 

Refers to how the level looks. In this case, vanilla or custom graphics 

doesn’t matter too much. There’s some important things to aesthetics: 

visual clarity, palette and how clean the level looks. If a level looks 

busy or has ugly palettes, it will lose 2 points. If the aesthetics hinder 

the readability and hurts the eyes with strong colors and stuff like that, 

3 points will be taken instead.  Pure vanilla aesthetics gets 3 points. 

 

Pure vanilla: no palette edits + using vanilla tileset restrictions. 



#01- Random Puzzles IDK 

 
Bold move of making a puzzle level using the platform that drops bombs. I 

commend the creativity of these puzzles, and I like when people try to 

make puzzles with unusual sprites. All things considered, two rooms suffer 

immensely because of how janky the red platform is. A glaring issue with 

the sprite, is how it’s finnicky to drop a bomb in the right place and the fact 

that you need to HOLD the direction that it will move. And with two 

mentioned rooms, there’s one tile gaps, making the bomb harder to land 

than it should be. The other rooms, seems very well done and doesn’t suffer 

of this issue of being too precise. Overall, aside from the frustration of 

repeating the puzzles because of two tight and tense rooms, I enjoyed what 

this level tried to do. 

 

Design: 15/30 

Creativity: 12/15 

Aesthetics: 3/5 

Total: 30 points 

 

 

 

 

 

 

 



#02 - Mt. Icarus 

 
Aesthetically, this level does a superb job. It’s clean, readable and has a 

great visuals. About the level design, it has a neat idea and most of the 

time, it executes it well, but, there’s some issues in some parts. The second 

half has a glaring issue where it’s possible to skip most of the obstacles, by 

just using the triple jump at certain spots, which I consider to be a 

construction oversight. Some of the Spike placements can lead to situations 

like the image above. Near the end, the level asks suddenly for the player to 

change the type of jump, which can be unfair, since you didn’t show the 

player that they could change jumps during the entire level. Overall, a very 

short and pleasant level. 

Design: 15/30 

Creativity: 12/15 

Aesthetics: 5/5 

Total: 32 points 

 

 

 

 

 

 



#03 - Claus for Concern 

 

The lore in this one is great. Most of the sprites are well used, but the same 

can’t be said about the mechakoopas, they appear briefly through the level, 

but the design compensates it with good setups involving Mega-Moles, 

Thwomps and Pokey. The dragon coins are placed in very clever way 

through the level, making good use of the frozen blocks. This level also is 

generous when using falling leaves, since they are hard to land, so, they don’t 

overstay their welcome, just providing some small but simple platforming 

challenges.  

While the multiple jumps gimmick is used in the second half, it’s done in a 

good way, with the justification of being “magical sprinkle”.  Overall, 

beating the heck out of Santa Claus was satisfying. 

Design: 24/30 

Creativity: 11/15 

Aesthetics: 5/5 

Total: 40 points 

 

 

 

 

 



#04 – VANILLA SECRET 2 

 
Well, this level makes good use of the falling leaves, and while I’m not a big 

fan of the sprite, it’s neat how well the level signalizes their generators (with 

the leaf “indicator” in the canopies). The spiny eggs also provide a decent 

challenge and are usually paired with slopes. The timed platforms are here 

and there.  The way this level tells that the player has double jump is clever 

too, by making the player go check the message box which is very high in 

the beginning.  The ON-OFF switches are the one who took a hit here, being 

not so much used as other resources. This level is a fun ride, but nothing 

groundbreaking or amazing. It showcased all the gimmicks, but it mastered 

none of them, which is a shame, when the level was ending, I was expecting 

to have more challenges. 

Design: 21/30 

Creativity: 9/15 

Aesthetics: 4/5 

Total: 34 points 

 

 

 

 

 

 



#05 – ILLUSIONARY INFRASTRUCTURE 

 
This entry is very peculiar. It doesn’t stick to a traditional progression of a 

gimmick, but rather, makes mini-challenges around it. The use of the Mega 

Man scrolling is well done here and each room (almost), has some kind of 

mini challenge, which usually involves the RBY switches. It can be a bit 

disconnected at times, but I appreciate what each room had to offer. Aside 

from using Piranha Plants / Venus, Spikes and platforms decently well, this 

entry makes good of the Dynamic Sprite System, contained in the baserom, 

which made each room feel distinct and with their own small challenges. It 

may not be the cup of tea of everyone, mainly because of its experimental 

nature,but the resources were well used there. 

Design: 25/30 

Creativity: 14/15 

Aesthetics: 5/5 

Total: 44 Points 

 

 

 

 

 

 



#06 – The 77 Pipe Woods 

 
This entry starts well, with a giant wall, which means that the player will 

figure out quickly about the multiple jump mechanic. The spiny eggs are 

used well through the level, so are the piranha / venus plants and platforms, 

along with the Mario Solid blocks. My main issue was more about the 

repetition of these said same sprites. Some setups are too similar and don’t 

provide something new. Otherwise, this a fine and fun short level. 

Design: 22/30 

Creativity: 10/15 

Aesthetics: 4/5 

Total: 36 Points 

 

 

 

 

 

 

 

 



#07 – Elevation Heists 

 
This level has some nice ideas, like the thwomps and spiny eggs setups, but 

fall a bit apart with the Coin as Lives Uberasm. With so plenty coins through 

the level, I didn’t feel intimidated. Also, the One Way Walls doesn’t have 

much purpose, aside from possibly preventing any sprite despawn.  Another 

issue comes from how the carryable is used only in one section, and never 

again is incorporated in the stage. Overall, decent level. The final part of 

“pick your path” is well done and  the palette of this level is nice, clean, 

although, a bit monotone. 

Design: 15/30 

Creativity: 9/15 

Aesthetics: 3/5 

Total: 27 Points 

 

 

 

 

 

 

 



#08 – Distant Skyline 

 
This level feels empty. Too many flat terrain, the mechakoopas doesn’t 

pose enough danger to the player. The part where you need to hit the p-

switch and run makes this issue even more apparent. The second half is just 

some cliche setups with the carrot lifts. This level lacks a lot of stuff, aside 

from aesthetics. It lacks some coeherence in how things are organized and 

the level itself ends way fast, with no chance of redemption. 

Design: 3/30 

Creativity: 3/15 

Aesthetics: 3/5 

Total: 9 Points 

 

 

 

 

 

 

 

 

 

 



#09 – YOSHI’S ISLAND 2 

 
This level has some cool ideas, but only the Spike parts are executed well. 

The second half of the level suffers from repetition with the snake blocks 

going fast in circles. The RBY is just kinda there to break the pace a bit, as 

it doesn’t interact directly with any other resource. For lacking some 

resources, a penalty has been applied. The color palette is nice, but yeah, the 

level is a bit incoeherent about what it want to focus on. 

Design: 15/30 

Creativity: 9/15 

Aesthetics: 4/5 

Total: 28 Points 

 

 

 

 

 

 

 

 



#10 – Hazy Linear Cave 

 

This stage has a neat idea, and uses each of these hazards in a good way, 

while keeping the player in check for collecting the coins to survive. Sadly, 

some piranha venuses positioning are just annoying and a bit punishing for 

most part. Near the end, it feel a lot cluttered, but overall, the stage 

compensates it being short and with an easier second half. The whacky 

moles and platforms are well positioned most of the time. And the section 

with no coins, offers a decent challenge. 

Design: 18/30 

Creativity: 9/15 

Aesthetics: 4/5 

Total: 31 Points 

 

 

 

 

 

 

 

 



#11 – Glacial Athletics 

 
This level makes great use of snake blocks, multiple jumps and spikes, and 

with the added bonus of not having ice physics, which is kinda neat. The 

issue I have with it is only one: blindness in various jumps, because of how 

the vanilla camera works. With that aside, it was a fair and challenging 

level, for good part of the time.  The aesthetics are great, with the exception 

of the spikes which blend a bit with the foreground. I felt that the platforms 

could have been used more, but overall, a very focused level. 

Design: 20/30 

Creativity: 12/15 

Aesthetics: 4/5 

Total: 36 Points 

 

 

 

 

 

 

 

 



#12 – TENANT MARIO 

 
This level makes good use of the Coin is Life ASM, Snake Blocks, Spikes 

and Sprite / Mario Solid. The first part is a bit mean and does not feel 

comfortable to play, with so many awkward jumps and moments. The part 

where the player has to survive is the one which made this level feel a bit 

sour. Controlling the directional coin block is a bit finnicky and annoying. 

Also getting the right ammount of coins took me a lot of time to figure out. 

The next sections were really clever, the way the platformer was used and 

how Yoshi was incorporated in the gimmick. This level is an odd case, it’s 

a bit painful, but at same time, it has some great stuff going on.  

Design: 20/30 

Creativity: 12/15 

Aesthetics: 2/5 

Total: 34 Points 

 

 

 

 

 

 

 



#13 – industrial society 

 
That’s some neat application of the resources. The difficulty gets gradual 

and it has an excellent flow, overall. The way how each of the rooms teach 

you something is also pretty neat.  Some setups near the end are a bit tight, 

but overall, this level does a fantastic job with its spinies, platforms, 

thwomps and on-off blocks interactions. Simple, short and fun. Great job. 

Design: 28/30 

Creativity: 13/15 

Aesthetics: 5/5 

Total: 46 Points 

 

 

 

 

 

 

 

 

 



#14 – Pane Production 

 
This level starts a bit rough with the whacky moles, but then it gets a lot 

better after that.  The TNT setups are simple, but they work very well with 

the  L/R (ON-OFF) UberASM. Overall, it made great use of the resources, 

even with some hiccups in some parts (like being to skip one of the TNTs, 

because of the Whacky Mole in one part). The L/R gimmick is well 

explored through the entire stage. The boss incorporates well the gimmick 

that is seen in the stage. Fantastic job. 

Design: 23/30 

Creativity: 12/15 

Aesthetics: 5/5 

Total: 40 Points 

 

 

 

 

 

 

 

 

 

 



#15 – a mountain anecdote 

 
This level has a consistent difficulty curve, most of the time, using well each 

of its resource. In the first part, after learning different interactions of the 

sprites, the player faces a vertical section, that uses the Mega Man Scroll 

Uberasm, with tons of mini-challenges. The only one who may be a bit tense 

is the cape flight one, but its execution is easy and overall, the level is 

forgiving.  No challenge felt overwhelming. But because it incorporated the 

uberasm a bit late, it lost a bit of points in design and creativity. Overall, 

fantastic level. 

Design: 27/30 

Creativity: 12/15 

Aesthetics: 3/5 

Total: 42 Points 

 

 

 

 

 

 

 



#16 – Sub Zero Gravity 

 
This level feels like that it would be in a standard hack, which is not bad, 

by any means. The issue comes from how the resources are used there. The 

low gravity was not designed for it, since it only makes it “slight” harder, 

making it feel like artificial difficulty. All the other resources are spread 

randomly through the level. Only the ice blocks seems to have relevance 

for the overall level. So, because of that, this level loses a lot of point in 

design and creativity, although, it’s a decent level. 

Design: 12/30 

Creativity: 9/15 

Aesthetics: 4/5 

Total: 25 points 

 

 

 

 

 

 

 

 



#17 – ONIGIRI SHOWTIME 2 

 

This entry has been disqualified due to its difficulty 

being out of the scope of this contest. 

 

 

 

 

 

 

 

 

 

 

 

 

 



#18 – HORRORBULAR 

 
This entry has some interesting ideas for setups, but because of how cryptic 

is, it tends to frustrate the player even more than it should. First thing, you 

didn’t provide any hint about the player having multiple jumps, making the 

first puzzle very confusing. I reached the second part without Yoshi and 

there was nothing I could do. When making puzzles, make sure to tell the 

players the rules of the game. After having knowledge of the multiple 

jumps, room 1 is actually clever. Second room ain’t bad, it has a nice 

puzzle. The issue comes in the third room, where you dodge Mad 

Thwomps and it’s easy to run out of jumps. Why don’t tell the player they 

have a limited amount of jumps?  The fourth room is the biggest offender, 

since the player must know they need to jump in the air, and most likely 

will die in their first time reaching the room.  The setup was neat, though. 

The final room is quite fun and challenging, but I feel this entry lacks some 

extra checkpoints. Some other entries used 1-up checkpoints, moons and 

etc to make a second checkpoint. Overall, there are some good ideas here, 

but it lacks polish and coherence.  

Design: 15/30 

Creativity: 9/15 

Aesthetics: 3/5 

Total: 27 Points 

 

 

 



#19 – Sunset Sunday 

 

This entry has been disqualified due to its difficulty 

being out of the scope of this contest. 

 

 

 

 

 

 

 

 

 

 

 

 

 



#20 – Thwomp Palace 

 
This level presents some good ideas with Thwomps, platforms and spiny 

eggs, sadly it does commit some mistakes while execute them. The first of 

them is the lack of distinction between thwomps. How the player is 

supposed to know which is a “normal” Thwomp or a Mad Thwomp? Both 

share the same color, thus creating a mistake in level, since different colors 

mean “oh, this enemy is different, it’s better to be cautious”. First half is 

fun, although, the abundance of powerups, make the challenges quite easy. 

The second half feels a bit strange. The multiple jumps are introduced, but 

the level design doesn’t make much interesting stuff with it, it’s just “avoid 

these mad thwomps and spiny eggs”. Overall, it’s a good level, but held 

back by some noticeable issues. 

 

Design: 19/30 

Creativity: 10/15 

Aesthetics: 3/5 

Total: 31 points 

 

 

 

 

 



#21 – Crazy Canyon 

 
The level has some good ideas with the TNT, but sadly, most of my deaths 

were trying to play the level in the intended way, rather than the hazards 

itself.  The short fuse time make it hard to aim it at enemies, and most of 

the time, it’s possible to simply skip and damage boost through the level. If 

enemy placement was a bit more forgiving, it would be possible to use the 

TNT. Maybe going for a puzzle-oriented design would have worked better. 

The piranha / venus plants and spiny eggs do provide a good challenge. 

Such a shame, I liked the idea. It’s a decent level, but with very noticeable 

issues.  

Design: 15/30 

Creativity: 9/15 

Aesthetics: 3/5 

Total: 27 points 

 

 

 

 

 

 



#22 – Spinies on the Moon 

 
The low gravity, piranha / venus plants and spiny eggs work well together 

and provide an interesting challenge to the player. Sadly the level focus too 

much in the boost platforms, which clashes with the low gravity. First, it’s 

easy to miscalculate your jumps using boost platforms and die because of 

that, second it’s awkward to control jumps, most of the time. If the baserom 

had ascension fix, I wouldn’t have died a lot to spiny eggs, but that isn’t an 

issue of the level per se.  Overall, it’s a decent level. 

Design: 12/30 

Creativity: 10/15 

Aesthetics: 4/5 

Total: 26 points 

 

 

 

 

 

 

 

 



#23 – Life is like a Videogame 

 
This level is a mess, both in its construction and its aesthetics. There’s a lot 

of RBY blocks all spread over the place. With the Coin as Life ASM, it 

gets even harder to focus and understand what is going on. Aside from that, 

most enemies are positioned in an awful way, where it’s easy to take a hit 

unfairly.  Took me a bit of time to figure out what was going on. It looks 

like it was built more to annoy the player than reward their skills. 

Design: 4/30 

Creativity: 3/15 

Aesthetics: 1/5 

Total: 8 points 

 

 

 

 

 

 

 

 



#24 – Cold Cash Crisis 

 

 

 

 

 

 

This entry makes good use of all resources. The first half has some annoying 

setups and the autoscroller can be a nuisance sometimes, but overall, the 

challenge feels right and the duration of it is short, compensating its insane 

difficulty. The second half is way more creative and interesting, because of 

how the Coin as Life and frozen coins synergize well together. This level is 

a bit rough in the edges, but made good use of platforms and enemies, in 

general. A tough level, but a fun one. 

Design: 25/30 

Creativity: 12/15 

Aesthetics: 3/5 

Total: 40 points 

 

 

 

 

 

 

 



#25 – Danny Bananas 

 
This level has a very good and focused first half. Although it’s on the easier 

side, it makes good of the sprites and Mega Man Vertical Scrolling. For 

some weird reason, pausing freezes the game.  Overall, it was fun. The 

issue comes from the second half, that while it had some good challenges 

to collect the dragon coins, felt weird and unfocused compared to the rest 

of the level, which is a shame. Overall, it’s a very fun level. 

Design: 15/30 

Creativity: 10/15 

Aesthetics: 5/5 

Total: 30 points 

 

 

 

 

 

 

 

 



#26 – Electric Leakage 

 
The first half of this level has some interesting ideas involving Thwomps, 

platforms and ON-OFF Kill blocks. Sadly the second and third halves are 

painful to play. The stun that the Mad Thwomps cause in certain tight parts 

are enough to put the player in unfair situations, where they can’t do nothing 

but die to the layer 2 instadeath blocks. The third half is the biggest offender, 

having to control with L/R the lightning death blocks, while using the 

platform to climb up feels awful. Not only that, but the Mad Thwomp in this 

section causes a lot of hassle to navigate this section. No checkpoints also 

means the level must be repeated from the start, which makes each attempt 

more pain than it should be. 

Design: 8/30 

Creativity: 9/15 

Aesthetics: 3/5 

Total: 20 points 

 

 

 

 

 

 



#27 – A Bit from the Future 

 
This level makes good use of Spikes, Thwomps, Money for Life, RBY 

switches and boost platforms. It’s very well made until the first half. The 

second half is a bit lackluster and the maze section feels a bit whatever and 

thrown in. There are some unfair Thwomp placements there, as well. 

Overall, it’s a very good level, with a great first half and a decent second 

one. This is another good showcase of how to make levels based in Money 

is Life, and this one focuses on being fast and reaction. 

Design: 20/30 

Creativity: 12/15 

Aesthetics: 5/5 

Total: 37 points 

 

 

 

 

 

 

 

 



#28 – Suspicious Cave 

 
This level has some neat ideas, sadly the execution leaves a bit to be 

desired. I never felt the threat of running out of coins, since the player starts 

with plenty of them, and there’s quite a lot in the stage. The mechakoopas 

are used in an interesting way, shame that they aren’t the main gimmick of 

the stage. The falling leaf sections are quite hard, because of how high the 

spawner is, having a lot of wait. Overall, it’s a decent level, but it lacks 

something to stand out. 

Design: 15/30 

Creativity: 8/15 

Aesthetics: 3/5 

Total: 26 points 

 


