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Video Presentation

https://youtu.be/UuhruQYjJaU

Bibliography

[1] PEGI, “What do the labels mean? | Pegi Public Site,” pegi.info.
https://pegi.info/index.php/what-do-the-labels-mean (accessed May 16, 2026).

[2] K. Embaugh, Co-op Among Friends. 2016. Accessed: May 16, 2026. [Online Image].
Available: https://quanticfoundry.com/2016/07/21/social-gaming/

[3] R. Elliott, “20% of gamers love couch co-op: Split Fiction’s success is proof players
want more,” MIDIA Research, Mar. 20, 2025. https://www.midiaresearch.com/blog/20-
of-gamers-love-couch-co-op-split-fictions-success-is-proof-players-want-more

[4] A. Gonzalez, “The importance of learning how to teamwork - ESCP Business School,”
ESCP Business School, Apr. 29, 2024. https://escp.eu/blog-bachelor/blog/the-
importance-of-learning-to-work-in-teams-in-management-undergraduate-
programmes/ (accessed May 16, 2026).

[5] A. Moskow, “How co-op games can level up your life - The Decision Lab,” The
Decision Lab, 2026. https://thedecisionlab.com/insights/technology/how-co-op-
games-can-level-up-your-life (accessed May 16, 2026).

[6] Z. He, “Research on the Effects of Cooperation in Multiplayer Games on Players’
Behavior,” Communications in Humanities Research, vol. 5, no. 1, pp. 281-284, Sep.
2023, doi: https://doi.org/10.54254/2753-7064/5/20230280.

[71 M. T. Baranowski, P. A. S. Lu, R. Buday, E. J. Lyons, J. Schell, and C. Russoniello,
“Stories in Games for Health: More Pros or Cons?,” Games for Health Journal, vol. 2, no.
5, pp. 256-263, Oct. 2013, doi: https://doi.org/10.1089/g4h.2013.0052.

[8] BIMM University, “The Positive Power of Play: How Video Games Enhance Mental
Health,” BIMM University Blog, Jun. 27, 2024, https://blog.bimm.co.uk/video-games-
mental-health (accessed May 16, 2026).

[9] C. Compton, “Sign in - Google Accounts,” Remptongames.com, 2018.
https://remptongames.com/2018/06/02/games-for-everyone-the-importance-of-
accessibility-in-video-games/ (accessed May 16, 2026).







GPI Pitch Presentation

GRADEMARK REPORT

FINAL GRADE

/100

GENERAL COMMENTS

Marks Breakdown

1. Engagement With Literature Skills (64%)

2. Knowledge & Understanding Skills (65%)

3. Cognitive & Intellectual Skills (n/a%)

4. Practical Application Skills (62%)

5. Transferrable Skills for Life and Professional
Practice (62%)

Overall Mark: 63.3%

Tutor's Feedback:

A bibliography is presented with a good amount of
entries in IEEE format. References in text show
evidence of applied research.

A good use of imagery is used to communicate ideas
such as character designs. This is useful for your
viewer as it will help them visualise your ideas.



Some of the slides contain a lot of text - try to break
this down by spreafing the information across a few
more slides.

Positive impacts and/or qualities have been defined
in the game, specifically promoting co-operative play
and developing trust. This is linked to the research
on demographic, which is good - this shows a good
level of understanding and analytical thinking.

Considerations for accessibility have also been
featured, and key areas have been identified. It
would be good to see a few examples of how these
might help with certain gameplay mechanics that
have been proposed as this will bring the game and
the positive design proposals together.
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