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FINAL GRADE

51/100

Independant project proposal. Harry Hixson 2005116. BA
Games Design
GRADEMARK REPORT

GENERAL COMMENTS

Instructor

1. Engagement with Literature Skills (50%)

References and quotes have been used in the text,
though some of these are disjointed and do not se
em to link to a general topic being discussed. They
are thematically linked, but add little to the propos
al’s narrative. These quotes would be better if they
were included in a paragraph of related informatio
n.

You list games and review sites as sources of infor
mation, but nothing of the horror genre in books,
movies or other sources. Be warned that if you onl
y use games as research you will only ever make d
erivative products! Go deeper to make your work m
ore original and expand your world view or the wor
k will be a pale imitation of things that already exis
t.

2. Knowledge and Understanding Skills (51%)

The proposal states you want to make 5 dioramas –
that’s more than one a month, with all that’s includ
ed within each environment, plus supporting resea
rch and design work. This is too much to take on in
the time given – it would be more realistic to have t
hree dioramas built to a higher standard with sup
porting portfolios. Consider the scope in a realistic
way and do not set goals that are unrealistic or you
will never achieve them.

Characters have been mentioned in the proposal. I
was under the impression that you were making di
oramas/environments. Making characters as well
will mean you have to scale your project down eve
n further, so we need to discuss this as a priority g
oing forward.

3. Cognitive and Intellectual Skills (54%)



Some potential areas for research have been suggeste
d in the proposed work, with examples of games relate
d to these topics/subgenres listed.

The outline of the process is somewhat vague – thi
s should list the production processes involved, sof
tware, possible timescales, etc.

4.Practical Application Skills (52%)

The project planning is a rough draft but it doesn’t brea
k down the finer elements of the project – what about
different kinds of research, and if you have five diorama
s, why has only one phase of production been include
d? You will need to increase this chart to five times the
size to incorporate your proposal. We will have to look
at this in more detail going forward or it will not be use
ful as a project guide.

5. Transferrable Skills for Life and Professional Pr
actice (48%)

Remember to use capitalization on names of game
s and check for typos, as there are a number in the
proposal – punctuation and grammar is critical at t
hird year level.

More focus on a rationale/reason for creating the p
roject and less on bullet points might make the pro
posal a little more informative. It is a little vague at
present and could do with a bit more justification.
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