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Summary
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Link to Video

Video can be viewed: Here

Screenshot of Video uploaded to YouTube:
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GRADEMARK REPORT

FINAL GRADE GENERAL COMMENTS

Marks Breakdown

1. Engagement With Literature Skills (72%)

/100

2. Knowledge & Understanding Skills (75%)
3. Cognitive & Intellectual Skills (n/a%)
4. Practical Application Skills (74%)

5. Transferrable Skills for Life and Professional
Practice (74%)

Overall Mark: 73.9%

Tutor's Feedback:

A good introduction is provided as part of the
presentation, outlining the intentions of the project
and motivation behind the game idea - good work.

The presentation slides are visually engaging and
consistent - this is good for keeping audience
attention. Information is delivered in visually
appealing ways.



Appreciation for educational context is evidenced in
the narrative and content of the presentation,
aligning the project with the assessment brief. This is
also reenforced with supporting research for both
the initial problem to be addressed and the
awareness gap that exists.

Justification for using games as a platform for raising
awareness is informed and justified. This is good
evidence of analytical thinking and application of
knowledge.

Concepts and gameplay have been presented and
explored. This is a game idea with potential, which
has considerations for consequences and setting
player goals but remains a plausible project that
could be developed.

Research is evidenced with references and a
bibliography, presented in IEEE format.
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