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FINAL GRADE

70/100

Games for positive impact 1 - Benjamin Mason-Ling
GRADEMARK REPORT

GENERAL COMMENTS

Marks Breakdown

1. Engagement With Literature Skills (68%)

2. Knowledge & Understanding Skills (70%)

3. Cognitive & Intellectual Skills (73%)

4. Practical Application Skills (n/a%)

5. Transferrable Skills for Life and Professional 
Practice (n/a%)

Overall Mark: 70.4%

Tutor's Feedback:

There is evidence of referencing and research 
conducted in relation to the topics being discussed - 
this is good. Consider including a few more to help 
strengthen the academic credibility of statements 
made in the report - you can never have too much 
research!



Specifically discussing each identified benefit of case 
studies is good as this directly addresses the core 
theme of the assignment - well done.

There is a very interesting take on We Happy Few in 
particular - it is an interesting case study already, 
but showing a potential negative effect of its framing 
of prescription drug culture shows that positive 
impact is often not as straightforward as it seems. 
This is an important element to acknowledge and 
creates potential for a deeper discussion on the 
topic of positivity - good work.

It is good to see the use of images as this adds 
context to the case studies - consider adding 
captions under each image to improve the reader's 
understanding of their inclusion.
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