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FINAL GRADE

31/100

Project Proposal Final
GRADEMARK REPORT

GENERAL COMMENTS

Introduction / Aims & Objectives: 10/20 

Project concept is interesting and technically 
ambitious

Clear focus on procedural generation in Source 
Engine

All four objectives fail SMART criteria. They lack 
measurable targets, specific metrics, and clear 
success thresholds. 

Something else to consider is the formality, we're 
aiming to write it in an "Academic Style"  so we aim 
to avoid an informal style such as ("This is the 
Project Proposal...")

Background / Literature Review: 2/20 

Project
Design / Methodology: 8/30

Section severely underdeveloped (approximately 69 
words vs 500 required)

 No development methodology stated (Agile? 
Waterfall? Iterative? Prototyping?)

No algorithm design methodology specified



A Development methodology selection with 
justification would have been great to see. 

 

This would have been a prime location to discuss the 
agorithm design and testing approach, i.e. your ideas 
on how you would have made it work 

You mention including users to test it, but what would 
they be looking for? A detailed user study protocol 
would be used to capture this infomation. 

Resources / Planning: 7/15 

Clear monthly timeline showing progression but 
timeline lacks specific dates (only months).

Comprehensive list of required software and tools.

Mentions documentation strategy (daily dev log, 
code comments).
Timeline doesn't align with methodology (no user 
testing phase shown)

Document
Presentation: 4/15  

 Generally clear writing in most sections 

 Logical structure attempting to follow required 
format 

Technical terminology used appropriately 

 Spelling and grammar mostly correct

Key issues are that the proposal completely lacks a 
literature review section annd that a bibliography is 
a little different from a reference list, but I can see 
here the word has been used interchangeably. 



Ideas on how we can take this further:
Comparative analysis: How does your adaptive 
approach compare to static level design in terms of 
player engagement and completion rates?

Perception study: At what point do players notice 
the procedural adaptation? Is subtlety important?

Classification methodology: What metrics/thresholds 
define "stealth" vs "combat" playstyle?

Replayability metrics: How to quantitatively measure 
"different experience each time"?

PAGE 1

PAGE 2

Comment 1

Like the yellow paint approach  but with light?
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