STUDENT FEEDBACK FORM (UG)

This section details the extent to which the assessment criteria are demonstrated by you, which in turn determines your
mark. The marks available for each category of skill are shown. Lecturers will use the space provided to comment on
the achievement of the task(s), including those areas in which you have performed well and areas that would benefit
from development/improvement.
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Generic Assessment Criteria

1. Engagement with Literature Skills

References that support topics such as interface are presented in the main body of text, with a
supporting bibliography that adheres to IEEE format. This is good.

Additional sources in the text may also enhance the work — some more quotes from game theory
books/sites/publications may enhance the research aspect of the work.

2. Knowledge and Understanding Skills

Explanation of abbreviations (such as HUD) are useful and help assist a reader of the review — this is
good.

Appreciation of different game modes and character classes providing variety in gameplay is evidenced
in the review.




3. Cognitive and Intellectual Skills

Analysis of HUD design and colour usage is good as it indicates that more than just a surface-level
analysis is being carried out. This is important for anyone pursuing game design as a career.

Examples of audio and visual feedback have been provided as part of the analysis.

4. Practical Application Skills

Good use of images with captions included throughout the review. Going forward, it is best to have
images on their own lines between paragraphs rather than word-wrapped — this will be the preferred
format for academic reports so we’ll get into the habit of doing this going forward.

5. Transferable Skills for Life and Professional Practice

Report is generally presented well with visual content supporting written work and relevant sections
divided by sub-headings.
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