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Generic Assessment Criteria

1. Engagement with Literature Skills

Some references have been provided in the report at the end, though these could be enhanced by
categorizing them in a bibliography that adheres to IEEE format.

Don’t forget that the game itself is a source of research, and can be included in your bibliography too!

2. Knowledge and Understanding Skills

Linking some of the game’s traits, such as player choices and pressure/stress back to game theories
would be good to see — it would also help expand the research scope as well.




3. Cognitive and Intellectual Skills

An appreciation of empathy for fictional characters is evident in the written work — this is good, as it
evidences a level of engagement with the game that goes beyond simply playing to meet an objective.
Some of these choices are difficult and some are subtle, but all are a core part of this game’s intended
experience.

Discussion into audio style and presentation is covered in the work.

4. Practical Application Skills

The review could be enhanced with the addition of supporting visual material — particularly a game with
quite a jarring visual aesthetic such as Papers Please. Screenshots can be obtained online as well as
taken by yourself, and in these cases they could also add to the research and bibliography.

The review is easy to ready and relevant topics are divided up into paragraphs — this is good.

5. Transferable Skills for Life and Professional Practice

The review is presented well and articulated in a professional manner. Some extra additional material
could enhance the content further and allow more marks to be awarded, such as visuals and more use of
references / external research.
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