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Generic Assessment Criteria  

1. Engagement with Literature Skills 
 

Use of quotes to re-enforce statements made in the review are good – remember to apply IEEE 
formatting to this though (add a [1] after the quote that links to the numbering system in your 
bibliography) in order to enhance the marks awarded. 
A bibliography of research has been provided – this is good, though remember that the game you are 
reviewing is also part of your research and can be referenced here too. 
 
2. Knowledge and Understanding Skills 
 

Use of colour within the game design has been considered, researched and discussed – this is good and 
is exactly the kind of thing a game designer should be thinking about when analysing games. Good work. 
Gameplay and presentation elements have been identified and discussed throughout the work. 
 

Assessment Mark (Assessment marks are subject to ratification at the 
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3. Cognitive and Intellectual Skills 
 

Visual and aural feedback have been analysed as part of the review, with links made to adaptive music 
and colour theory. 
Combat modes, strategic gameplay and replay value have been discussed in the review which provides 
evidence of engaging with the game itself and an ability to apply analytical thinking. Good work.   
4. Practical Application Skills 
 

A concise overview of the game has been provided in the review as part of the introduction – good work. 
Additional screenshots with captions would be good to see in the review as well – the descriptive 
elements could be supported by these images and also add to your research if you obtain them from 
online sources. Combined with captions, these images can be really useful to help get ideas across in 
academic reports. 
5. Transferable Skills for Life and Professional Practice 
 

Report is written well in general and contains a good amount of information about Faster Than Light and 
it’s many elements of genre, style and gameplay. 
Introduction and conclusion to the review provide good summaries to the subject matter. 
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