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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

There is evidence of engagement with the game as a research source, though this could also be
evidenced with a reference section at the end of the document for additional marks.

2. Knowledge and Understanding Skills

Some of the written content reads more like a review of a game than a description of how the game
should be designed — remember this real game is just a stand-in for a game idea to help you focus on
the priority of completing a Game Design Document.

A good understanding of the game’s aesthetic and mood have been provided in the submitted work.




3. Cognitive and Intellectual Skills

Control systems are mainly descriptive but provide little detail on what the buttons or controls are. In the
GDD we should have a breakdown of the control system — ideally with visual aids that are clearly
labelled. This would help with understanding what needs to be designed and accessibility of the
information in the document.

A good analysis of the game flow is provided in the submission — the flow chart in particular is
informative, accessible and easy to understand. Good work.

4. Practical Application Skills

Use of images is helpful, though some of these are a little small on the document — they can use more of
the space on a page if it helps with clarity.

Flow diagram for game flow is a good addition and is exactly how information in a GDD should be
presented.

5. Transferable Skills for Life and Professional Practice

A good level of collaboration and communication is evidenced in the GDD submission as all group
members have maintained a level of consistency throughout the formatting and submissions. There are
some minor differences in font styles, but this is not a significant issue.
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