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	1. Engagement with Literature Skills
	

	· Clearly show your engagement with an extensive range of relevant and credible literature. 
· Use discussion, critique and referencing to demonstrate your awareness of a range of theories and concepts. 
· Apply your referencing skills clearly and consistently.


	13/20

	2. Knowledge and Understanding Skills
	

	· Manage and organise your research information into a coherent framework which clearly shows your knowledge and understanding of the principles and theories of your topic. 
· Use analysis, discussion, and bibliographic referencing to show you are well-informed by a range of research and scholarship.
· Show your ability to learn from your insights and understanding by showing how this could link to your practice, the future direction of your practice, and/or the practices of others.
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	3. Cognitive and Intellectual Skills
	 

	· Independently select and build a distinctive research area or field.
· Create links and relationships to theories and practices that apply to your chosen theme/topic.
· Critically evaluate and analyse the relevant theoretical and practice-based discourses;
· Outline and justify the insights and understanding that have come from your research. 
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	4. Practical Application Skills
	

	



Criteria not assessed as part of this submission




	n/a

	5. Transferable Skills for Life and Professional Practice
	 

	· Assimilate and apply the required rules and criteria of the dissertation format to your text. 
· Organise information into a coherent framework which identifies and clearly communicates the ideas of others, your own ideas drawn from a theoretical discourse, your insights and understandings. 
· Consistently apply referencing conventions to suit the required format.
· Present your text professionally, applying attention to the conventions of English language and grammar.
· Communicate your ideas in a coherent and consistent style with due consideration to the reader/audience.  
· Apply your writing knowledge showing a command of writing structures, such as sentence structure, paragraphing, the use of headings and chapters, and appropriate and explicit use of visuals to enhance communication.  
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	TOTAL
	67/100



Feedback/Comments:

	
	Mark %

	First Marker’s General Comments and Original Mark

An abstract and declaration could be included in the submission as these are part of the expected academic format.

References/Bibliography has been provided with a consistent system of referencing used throughout.

Definitions have been provided for the type of accessibility being studied in the research – this is important to define for your reader.

A good level of understanding differences in difficulty, accessibility and diversity in relation to games (difficulty does not equate to inaccessibility) has been demonstrated throughout the literature review, supported by references from external sources.

Research methodology has been proposed using Questionnaires – partially due to Covid-19 but also an acknowledgement that this may be better for the subject matter than holding interviews to obtain qualitative data. However, limitations are also recognized in the submission using this method. Ethics and privacy have also been accounted for – this is good.

Data analysis has been carried out, supported by visual elements such as graphs and tables. A bias has been identified with the sample group (mostly hard of hearing). This is good to acknowledge – perhaps a second study could address this bias with different target groups?

An appreciation that the problems of accessibility cannot be simply addressed with a quick fix is evidenced in the report – factors such as UI design and information required to play the game can interfere with subtitles and other visual aids.

Conclusions have been drawn up based on obtained data – some of which is unexpected – and suggestions have been made for ways in which designers might utilize this data.

Critical thinking and analysis has been evidenced in Chapter 5 relating to classification of age groups within the research sample and how this might affect the portrayal of the information obtained.
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	Second Marker’s General Comments and Original Mark

 A very insightful look into an area of the games industry (and beyond) that often doesn’t get enough attention.  I especially appreciate the look at accessibility in Games not only for people who require them to interact but also users who use them for personal preference (Subtitles etc.)

Good accounting of the impact accessibility has on design and its results/wider implications if implemented in a project at an early stage.  Good fundamental knowledge of design principles and research well presented.  Well-presented findings from study/experiment, easy to read.  Good job.




	
65

	Comment After Consultation With Other Marker & Final Agreed Mark

First marker’s grade agreed upon after discussion.
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