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Generic Assessment Criteria  

1. Engagement with Literature Skills 
 

A bibliography is provided, evidencing that research has been carried out. 
Similar VR games have been discussed such as Tilt Brush and Budget Cuts, giving an idea of the 
experience this game idea would offer. 
 
2. Knowledge and Understanding Skills 
 

Different game modes have been considered for the experience, which should enhance replay value. 
A greater focus on the setting might be ideal when considering the game experience. The demographic 
feels a little divided between train enthusiasts and graffiti writers – it may be wise to conduct further 
research on this to find out what is most important to those who would be interested to play this game. 
 

Assessment Mark (Assessment marks are subject to ratification at the 
Exam Board.  These comments and marks are to give feedback on module work 
and are for guidance only until they are confirmed. ) 

Late Submission Penalties (tick if 
appropriate) 

60.1% Up to 1 week late (40% Max)  

Over 1 week late (0%)  



 

3. Cognitive and Intellectual Skills 
 

A Gantt chart breakdown of game production is good to see and clearly shows analytical abilities in the 
proposal. 
Demographic has been covered and a PEGI 12 rating has been applied – this is fine as a literal 
application, though the theme of vandalism would probably be controversial if it was on sale to under 
18s. 
 
4. Practical Application Skills 
 

Visual material has been provided that supports the game proposal. 
Game concepts and images have been shown as part of the proposal, though it would be good to see 
more of this, particularly of the settings. 
 
5. Transferable Skills for Life and Professional Practice 
 

Presentation slides are consistent throughout the pitch – good work. 
An introduction has been given, alongside an overview of the game. Good work. 
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