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FINAL GRADE

73/100

BA GAMES DESIGN

ACCA6020 INDEPENDENT PROJECT // 2025/26 // (#1)
PROJECT PROPOSAL (5%)

 

Student: ASHANTI
  MIGHTEN 
(2304545)

Mark: 73%

 

Intro / A&O (500 words)

Project title;
  Identification of a specific 
problem to be investigated; Well-
defined aims and SMART
  objectives; Explaining why this 
project is worth doing; 
Discussion of
  what the project needs to do in 
order to be a success;
  Description any deliverables 
that will be produced at the end 
of the
  project.

40 73

Background to the Project (500 words)

Description of
  how the work to be done by in 
the project relates to the work 
identified in
  the literature review; Discussion 
of any
  ethical issues raised by the 
project Identifying what has 
already been done
  within the field; Topic 
familiarity; Brief literature review 
using
  appropriate sources – 6-8 

40 74
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GRADEMARK REPORT

GENERAL COMMENTS



journal papers and book 
chapters rather than just
  websites; Selection of relevant 
models & concepts

 

Document Presentation

Correct
  spelling, grammar and 
punctuation; Flow of
  narrative/fluency; Coherence; 
Word processed ; Correct
  use of referencing with 
bibliography; Strict
  word limit

20 71

TOTAL 100 73%

 

Feedback / Comments

·    
  A provocative and thought-provoking title,
  that encapsulates the area of study, the 
themes, the social, ethical topics,
  etc. The initial opening queries and notions 
immediately start to propose how
  we relate to these characters, and exploring 
how these are often interpreted,
  within social / media representations and 
beyond. Interestingly, some of
  these notions seem set to question our own 
positioning, associations
  (to begin) and whether we can start to define 
how we relate to any idea of a
  character’s (individual’s) portrayal of agency or 
identity (?).  

·    
  Good to read the possible inclusion on
  character creation and evocation, to do with 
proportion, class stereotypes,
  cultural tropes and other signs / signifiers. In 
the highly competitive world
  of pre-production and concept art (including 
world building
  pre-visualisation), there are indications of 



aiming to discern between issues
  and influences of class, gender, race, etc. 
  To arrive at a cohesive picture of the state of 
play within the trends
  emerging, that will only help to inform your 
own practical work.

·    
  The focus on fantasy (aka legendary and
  mythic), and how these are presented / 
determined, with considerations on
  different archetypes -roles, together with 
parallels drawn from Cyberpunk
  (aka dystopian futures and advances 
technologically) is a good mix. Lots to target
  and unfold, with hybrids or cross-cultural 
examples, in your ongoing research
  and via portfolio designs. 

·    
  This is strong work. Suggestions To move to
  (a) third person phrasing for future 
submissions; (b) to adopt shorter bolder
  statements or points, at times >> for more 
impact / precision. In
  determining your critical strengths, you do not 
describe too much (which is
  good) and you have both provocative – and – 
evocative statements
  to make.   

·    
  Case studies referenced indicate a strong
  appreciation and hold on the genre(s) 
constructs, that will add value
  significance and relevance to your own 
findings (development in the coming
  months). Clear signposting and specification 
on the subsequent stages of the
  project (and possible aesthetic ventures), with 
feasible targets and
  deliverables.  Solid set of web’ and
  text-based references, to end, that relate well 
to psychology, character
  designing and the industry.   Well
  done!
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