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	First Marker’s General Comments and Original Mark
A structured report, outlining the projects aims and objectives, along with a literature survey, an outline of project’s design and implementation, along with relevant coding. A suitable conclusion, a honest reflection indicating why the project did not fully achieve the desired outcome and suitable recommendations for future work.
Lack of analysis in terms of a survey given to students to evaluate the puzzle and solicit their views. 
The project was ambitious and due to time constraints and student’s ill health, limited its full actualisation in terms of levels to be achieved, and how well perceived the game design would be and its usefulness in the teaching/supporting of elementary arithmetic operations.
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	Survey
	Review
	Experiment
	Development

	1.Engagement with Literature Skills
	
	
	
	

	Introduction
	/5
	/5
	/5
	3/5

	Literature Review
	/20
	/35
	/20
	9/15

	Comments:

A suitable introduction outlining the students reason for choice of project considered, particularly focusing on the problems encountered in the education system in ‘England’ and how it appears to have worsened since the pandemic. Reasons cited are students mental health, lack of confidence and the structure of the state education system. The student has an interest in computing gaming design and in the teaching of mathematics at an elementary level, and thus was a suitable project to explore how developing a computer game/puzzle to aid the teaching and development of elementary mathematics.

Literature review, contains some relevant texts relating designing of similar mathematical puzzles/ games in terms of structure, design and implementation and also regarding the demise of student attainment in core subjects worsening since the pandemic, focusing on England, with references to mental health of students decreasing also.











	
	Survey
	Review
	Experiment
	Development

	2. Knowledge and Understanding Skills
	
	
	
	

	Methodology
	/5
	/5
	/5
	4/5

	Survey Design
	/15
	 -
	 -
	 -

	Requirements/025Design
	 -
	 -
	 -
	3/5

	Comments:

Methodology is to design a suitably animated game/puzzle to aid the development/teaching of basic arithmetic skills of addition, subtraction and multiplication, aimed at a primary school level. The methodology chosen is’ agile development methodology’ focusing on quality, test design and implementation as well as adaptability.
The student seems to have partially achieved his aim, at least at a basic level(level 0), utilising and appropriate design and relevant coding to form ‘the bone’s’ of a mathematical puzzle game with the potential for different levels of attainment and rewards, providing a sense of enjoyment for the potential gamer/learner. However, due to time constraint these aims only partially fulfilled. Only a demo puzzle at level 0 has been achieved. The original aim to produce a variety of levels, eventually performing calculations of a ‘BODMAS’ type.


	 
	Survey
	Review
	Experiment
	Development

	3. Cognitive and Intellectual Skills
	
	
	
	

	Results & Discussions
	/25
	/25
	/25
	11/25

	Conclusions and Recommendations 
	/10
	/10
	/10
	6/10

	The student experienced ill health whilst undertaking this quite ambitious project. Thus the project only partially fulfilled its aims and objectives, only level 0 developed and tested and results obtained for. The result is the production of a basic mathematical puzzle to aid development/competence in dealing with arithmetic operations.
The original aim was to proceed through levels to deal with ’BODMAS’ type calculations, but this was not achieved. 

No survey /no statistical analysis has been undertaken from potential users of the game.
The student realised at the end of the project that it was ambitious and has recommended what pitfalls to avoid, and what things he has learned should be focused on for future design and implementation of such a mathematical puzzle.











	Survey
	Review
	Experiment
	Development

	4. Practical Skills
	
	
	
	

	Development
	 -
	 -
	 -
	10/15

	Experimental Design
	 -
	 -
	/15
	 -

	 Comments: The code generated is robust and is fit for purpose for the task. Thought was given to the design of a mathematically friendly character as well as suitably coloured boxes to symbolise the relevant mathematical operations along with a running total score, as well as a gold square to indicate successful achievement/outcome at a level, zero only in this case( level 0). The student realised the initial project was ambitious and demanded more time than he initially thought was necessary.
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	Review
	Experiment
	










	5. Transferable Skills for Life and Professional Practice
	
	
	
	Development

	Reflection
	/10
	/10
	/10
	7/10

	Quality of Report
	/10
	/10
	/10
	6/10

	
	
	
	
	

	Comments:
The student has reflected on the project undertaken, considering , what worked well and what didn’t, along with improvements which could be made and recommendations for how the project could be developed.
The report is generally quite well written, quite coherent and has relevant structure and reads quite well. The project only partially fulfilled its aim, a demo puzzle achieved and not a full working puzzle with different levels of attainment.
It is weak on statistical analysis and comparing and contrasting results with previous work.

	
	
	
	








